
Friedrich der Große 
 

 
 

KMS Friedrich der Große is a playable ship in the mobile game Azur Lane. She is a member of 
the Iron Blood, a representation of the German Navy during both World Wars, though primarily 
based on the Kriegsmarine used in World War II. Friedrich is characterized as a military 
mastermind who excels at carrying out the will of the Iron Blood’s leader Bismark, with even the 
actions of her enemies ultimately serving to further her plans. Much like the Prussian ruler she is 
named after, she is a patron of the arts, in particular music; she constantly holds a conductor’s 
baton and describes her battles as performances. To the Commander (player), Friedrich is 
described as a “dark matron”, being a terrifying presence who nevertheless treats them like her 
child. The actual story, on the other hand, implies that she really is as evil as she looks, ending 
off a major event with mad laughter as her plans come to fruition. 
 
As with most characters in Azur Lane, Friedrich is an anthropomorphization of an actual ship. In 
her case, she is primarily based on the H-39 and H-41 battleships, proposed designs for Nazi 
Germany’s Navy that, if finished, would be some of the largest ships to ever be built. Both ships 

https://www.youtube.com/watch?v=E4Q9uN2F8HQ&ab_channel=HMSEnjoyer
https://en.wikipedia.org/wiki/H-class_battleship_proposals


were unnamed as they were never truly finished, with “Friedrich der Große” being a popular 
speculative name; it would be popularized by the naval combat game World of Warships, which 
gave the name to the H-39, and whom the design for Azur Lane Friedrich is based off of. 
However, it is also implied that Friedrich is a “composite” of the SMS Friedrich der Große and 
the H-39, as is the case with other characters. The SMS Friedrich der Große was a Kaiser class 
battleship employed in World War I that participated in every major fleet operation, perhaps best 
known for emerging from the Battle of Jutland completely unharmed. After Germany lost the 
war, the ship and her sisters were disarmed and scuttled so that the British would not seize them, 
with her bell currently located at the Fleet Headquarters in Glücksburg. 
 
In Azur Lane itself, Friedrich is an incredibly powerful battleship, often considered one of the 
best in the game alongside New Jersey. She boasts high Firepower stats and immensely high 
durability, being the only ship to have HP in the quintuple digits. Friedrich’s skills include 
Symphony of Destruction, which fires an armor-ignoring barrage if an enemy hits or gets close 
enough to her, Sonata of Chaos, which alternates the properties of her salvos once they are fired, 
and Rhapsody of Darkness, which increases her firepower and decreases the damage she takes. 
Friedrich’s primary weaknesses are mediocre Reload stats and terrible evasion stats, alongside 
being quite costly to actually deploy on account of her high Oil cost. 

Stats 
 

Weight: 133 (same as K. Rool) 
Walk Speed: 0.767 (same as Ganondorf) 
Dash Speed: 1.271 (same as Jigglypuff)​
Initial Dash: 1.716 (same as Incineroar) 

Air Speed: 0.85 (same as Min Min) 
Fall Speed: 1.76 normal, 2.816 fastfall (same as Incineroar and Banjo) 

 
Friedrich is an imposing presence on the battlefield, standing around the height of Bayonetta 
with a slightly bigger width. The draconic ships behind her are not always present, appearing for 
certain attacks and disappearing when they are not needed; they are intangible, not affecting foes 
in any way and unable to be hit by them. Befitting her status as the most durable ship, Friedrich 
is only exceeded by Bowser in terms of weight, which combined with a fairly strong recovery 
makes her quite survivable. However, befitting her status as someone with terrible evasion, 
Friedrich is also one of the slowest characters, making approaching a struggle. Her walking 
animation has her hold her baton in both hands, calmly walking with a serene look on her face; 
when dashing, she shifts to a one-handed grip as she picks up the pace. When idle, Friedrich may 
tap her foot on the ground or wave her baton around as if conducting an invisible orchestra. 
 

https://en.wikipedia.org/wiki/SMS_Friedrich_der_Grosse_(1911)


In the air, Friedrich is similarly slow, sitting in the bottom 10 when it comes to air speed, 
However, her jumps are actually quite good, with both of them matching Olimar/Shulk’s first 
and second jump (33.5). Friedrich also has fairly low gravity, meaning that despite her fast fall 
speed she can stay in the air for a decently long time. Her fall speed combined with her tall 
hurtbox makes it fairly easy for the opponent to combo her, forcing her to take the “heavy tax” of 
50% once they manage to break through her assault in most cases. However, Friedrich’s kit 
allows her to make up for these deficiencies, giving her both a strong combo breaker and ways of 
forcing the foe to approach themselves. 
 
As a side note, Friedrich will never drown in “stage water”, as in water that is naturally on a 
stage such as Delfino Plaza or Pirate Ship. She is literally a boat, after all, designed for naval 
warfare. Friedrich can still drown in water created by other characters with specific drowning 
mechanics for the purposes of fairness, and since no stage with water is legal this only affects 
casual play. 

 
(KO percents assume Mario at the middle of FD, unless stated otherwise) 

Mechanic - Sonata of Chaos 
 
As mentioned in the intro, one of Friedrich’s skills is Sonata of Chaos, which changes the 
properties of her Salvos once they are fired. Odd numbered salvos have an increase in damage 
and reload speed, while even numbered salvos increase their critical hit rate and make crits deal 
more damage. 
 
This is translated into Smash as a mechanic that applies to all of Friedrich’s non-Special moves. 
These attacks have two “versions”, which constantly change once the input for them is made. 
Odd numbered attacks (including the first attack Friedrich makes) are generally faster, but 
weaker or overall less rewarding, while even numbered attacks are more powerful but slower or 
otherwise riskier. Attacks will cycle to these different versions regardless of if they actually hit 
the foe. Once Friedrich loses a stock, her cycle will “reset” so that her first attack in the stock 
will be the faster weaker version. 
 
Overall, this makes playing Friedrich properly require much more strategy and forethought than 
almost any other character. Making a wrong move on an odd numbered attack will force her to 
use a slower attack in order to use her faster attacks again, making escaping disadvantage fairly 
tricky. It also means that, if Friedrich misses an even numbered attack with the intent of landing 
a kill, that she has to use another attack if she wants access to her kill moves again. On the other 
hand, it also means that the opponent has more to consider than just one version of a move, 
especially when the fast moves frequently set up into the kill moves. Mastering Friedrich can 



prove very difficult - the player is essentially learning two movesets - but putting in the effort 
results in a force just as destructive as her home series, with a mix of combos, kill moves, and 
stage control that can overwhelm any opponent. 
 
For ease of reference, odd-numbered attacks will be referred to as Pianissimo versions, while 
even-numbered attacks will be referred to as Fortissimo versions, based on terms in classical 
music for “very soft” and “very loud”, respectively. These words can also be seen on Friedrich’s 
HUD when she’s on the portions of her cycle that correspond to them, serving as a visual 
indicator as to which version of her next move will come out. 

Specials 

 
 

Neutral Special - Symphony of Destruction 
 

Friedrich spreads her arms wide as the head of one of her riggings appears behind her. The head 
is around the size of Kirby, and as a reminder is not counted as a hurtbox. It first appears around 
her on frame 9, and stays present for 40 frames, after which the head disappears and puts 
Friedrich in fairly bad endlag. During the period where it is out, Friedrich has one hit of 
superarmor, allowing her to defend against any one attack - multihits count as one attack for this. 
This can be done in the air as well, which will cause Friedrich to briefly stop falling on frame 9 
the first time this is used in a given air trip.  
 
If any foe attacks, shields, charges an attack, or is in the active frames of a move in the same 
vicinity within an omnidirectional radius extending 2 Units in any direction, the head will open 
its mouth and fire an orange blast from the cannon inside of it at them over a short 6 frame 
period. It will also trigger if a projectile strikes Friedrich, where it will aim at where the 
opponent is when she was hit. This projectile is as fast as Mario’s dash, with a width of 1 Unit 
and a height of 0.3 Units assuming it was fired horizontally, since these will naturally change 
based on angle. It also has transcendent priority and range covering the entirety of Battlefield. 
Befitting its armor ignoring properties, the projectile will go straight through shields and 
reflectors, not even doing damage to the former as it simply ignores them entirely. On hit, the 
blast deals 4% damage and set diagonally upwards knockback sending the foe 2 Units forward 
and upward. If the attack is triggered, Friedrich goes through much faster endlag, able to act only 
9 frames after the projectile is fired. Regardless of whether or not the attack went off, Friedrich 
must wait 5 seconds before using NSpec again if she hits the bullet, much like how this ability 
has a cooldown in Azur Lane, but this is increased to 10 seconds if it misses. 
 



This largely serves as an unconventional combo breaker tool for Friedrich - very helpful, given 
how easy she is to combo and the fact her mechanic means getting out with her standard attacks 
will likely mess up a planned combo. Sonata of Chaos does not apply to Specials, so this remains 
consistent regardless of whether she is in Pianissimo or Fortissimo mode. The reward isn’t 
guaranteed to land, and actually fairly weak, but it still comes out fast enough that it will most 
likely hit the foe during the endlag of their attack, letting Friedrich escape. It also starts up fast 
enough that this move’s existence can often force opponents to be more wary about just throwing 
out attacks lest she get a free hit. Since NSpec automatically hits foes who are charging an attack, 
it highly discourages smash attacks if she has this stored, potentially increasing her survivability. 
Symphony of Darkness does still leave Friedrich open to grabs, but that just encourages the foe 
to go for them more, which will leave them punished if she predicts and dodges an attempt. 
 
The projectile itself serves as a consistent setup into Friedrich’s attacks in all stages of her cycle 
and stock due to having set knockback. If she happens to be close enough, she can follow up 
with a variety of her attacks, either serving as combo tools if she is in Pianissimo or kill confirms 
if in Fortissimo. The high priority and speed also let it win projectile wars, giving Friedrich 
opportunity to approach or set up while the foe takes their knockback. While not the most 
effective tool for the job thanks to its angle, NSpec can be used as an edgeguarding tool, having 
the blast hit the opponent as they use their USpec, though this doesn’t work on characters whose 
USpec isn’t an attack. 
 
More than anything, Symphony of Destruction forces the foe to play Friedrich’s game once they 
get in range of its effects. Making one wrong move can lead to them being casually punished, she 
can counter attacks that do land with the blast, and the opponent can’t charge attacks without her 
using this to shut it down. Most of all, it completely negates shields, preventing them from using 
it as much as the opponent would like and encouraging dodges as a defensive option, which 
don’t trigger the blast. It highly encourages the foe to use weaker attacks that Friedrich is less 
likely to react to, which while often bad at low percents becomes an advantage at higher ones 
where it becomes less likely for them to lead into combos. More universally useful, the opponent 
will try to bait out NSpec so they can punish her out of the hefty endlag and not have to deal with 
it while comboing her. Most often, they will do this by jumping in and out of Friedrich’s range to 
trick her into using it when no attack comes; Friedrich has a long range Dash Attack and long 
range in general that allows her to hit them if they get too blatant about it. It’s a constant threat if 
not in cooldown that can turn the foe’s combo into Friedrich’s or at least give her room to escape, 
a psychological threat that makes close range encounters much more cerebral than normal - 
fitting for such a cunning strategist. 

 
Side Special - Oblique Order 

 



Friedrich casts her baton forwards as a red crosshair appears just in front of her. This is a 
“stance” Special most comparable to Din’s Fire, directing a “projectile” forwards as long as B is 
held and stopping its movement once it is let go. The crosshair is 0.5 Units wide and tall, spawns 
in on frame 11, and does not affect foes in any form, able to move in any direction with 
movement of the control stick at Captain Falcon’s dash speed with similar physics to Zelda’s 
SSpec. Friedrich has control over the crosshair for a total of 2 seconds before she is forced to exit 
the stance with fairly fast endlag, though since she has no hitbox to protect her she is still left 
vulnerable while controlling it.  
 
Once the button is released, the crosshair will pause in place; pressing B again will cause it to 
pulse briefly before vanishing. This will only occur if some portion of the crosshair is in open 
air; if it is placed in the middle of a solid surface, a buzzer noise will play as Friedrich is forced 
out of the stance. During the period it is paused, the player can move the control stick, which will 
also cause the crosshair to pulse and vanish. SSpec allows Friedrich to plant up to 5 crosshairs, 
with another input replacing the oldest currently onstage with the newly spawned one if 5 are 
onstage. Each crosshair will last for 30 seconds before automatically disappearing. 
 
Upon SSpec being tapped once a crosshair is placed, Friedrich will raise her baton upwards and 
shout “Feuer!” as an explosion occurs centered on where it was, with the noise of a cannon firing 
accompanying it - the command was to an offscreen boat, firing its loads at the indicated 
location. The explosion comes out 16 frames after the input is made and is around the size of 
Kirby, lasting for a total of 4 frames. On hit, it deals 6% damage and by default horizontal 
knockback in the direction Friedrich was facing when she placed the crosshair that starts 
decently strong - sending the foe about 2.5 Units - but scales to only KO at 350%. This can be 
altered by moving the control stick after the crosshair’s placement is solidified; doing so will 
alter the direction of the explosion’s knockback in the direction the stick was moved in. It also 
deals notably strong shield damage, enough that a full HP shield would be left halfway full upon 
shielding it. Friedrich goes through fairly fast endlag as she returns to her standard idle pose. 
 
If multiple crosshairs are onstage, then SSpec will activate them in the order that they were 
initially placed. This will also change Friedrich’s voice clip, now saying “Eins!” for the first 
crosshair, “Zwei!” for the second, “Drei!” for the third, “Vier!” for the fourth, and “Fünf!” for the 
last. Each voice clip gets progressively louder as Friedrich raises her baton upwards with more 
and more force, until by the last she’s screaming at the top of her lungs. Pressing B as a crosshair 
is triggered will cause her to shout the order for the next in line, causing the explosion to come 
online 6 frames after the input is made. In regards to the voice clips, they will stop at five, with 
the commands resetting to one when a sixth crosshair is planted; the reset also occurs if every 
crosshair onstage is used up. 
 



Setting the Stage 
SSpec is one of the most integral moves to Friedrich’s kit. It enables her to cover a good chunk 
of the stage in traps that she can easily trigger once the foe enters their presence, getting a good 
chunk of damage in if nothing else. More notably, it gives her an easy means of forcing the 
opponent to approach her in a certain way if they want to avoid being caught by the explosions. 
Setting some crosshairs up on the ground can encourage them to roll or jump over them, which 
Friedrich’s aerials and slower moves are great for punishing. She can also place them on top of 
platforms to dissuade attempts to camp on them; this is preferably done with the first few, since it 
presents a more immediate threat. 
 
On hit, the explosions’ strength of knockback, coupled with their low scaling, let them serve as 
unconventional combo extenders combined with Friedrich’s low lag. If she is in Pianissimo state, 
then she can hit the foe into an explosion so that they are sent towards her, either ending the 
combo with her in a more preferable neutral state or setting them close to her to lead into her 
Fortissimo attacks. Since the knockback is unchanged by Sonata of Chaos, crosshairs can be one 
of the best means of leading into hitting the opponent into them, allowing Friedrich to better land 
her often slow Fortissimo attacks. Pianissimo attacks to SSpec to Fortissimo attack is a fairly 
obvious combo that comes in too many variations to truly list, and some variation(s) of this will 
be the bread-and-butter combo of most players. On some characters/percents, it’s even possible 
to extend the combo into another crosshair and another Pianissimo attack, though this typically 
requires planning ahead of time. 
 
Of course, it’s also possible to combo crosshair explosions into other crosshair explosions. Most 
often, Friedrich will go for simpler combos, such as placing crosshairs and directing their 
knockback such that they send the foe into another crosshair. For the flashier player, she can also 
arrange crosshairs in such a manner that every explosion links into the next in line. This enables 
Friedrich to extend combos, finish off ladders with crosshairs placed above the main stage, or 
simply end a combo with the opponent in a more advantageous position, such as closer to her to 
more immediately begin pressure. Crosshair combos on their own are not inherently better than 
combos involving her actual attacks, due to the lack of kill power they have on their own, but it 
is entirely possible to score extremely early KOs by arranging a chain that drags the foe to the 
lower blast zone. This comes at the cost of preventing Friedrich from planting crosshairs in less 
niche spots on the stage without rearranging her setup, but successfully pulling it off is both very 
rewarding and highly satisfying. Of note, if Friedrich successfully combos all 5 possible 
crosshairs together, then the audience will begin to clap, as she holds her baton in both hands and 
bows to her audience - a truly magnificent composition! This last animation is cancelable like 
Incineroar’s poses, with the actual FAF being the same as normal. 
 
Crosshairs are also excellent in tech chase scenarios, due to their nature as traps that Friedrich 
can spring at any time. Placing them around where the foe is can incentivize them to move away 



from them if one roll direction would take them in the area of the hitbox, more immediately a 
threat if it happens to be next to go off. Without crosshairs onstage, Friedrich can simply have 
one follow the opponent wherever they go and have it go off as they exit their invulnerability 
frames, an advantage to having less onstage as opposed to more. Since their knockback can be 
angled downwards, they can even consistently start tech chases as well, potentially leading to 
loops as the foe moves towards a crosshair that sends them into prone again. This is somewhat 
situational due to SSpec’s mechanics, as depending on Friedrich’s setup crosshairs placed where 
the opponent is may only go off after several others are triggered, but can give her opportunity to 
better read the foe if the gambit works. 
 
Naturally, crosshairs placed offstage make excellent offstage gimping tools, especially when 
angled downwards. Placing crosshairs next to the ledge can make them serve as a “wall” of sorts 
that dissuades high recoveries; alternatively, Friedrich can place them lower to deter low 
recoveries. With the right placement, she can even stage spike the foe beneath the stage for what 
will almost surely be a KO. Friedrich doesn’t even have to risk going offstage herself, but if she 
does want to crosshairs certainly aid her efforts, potentially forcing out airdodges that leave the 
opponent helpless against her own assault.  
 
An understated advantage of crosshairs is the fact that they are invisible once planted. In 
combination with their long duration, it is entirely possible that the foe will forget that a trap is 
there and move in such a way that they end up in range of it, similarly to Snake’s C4. Even if 
they don’t, it still gives them much more to worry about, which Friedrich can easily exploit by 
punishing the movements they take to avoid them. However, this also means that Friedrich 
herself can easily forget where crosshairs are placed; while she is immune to crosshair 
explosions, it is still a major issue since crosshairs can only go off in sequence. To alleviate this, 
pressing Shield Special while a crosshair is out will have every one onstage reappear, with 
numbers above them representing the order they were placed and thus the order they will go off. 
While this makes it easier for Friedrich to remember the order of crosshairs, it also makes it 
easier for the foe to do so, so to get the most out of them she has to memorize it as she sets them 
up. 
 
In general, SSpec’s biggest weakness is the fact that the explosions go off in a set order. While 
their presence gives Friedrich many advantages, if she misses it often comes at the cost of her 
entire setup, forcing her to adjust her plans accordingly. Additionally, setting them up takes time, 
and doing so puts Friedrich in an idle state with no hitbox attached to it that she can easily be hit 
out of. This has another downside in that “resetting” a crosshair setup is often more time than it 
is worth; it’s generally preferable to roll with the ones that are onstage and come up with an 
entirely different plan of attack. Nevertheless, SSpec is an incredibly versatile tool that serves as 
the centerpiece of Friedrich’s gameplan; no one player will use them exactly the same way, but 
they will see frequent use nonetheless. 



 
Targeting the Enemy 
SSpec has a very different effect if it comes in contact with a foe. If Friedrich presses the A 
button while the crosshair is within 0.5 Units of the opponent, instead of locking onto the 
specific area it will lock on to them! This lasts for 10 seconds, a third as long as the duration of 
normal crosshairs, but is not counted as part of the “order” of stage crosshairs. As with standard 
crosshairs, before it properly goes online Friedrich can control the direction of the knockback by 
angling the control stick.  
 
Smashing the control stick while a crosshair is on the foe will have Friedrich shout “Feuer!” as 
an explosion appears directly on top of them. This comes out on frame 16, the same as before, 
and has the same damage and knockback of a standard crosshair. There is also another trick with 
crosshairs on the opponent; pressing B while Friedrich performs an attack will have her give the 
order to fire as she does it. For the sake of ease of input, any press of B during an attack will be 
interpreted as a smashed SSpec order if she has a crosshair on top of the foe. Tilting the control 
stick will have Friedrich command the crosshairs that aren’t locked onto the opponent. While this 
is certainly a very threatening affair, the foe does have a means of counteracting this: attacking 
Friedrich with a hit that deals 25 knockback units, or simply landing a throw, will cause the 
crosshair on them to disappear. There is also a 5 second cooldown before she can lock on to them 
again, regardless of if the crosshair disappeared naturally or by force, so even if she does score a 
hit she can’t combo them offstage with just this trick. 
 
This provides immense pressure for the opponent, as Friedrich can spring the order at any time to 
potentially hit them no matter where they are on the stage. Primarily, it serves as an anti-zoning 
tool; with the fast movement of the crosshair, it is fairly easy to reach them wherever they are 
onstage, allowing her to get a hit in without having to navigate through a wall of projectiles. It 
certainly helps that Friedrich can angle the knockback such that it sends the foe towards her as 
she approaches, to further decrease the distance. The opponent is incentivized to approach so that 
she has less room to use the move, as well as the fact that strong enough moves will end the 
effect. Friedrich may be a shipgirl, but like the H-39 she is based on she is geared more towards 
close quarters combat - her slow speed hampers her approach, so she generally focuses on 
forcing the foe to make their own approach.  
 
The benefits of the actual hitbox are quite strong as well, another reason as to why the opponent 
wants to get rid of them. Against characters who prefer staying in close range, Friedrich can 
instantly shut their approach down by springing the crosshair, turning their offensive into her 
own. It serves as a natural combo extender; this is the same case for normal crosshairs, but since 
this is locked onto the foe it is far more reliable as such, and doesn’t rely on the crosshairs being 
in the right order. This is particularly helpful due to Friedrich’s mechanic meaning she has 
limited access to her combo starters, so something like this can help lead them into her stronger 



Fortissimo attacks. If the opponent is offstage, then Friedrich can easily send them further 
offstage with the explosion, either extending a kill move’s knockback or serving as a nasty gimp. 
Finally, with all of the benefits locking on to them gives her, then the foe will likely be much 
more reckless in going for stronger, typically slower moves or grabs that she can punish on 
whiff, especially at lower percents where her superheavy status makes it trickier to break the 
knockback limit. 
 
While certainly strong, SSpec has a decent amount of startup and a distinct vocal cue, making it 
easy to dodge or shield if the foe is able to. The latter isn’t the best idea due to the high shield 
damage it does, but if close enough to Friedrich and with a strong enough shield the opponent 
can still punish her out of it. Additionally, she still needs to stay in place and properly lock the 
crosshair onto the foe if she wants to exploit this, making it easy for them to hit her before she 
does or grab her after the fact so she doesn’t get the chance too. Friedrich will primarily be trying 
to arrange for a lock on while the opponent is far away from her, perhaps after being launched 
away by other crosshairs. This is still a very powerful tool, though, and only adds to the 
versatility of the already versatile SSpec. 
 
The big thing with Friedrich is that she’s a military genius; combined with the fact that she’s 
named after one of the most revered names in military tactics, I felt that bringing help from those 
under her command would be incredibly fitting. The actual attack is named after a favored tactic 
of the actual Frederick the Great, where he focused his assault on a specific flank of the enemy’s 
army; the Special retains this feel by being flavored as an attack from the side, not the front or 
back. I made the crosshairs follow a specific order because I felt it was fitting for a conductor 
character to “cue” their set in some fashion, much like how an actual conductor must direct the 
orchestra to play their parts exactly as the score dictates. It also makes Friedrich have to think 
far more about the placement of her traps than other characters with the benefit of them being 
much more versatile than most others; in other words, Friedrich players have to plan everything 
ahead of time just like a proper mastermind.  
 
Friedrich’s command when firing a lone or locked on crosshair is German for “Fire!”; as you 
may have inferred when reading, the other commands are German for “one”, “two”, “three”, 
“four”, and “five”. This was loosely inspired by the enhanced version of her Symphony of 
Destruction skill, which has her fire two barrages labeled “Eins” and “Zwei”.  

 
Down Special - Rhapsody of Darkness 

 
Friedrich quietly chuckles to herself as a black aura appears around her feet. This takes 16 
frames to form, during which she can be hit out of it to cancel the effect, with a FAF of 40. It has 
no effect on the actual opponent; instead, it serves as an indicator of a buff that lasts for 10 
seconds. As long as the aura surrounds her, Friedrich has passive armor similar to Bowser and 



Kazuya that stops her from taking knockback from attacks that deal less than 19 knockback 
units, the same potency as Bowser’s. Additionally, whenever she makes an attack, she will have 
superarmor for the duration of the startlag that sums to 25 HP, enough to protect against most 
standard attacks but not sufficiently charged smashes. Note that this is shared amongst attacks: if 
the armor takes 5% during an attack, then Friedrich’s next move will have only 20 HP instead of 
25. If the superarmor breaks, the buff will end early as Friedrich takes the knockback she would 
have received at ¾ its potency. After it ends, she has a 5 second cooldown before she can apply 
the buff again. 
 
This buff becomes increasingly powerful the higher the percent Friedrich is at before applying it; 
the base level, from 0-50%, is what was previously described. From 51-100%, Friedrich will 
gain 40 knockback units worth of passive armor and superarmor with a cumulative 40 HP, and 
from 100-150% she gains 80 units of passive armor and 75 HP superarmor on her attacks. Past 
150%, applying this buff will give her permanent armor with infinite HP for 5 seconds, the dark 
aura completely surrounding her as she breaks out in mad laughter. However, the cooldown 
becomes longer the stronger the buff becomes, becoming 10 seconds at stage 2, 15 at stage 3, 
and a full 20 seconds at the final stage. Also note that, since this is still armor, Friedrich is still 
vulnerable to being grabbed out of this state no matter what stage of DSpec she is on; doing so 
will decrease the timer on this effect by half. 
 
Friedrich has much to gain from the added defensive effects given to her by DSpec. Against foes 
with fast projectiles, the passive armor allows her to approach easier, especially once she reaches 
higher percents, as well as lock a crosshair on them without being interrupted. It also makes it 
harder for opponents to interrupt her at close range, since the passive armor allows her to simply 
ignore a good portion of the casts’ jabs, and eventually becomes strong enough to ignore most 
quick standards. This positions Friedrich to more easily use NSpec to punish them for their 
attempt to get her off their back, and encourages them to use stronger, often slower attacks to 
break through the armor - but those won’t get through the superarmor her attacks get, allowing 
her to beat out those. With the ability to break past any straightforward attack, the foe is once 
more incentivized to grab her, which can and will be punished on whiff.  
 
Gaining permanent armor at the very last stages of the stock gives Friedrich free reign to set up 
as many crosshairs as she wants without fear of the foe interrupting her. It also allows her to 
throw out attacks to enter Pianissimo or Fortissimo state without having to worry about the risks 
of whiffing a move. Friedrich has free reign to be as aggressive as she wants, able to approach 
and throw out attacks without the opponent able to do anything about it. 150% is a high percent, 
but with Friedrich’s weight, recovery, and DSpec itself letting her take hits without taking 
knockback, it is more than achievable in a match. The downside, on the other hand, is that she 
still is at a very high percent, meaning that during the cooldown one good hit can very well send 
her flying too far to recover. Additionally, regardless of how strong the buff is, Friedrich goes 



through a lengthy period where she is vulnerable, meaning that she needs to have a good bit of 
space to achieve this - though this does serve as a bit of an added incentive for the foe to stay 
close to her.  
 
More notable, however, is the increased cooldown the stronger the buff becomes. While the 
increased amount of armor makes it far harder to interrupt Friedrich during her often slow 
attacks and restricts the foe’s options for dealing with her, it also means she goes a longer 
amount of time without having access to it. This means that, if improperly timed, she will have to 
wait longer in order to use DSpec, and given how fast paced matches are and her heavy status 
that can mean the difference between being able to break free of a combo or being trapped in one 
that ends in a stock loss. The decision whether go for the buff at higher percents to stuff kill 
moves or risk being unable to defend against them for longer is particularly notable here, 
especially at the last stage; Friedrich will frequently survive to 150% by virtue of her weight, but 
she will also be much more vulnerable after the buff wears off on account of her percentage, and 
the cooldown is too long to realistically get it again. It’s yet another move the player has to think 
about using 
 
The final stage of this buff is not available in Sudden Death. 
 
This is largely based on the current version of Rhapsody of Darkness, but the increasing strength 
of the buff depending on how high Friedrich’s percent is is based on the original version, which 
had varying buffs depending on how much health she had. The invincibility buff is based on the 
current version of the skill applying an increase in the effectiveness of her secondary guns when 
she’s at 30% of her health - since that wouldn’t really work in a fighting game, this was changed 
to better fit in with the defensive buffs. 

 
Up Special - Crescendo 

 
Friedrich moves her baton inwards as one of her riggings appears. This time, it is the full body 
that appears, coiled around her as it prepares to strike. After the input is made, Friedrich has 24 
frames to decide what direction to send the rigging at, done by tilting the control stick. Once the 
time passes, she casts her baton in the chosen direction as the rigging flies forward, mouth agape 
and its mouth cannon radiating with a bright orange glow. 
 
The full rigging extends 4 Units in the chosen direction - 6.5 if done in the air - beginning its 
travel 15 frames after the player inputs the direction or after the 24 frames pass - in the latter 
scenario, it will automatically travel straight upwards. It takes around 28 frames for it to reach its 
max distance, after which it will disappear and leave Friedrich in fairly bad endlag. The rigging’s 
width is around that of Kirby’s, though a bit smaller due to most of its body being smaller than 
its head. Once the head comes in contact with a foe, the rigging will close its mouth and bite 



them, acting as a disjointed grab hitbox that deals 7%. If this occurs, Friedrich has two options to 
go for, during which time the opponent can escape with their regular grab timer. 
 
Pressing B will have an orange glow escape from under the rigging’s teeth before an explosion 
erupts from it, dealing 15% damage and knockback in the direction it traveled that will KO at 
150% assuming it was horizontal. If this is done in the air, it will take the time to coil its tail 
around Friedrich to pull her to the level the foe is over a maximum of 30 frames before it goes 
off, serving as a means to help her recover. The opponent is unable to escape once this is input, 
but it can give them time to DI depending on how far away they are from Friedrich when the 
move is input. Afterwards, Friedrich goes through fairly short endlag, able to use her second 
jump or USpec again once she comes out of it. This serves as the “kill option” of USpec, able to 
potentially kill at very low percentages offstage and at more than doable percents otherwise. It 
also works great for tagging opponents on platforms due to its range and the grabbox overriding 
shields, which is good for when they stay on them in order to avoid crosshairs planted on the 
ground.  
 
Pressing A, on the other hand, will result in the rigging dragging Friedrich towards the foe at the 
same speed it travels before it grabs the foe. Taking a brief moment (16 frames) to stroke their 
head as if rewarding them, during which she has superarmor and floats in the air, Friedrich 
proceeds to stomp on their body, dealing 10% damage and decently strong downwards 
knockback. This will send her upwards 3 Units as well, leaving her free to use her second jump 
and USpec again. While B is typically better for landing upwards kills, A is excellent for 
reversing gimp attempts, with the downwards knockback easily able to send opponents off the 
lower blast zone. Onstage, this can potentially send the foe prone at lower percents, enabling 
Friedrich to follow up with crosshairs or her aerials; at higher percents, around 70% on 
middleweights, this starts to groundbounce, allowing her to more easily combo into her aerials. 
 
In general, USpec’s range and decently fast start up make it great at catching out rolls in any 
direction. The fact that much of Friedrich’s kit encourages rolls, with NSpec going straight 
through shields and SSpec doing increased damage to them, also leads to multiple opportunities 
to land this attack. Typically, the A button option is better for low percents, where it leads to 
fairly consistent combos into much of her kit due to this not affecting her mechanic; the B button 
option is better for securing a kill once the foe reaches kill percents.  
 
When used in the air, Friedrich will have her vertical momentum immensely slowed down for 
the duration of the startup and during the rigging’s movement. If it comes into contact with a 
ledge, it will bite down on it as it automatically drags Friedrich over to it, giving her intangibility 
that lasts until she grabs onto the ledge. As a recovery, this is fairly strong, coming out decently 
fast and hard punishing anyone who attempts to go offstage to gimp her. However, if the rigging 
does not come into contact with the foe, Friedrich will go into helpless, so once she’s launched 



too far for it to reach the ledge she generally loses the stock there, due to a combination of her 
low air speed and high fall speed. Opponents can also bait out the attack by hopping towards her 
as she recovers and dodging out of the way as she casts it out, forcing her to lose a stock if the 
bait works. Lastly, the mechanics mean that it is a fairly bad defensive option, with it typically 
taking over 20 frames to come out; more than fast enough to be beaten out by a quick melee 
attack.  

Smashes 
 
 

Forward Smash - Blitzkrieg 
 

Pianissimo 
For the charging animation, Friedrich tilts backwards a bit as she moves her baton backwards. As 
she does, the head of one of her riggings appears behind her, mouth agape as the cannon inside 
of it starts to glow, increasing in intensity the more it is charged. Upon release, Friedrich casts 
her baton forwards - occasionally accompanied by a shout of “I shall sing your requiem!” in 
Japanese - as the rigging unleashes a large blast from its cannon. Afterwards, it closes its mouth 
and disappears, as the serious look on its master’s face shifts to her standard serene expression. 
 
This takes 9 frames to start charging and 7 frames to fire, giving it a total startlag of 16 frames. 
The actual attack is a disjointed hitbox that lasts for 5 frames and starts from directly in front of 
Friedrich, ending from 2 Units ahead of her position, with a height of 0.3 Units. On hit, the blast 
deals 14-19.6% damage and decently strong horizontal knockback that KOs at 190-155%. 
Additionally, this will deal enhanced shield damage like the crosshair explosions, dealing around 
¾ of a shield’s health on hit. Afterwards, Friedrich goes through fairly long endlag, a payoff for 
the immense range of this attack. 
 
As FSmash comes out fairly fast for how much range it has, Friedrich can use this as a tool to 
punish overly cautious foes, which her Specials are all about setting up. USpec is overall the 
stronger tool for the job, but it is also immensely punishing on whiff and somewhat hard to hit 
with since only the head is a hitbox; FSmash can be punishing as well, but overall not as much as 
USpec. The fast speed and range allows Friedrich to actually combo into it out of Jab or NAir, 
which only affect her mechanic if she uses their second hits. It’s a powerful edgeguarding tool on 
account of the range, and a good move to use in tech chases in combination with crosshairs to 
corral the foe’s movement.  
 
FSmash works particularly well if the foe has a crosshair locked onto them. With how much 
shield damage the move already does, having it fire is all Friedrich needs to break a shield if they 



use it to block this attack. Fortissimo FSmash happens to be one of Friedrich’s most powerful 
attacks, and a shield break is naturally an excellent opportunity to fully charge it then spring it on 
the opponent. This only further encourages rushdown on the foe’s part with a crosshair locked 
on, since retreating will just have her spring SSpec as they come out of their invulnerability 
frames. Aside from shield pressure, it can also help extend the kill percents of the move by 
having it launch the opponent in the direction of the knockback, which is good when the move 
doesn’t actually have that good of kill power. 
 
Fortissimo 
Friedrich makes no movement as her rigging’s head appears, though the orange glow seems 
more intense than the previous version of the move. The glow becomes more and more intense 
on charging the move, to the point that the rigging shakes in place, seemingly struggling to 
contain the power of the charged attack. Upon being fired, the ship limply points her baton 
forward as the rigging lets out another blast, occasionally accompanied by a simple “Begone.”  
 
This is a disjointed hitbox like the previous version of the move, but extends much farther, 4 
Units regardless of level of charge, with bigger height of 0.7 Units. Unlike the Pianissimo 
version, Fortissimo FSmash has different levels of damage depending on where it hits. The first 
0.5 Units of the beam deals multiple hits that add up to 28-39.2% damage and horizontal 
knockback that kills at 60-30%. The rest of the laser deals multiple hits of 17-23.8% and 
knockback on the same angle that kills at 125-95%, though this can be artificially lowered by 
hitting at the farther edges of the range. Overall, the attack lasts for 20 frames, a hefty amount for 
a move of this power. 
 
Pianissimo FSmash was a utility move, able to end combos, pressure shields, and stuff 
approaches on account of its fast startup. Fortissimo FSmash, on the other hand, is all about 
obliterating the enemy with an explosion of force, hence the attack’s name. This is the hardest 
hitting move in Friedrich’s kit, and as mentioned is excellent for punishing shield breaks brought 
on by the other version of FSmash, or her variety of other anti-shield moves. It still has the shield 
damage multiplier, as well, so being at close range will result in a shield break even at full health. 
The sheer range also makes it even more effective for edgeguarding and punishing retreats; while 
the latter will avoid the stronger close range sweetspot, the listed percents can be artificially 
decreased with locked on crosshairs. Crosshairs also enable Friedrich to actually combo into this 
move if she has one locked onto the foe, though she may not always be able to depending on 
how the knockback is set up. 
 
Additionally, the sheer power of the blast will leave behind trails of fire on the platform where 
Friedrich used the move. These flames cover the full 4 Units of FSmash and reach a small height 
of 0.2 Units, and last for 5 seconds after the hitbox goes away or until Friedrich uses Fortissimo 
FSmash again. Any foe who comes in contact with these flames takes passive damage that adds 



up to 1% a second, as well as flinching upon first touching them and every 2 seconds afterwards 
while they still touch them; not much, but the longer they stay on the ground the more it will add 
up, especially with Friedrich’s various ways of keeping them grounded. Their presence 
encourages them to take to the air, making it easier for her to properly punish their approach with 
USpec or her quick Pianissimo aerials. Friedrich herself is immune to these flames, allowing her 
to stay inside of them as long as they are out; if she has the opponent conditioned to approach, 
this forces them to deal with them in some manner, lest she simply snipe them with crosshairs. 
 
For all of Fortissimo FSmash’s strengths, this has one major weakness; it is incredibly slow. It 
takes 27 frames for the move to start charging and 6 more for it to go off; afterwards, Friedrich 
goes through awful endlag as the rigging takes a moment to recuperate from the sheer power of 
the strike, steam coming out from its cannon. This makes it incredibly easy to stop on hit and 
incredibly easy to punish on whiff; if it is landed, it will be from a read. As such, FSmash works 
well with DSpec buffs, which allow her to armor through attacks and punish with the attack’s 
sweetspot. It also becomes particularly terrifying once Friedrich gains perma armor, where it 
becomes impossible to stop her from doing it once she does, even more so if a crosshair is locked 
on to the foe. 

 
Up Smash - Cruise Missile 

 
Pianissimo 
Friedrich looks downwards as a hidden hatch on the stage opens with a whirring noise. From the 
darkness, the tip of a missile can be seen, hidden in the stage through the Iron Blood’s 
technology. This does not affect the actual ground, however; foes are still able to walk on it as 
normal while the move charges. Upon release, Friedrich raises her arms and baton upwards as a 
V-1 flying bomb erupts from the hatch, seeming to conduct it with her movements. It takes 12 
frames to start charging and 13 more to launch the missile, giving it a fairly long startup - hitting 
Friedrich during charge will abort the launch as the hatch closes up. 
 
The V-1 is much smaller than it is in real life, being around Friedrich’s height with a width of 0.2 
Units, not counting its wings which do not serve as hitboxes. By default, it will travel 4-9 Units 
from its starting position, using the tip to measure its position, with the exact amount depending 
on charge. It travels at such a speed that, if it had no charge, it would cross the distance in 1 and a 
half seconds. If it comes into contact with the ground, a hitbox, or a foe, the V-1 will explode in a 
blast as tall as it but 6 times as wide. Since the charge adjusts the range, the damage does not 
change based on charge, dealing a set 15% and decently strong upwards knockback that will only 
KO at 240%. Friedrich herself is able to act 20 frames after the missile launches; if she stands 
still, she will continue to raise her arms upwards to match its travel.  
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This is not the only path of travel the V-1 can follow. By moving the control stick during the 
charging period, Friedrich can command the missile to follow another path determined by the 
exact motions. For example, moving the control stick right will cause the V-1 to travel right after 
it fully exits the ground, while moving it right then up will have it travel right for a bit then 
upwards again. It takes around 10 frames for the missile to change directions from up to right 
(and similar lateral direction changes), and 20 for it to change its path from up to down and left 
to right. Moving the control stick in the opposite direction with no movement towards it (i.e. 
straight up to straight down) will be interpreted as a curving motion. Due to this move’s 
mechanics, it is unable to be held past the time it fully charges; this means that the control stick 
inputs can be scaled linearly, with moving the control stick right for 10 frames then up with full 
charge having the V-1 go right for a bit over a second then move up for the remainder of its 
active period. If Friedrich is left alone, she will wave her arms in sync with the missile’s 
movement, as if she were conducting its pattern. 
 
While it takes a bit to get online, once the missile is out USmash becomes quite a strong stage 
control tool. The ability to dictate the V-1’s movement enables Friedrich to chase after a 
retreating foe, most likely after hitting them so that they have less time to hit her out of it. Since 
she comes out of the move fairly fast, she can act while the missile is active to cover multiple 
angles of approach at once. Having it travel forward forces the opponent to jump or roll over it if 
they don’t have a reflector, and even then the V-1 will be redirected in the opposite direction of 
its last travel, meaning it's unlikely to even hit Friedrich. Of course, it serves as an excellent tool 
for gimping; the versatile movement of the projectile allows her to hit both low and high 
recoveries, though the knockback means that they will likely survive an actual hit. In this 
scenario, it’s better for forcing air dodges so that the foe won’t be able to defend against her other 
options, such as a locked-on crosshair. Since the hitbox starts low to the ground, it is also great 
for shieldpoking if the opponent has any form of damage on it; it is possible to lock them in 
shield for a bit with crosshairs then hit them out of it with USmash.  
 
On the subject of crosshairs, activating one while the V-1 is in its hitbox range will destroy it 
early, causing its explosion hitbox to occur. Since the explosion is much larger than the actual 
missile, this can be used as a means of faking out foes who would otherwise dodge the missile by 
blowing it up early. The missile in general also works as a nice tool to extend vertical knockback 
so that it kills, which is made more impactful with crosshairs set to hit the opponent vertically for 
a potential ladder setup. It becomes significantly harder to avoid as well when Friedrich can 
knock the foe into it at any time with a locked on crosshair, or use ones set up onstage to punish 
attempts to evade it. 
 
Even though the V-1 covers a lot of space, especially with charge, it still takes a long time to 
become active, so the foe can easily react to it if they’re at long range or hit Friedrich out of it at 
close range. This is the big reason why USmash works well with DSpec buffs, which enable her 



to fully charge it to get more range on it and thus more stage control. In general, Friedrich wants 
to use USmash in advantage state when the opponent is attempting to navigate a stage littered 
with crosshairs, where the V-1’s sheer coverage can frighten them into moving in the direction of 
other, more immediately threatening crosshairs or give her the time she needs to fire a locked on 
crosshair. It is also worth noting that she doesn’t have consistent access to this move due to her 
mechanics, so she’ll have to use another attack if she wants this option again. On the other hand, 
if Friedrich happens to be in range she can easily punish attempts to dodge the missile with her 
stronger Fortissimo moves, so this has its pros and cons. 
 
Fortissimo 
Friedrich looks down at the ground as a rumbling noise occurs, growing in intensity as the move 
continues to charge. Once it releases, a hatch swiftly opens to reveal a V-2 rocket, which quickly 
rockets upwards until it reaches the peak of its height, whereupon it explodes. This is a much 
more traditional projectile smash than the Pianissimo variant, covering the same distance as the 
V-1 (4-9 Units vertically based on charge) over a significantly shorter time frame, 18 frames no 
matter the level of charge. The V-2 is the same size as the V-1, but comes out much faster - it 
takes 5 frames to start charging and 4 to come out. On hit, it deals multiple dragging hits that 
total to 8-11.2% based on charge, with the final explosion dealing 10% and vertical knockback 
that KOs at 180%; however, note that due to the dragging nature of the rocket in practice this is 
much lower. Friedrich goes through fairly long endlag as she watches the missile rise, notably 
longer than it takes for her to act out of the V-1 missile. 
 
While the V-2 doesn’t cover nearly as much space as the V-1, it more than makes up for it in kill 
power, able to potentially kill at very early percents if landed on higher platforms. Additionally, 
in a twist for Fortissimo moves, this is actually notably faster in terms of startup, meaning that it 
makes for quite a powerful OoS option since the rocket spawns in front of Friedrich. Since both 
rockets have the same max vertical range, Friedrich has consistent ability to threaten even the 
highest platform of Battlefield, ensuring that nowhere on the stage is truly safe when combined 
with her crosshairs. Crosshairs help with this attack in much the same ways as it does with the 
V-1, helping hit the opponent into it or punish an airdodge done in order to evade the missile. 
This also gives her consistent ability to catch landings, which is particularly notable since the 
right setup enables her to combo the V-1 into the V-2. 
 
Fortissimo USmash’s speed and range overall make it one of the scarier moves in Friedrich’s kit 
once she has access to it. It comes out more than fast enough to combo into off of her launchers, 
and more importantly can be quickly thrown out against a foe who happens to be directly above 
her. This and the Pianissimo USmash make being above Friedrich a very dangerous position to 
be in; this specific version also makes pressuring her shield difficult since she can use this as a 
quick punish option. The primary purpose of this move is to condition the opponent to stay out of 
close range when in Fortissimo state, as most of her moves in this state are poor at close range. 
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Bad endlag makes it very punishable on whiff, however, and with Friedrich’s high weight and 
fall speed she can often struggle to escape disadvantage - especially when a failed attempt will 
force her into a state that is actively worse in disadvantage. While it can also shieldpoke, against 
a full health shield this is quite unsafe since the V-2 will just push the foe back a bit, leaving 
Friedrich open to attack. 
 
Note that a V-1 and a V-2 can be onstage at the same time. This enables Friedrich to use the V-1 
to bait aerial approaches, such as by having it travel near the ground, then use the V-2 to punish 
their jump-in attempt. Additionally, if both rockets collide, a massive, circular explosion will 
occur 2 Units wide and tall, dealing 35% damage and radial knockback that KOs at 40% 
assuming it was horizontal. If it hits the foe, it will automatically cause a freeze frame ala 
Ridley’s Skewer sweetspot before they are sent flying; afterwards, the audience will clap and 
Friedrich will bow, in much the same manner as she does when completing a full crosshair 
combo. This is immensely powerful, but very hard to pull off; it requires getting off a laggy 
attack, charging it so the V-1 lasts long enough, then controlling its path in such a way that it 
ends up in range of the V-2. It is doable, however, and can be used to punish attempts to evade 
the V-1; landing it will almost surely result in a kill if Friedrich can pull it off. 
 
A bit of history behind this smash: the V-1 was an early cruise missile used by Nazi Germany to 
attack London and Belgium, while the V-2 was the first long range ballistic missile. They were 
part of the set of “V-weapons”, meant for strategic bombing of cities; the V-2 was considered 
one of the most feared weapons in WWII due to its power, speed, and lack of audible warning. 
Friedrich does not use these missiles in canon, but being a military commander of an alternate 
universe Nazi Germany means it wouldn’t be out of the question. 

 
Down Smash - Duet 

 
Pianissimo 
Friedrich’s two serpent riggings appear behind her, raising themselves upwards alongside 
Friedrich’s arms as the move charges. Upon release, they slam down on the ground - though they 
do not touch the ground - dealing 14-19.6% damage to anyone they hit. The move takes 13 
frames to start charging and 15 more for its hitbox to become active, which does not change no 
matter how long it charges for despite what the animation may suggest. It hits to both sides of 
Friedrich, with both hitboxes being around 0.7 Units wide and tall. On hit, the riggings will 
pitfall grounded opponents with as much strength as pre-patch K. Rool’s DThrow (which uses 
the formula 90 + 0.51p where p = opponent’s percent, a bit stronger than current Rool DThrow at 
low percents and a bit weaker at high percents) and deal strong upwards knockback to aerial or 
ledge-hanging opponents that KOs at 140-110%. Friedrich goes through decent endlag on whiff 
as the riggings rise upwards before disappearing, though the pitfall is strong enough that she is 
generally left safe on hit at all percentages. 



 
Most similar to Mr. Game & Watch’s DSmash in terms of functionality, this has similar utility in 
setting up for kills thanks to the pitfall. While at low percents Friedrich risks being punished if 
she attempts to get off anything particularly strong such as her Fortissimo FSmash, she can still 
generally use it to get some space if she wants to play a longer neutral game. Additionally, 
NSpec allows her to quickly punish any attempt to attack her out of the pitfall and follow up with 
a combo of her own, with the two being quick enough that she can reliably land NAir. However, 
Friedrich’s mechanic means that she generally struggles to rack up damage in this scenario, due 
to her not being able to spam that many moves without it altering her kit in a way that she may 
not want. 
 
As such, Friedrich generally uses DSmash as a read tool at high percents, where the range allows 
it to hit foes attempting to roll around her setup and the higher damage gives her a better chance 
at getting something big off. USmash works very well in this scenario if she’s sure it can kill 
thanks to the speed, and can work at mid percents as well, though it comes out just slow enough 
that the opponent can dodge away from it if they mash fast enough. Friedrich can also use locked 
on crosshairs to store knockback so that she can better land aerials, such as BAir, or use them to 
force out an airdodge that could have been used on her other attack. She may also want to use the 
time the foe is immobile to set up crosshairs if she doesn’t have them onstage, though this poses 
the risk of them escaping and hitting her in the middle of it. 
 
Aside from burying, the aerial hitbox makes DSmash a decent anti-air hitbox, though it’s better 
for countering shorthops than truly vertical approaches. The former is conditioned by Friedrich’s 
high coverage Pianissimo USmash, and potentially fire patches left behind by Fortissimo 
FSmash. It also hits low enough to the ground to two-frame, giving her ability to counter both 
high and low recoveries when combined with the V-1. 
 
DSmash’s biggest weakness is that, unlike Game & Watch’s move, it is rather slow in terms of 
both start and endlag. This means that Friedrich cannot easily throw it out in neutral to cover her 
back, giving her a bit of a weakness in terms of coverage in that area. As such, DSpec works well 
to prevent the foe from simply hitting her out of it before the hitbox comes online. Being 
invincible not only helps this even more, but at low percents can give Friedrich leeway in going 
for big power moves at low percents that would normally end with the opponent smacking her 
before they go off. 
 
Fortissimo 
Friedrich’s riggings appear once more, but their mouths are now agape unlike in the Pianissimo 
version; Friedrich herself is also surrounded by an aura of darkness. This has similar range to the 
other version of this move, but has slower startup all around, taking 16 frames to start charging 
and 14 to become active. The endlag is also worse than the already bad Pianissimo version, as 



the aura disappears and Friedrich calls back the riggings with an almost disappointed look on her 
face. 
 
If the riggings come in contact with the foe, they will bite down onto them, Friedrich’s stoic 
visage shifting to manic glee as she laughs uproariously. This is a grab hitbox - not a hitgrab, 
which behaves like a grab but can be shielded, but a true grab hitbox that ignores shields entirely. 
All of Friedrich’s moves that involve her riggings using their mouths instead of their armaments, 
including USpec, have this property, so once the opponent realizes this they can play around it; 
additionally, most of the moves with this property are locked behind Fortissimo state. Once they 
are hit by this attack, the rigging crunches down on the foe twice for 13-18.2% each before 
throwing them away. Friedrich has a fairly short FAF after the opponent is thrown away, with a 
cancelable animation of her coughing in order to regain her composure. 
 
During the period where Friedrich has grabbed the foe, which lasts for around half a second, the 
player can move the control stick to determine what direction she tosses them at the end. This is 
indicated by Friedrich casting her baton in the direction the foe will be tossed, as well as a dark 
red arrow pointing in the direction of their knockback. Furthermore, the specific strength of the 
knockback varies depending on how much the stick is tilted, from 2 Units at minimum to around 
5 Units at maximum. If no input is made, it will default to max strength knockback in the 
direction Friedrich is facing. After the opponent is released, they are left with a 2-second regrab 
timer instead of the usual 1-second, to prevent Friedrich from too easily grabbing them again 
through use of locked on crosshairs.  
 
While DSmash is a Fortissimo move, it is not primarily meant for killing. Rather, the 
customizable knockback angle and strength is meant to better throw the foe into crosshairs 
Friedrich has onstage, which is highly important when messing up their order leads to her having 
to improvise heavily with the ones she has. If she manages to land this, often on reading the 
opponent’s attempts to evade crosshairs in the first place, then she can use it to throw them into 
the same crosshair they tried to avoid. Friedrich can also use the sudden threat of the explosion to 
bait out an airdodge in order to evade it, which she has a fast enough FAF and enough range via 
USmash to punish. At low percents, the weaker strength downwards knockback can also lead to 
a tech chase, which is stacked in her favor if she has a crosshair on them, 
 
Due to the highly versatile knockback, DSmash itself can be put to many other uses besides 
crosshair setups. Sending the foe weakly upwards lets Friedrich follow up with her aerials, which 
are more likely to hit them due to her being in Pianissimo state. Close to a ledge, it also sets up 
wonderfully for edgeguard attempts, moreso when Pianissimo Up and Down Smash are some of 
her strongest tools for the job. Finally, with a bit of finesse it is possible to deposit the opponent 
right on top of a platform, letting Friedrich use her strong vertical options to punish them as they 
get back up. 



 
While Fortissimo DSmash is potentially one of Friedrich’s most damaging and versatile combo 
starters, it also comes at the price of immense lag, both to start and to end. This means that this 
will exclusively be landed off of a read since otherwise the foe will just dodge it, and also means 
it benefits from DSpec in much the same way as Pianissimo DSmash does. The hitbox also 
doesn’t reach the ground due to the animation, so it is unable to two-frame like Pianissimo 
DSmash can.  
 
This move is capable of grabbing two characters at once. If this happens, then after they take 
their damage the character that touched the grabbox corresponding to the direction Friedrich was 
facing will be thrown first, followed by the second after a 20-frame delay, during which the 
player can control their knockback in the same manner as usual. Opponents thrown by DSmash 
have a collateral hitbox that deals 7-18% depending on how strongly they were thrown with 
knockback in their direction of travel that KOs at 180-140% depending on speed. This gives this 
move utility in matches with multiple characters as a crowd clearing move if Friedrich is able to 
catch someone with it. It is also worth noting here that she has permanent superarmor that lasts 
until she throws the last character, preventing this from being interrupted in this scenario. 
 
While my first idea for DSmash was always “pitfall/positioning tool”, I only decided on the 
“command grab” gimmick a bit into this set’s development. You may have noted that Friedrich 
has a lot of tools to counter shields, from multiple grabs to crosshairs dealing enhanced shield 
damage to NSpec outright ignoring shields; this is intentional, as Iron Blood ships in Azur Lane 
specialize in armor-piercing attacks. I went for this due to it aiding in the oppressive feel I 
wanted to give Friedrich, since she’s a high status villain and was the most powerful battleship 
in the game at one point, which wouldn’t really exist if it was a hitgrab that could be shielded. 

Standards 
 
 

Jab - Overture 
 

Friedrich makes one of her few physical attacks in the set and swipes her baton forward. This 
comes out on frame 3 and has good range, around the same as Incineroar’s Jab 1. On hit, it deals 
4.5% damage and decently strong horizontal knockback that scales poorly to only KO at the 
300% range. Friedrich has very quick endlag from this casual motion, making it free to throw 
out; additionally, it is also generally safe on shield at the farther edges of the range. 
 
As mentioned previously, Jab 1 is one of the few attacks that doesn’t alter Friedrich’s mechanic 
on hit. This, combined with its safety, lends it to being a melee attack that she can throw out with 



no fear of reprisal or any sort of consequences on whiff, not even forcing her to get back to the 
specific state she wants. Fortissimo state in particular benefits from this due to how many of its 
attacks have slow speed but good range, but Pianissimo can also land FTilt consistently on hit. In 
any case, it is possible for Friedrich to bounce the foe inbetween set up crosshairs due to the 
consistency of both hitboxes’ knockback, a combo she can end in a variety of manners. 
Pianissimo tends to follow up with FAir to continue a pressure scenario, while Fortissimo tends 
to go for risker but much more rewarding moves BAir. 
 
There is a 8-frame window during which Friedrich can make the input for Jab 2; this is the part 
that is truly affected by Sonata of Chaos. She must land the first hit in order to access them, 
meaning that she doesn’t have to worry about misinputing the second hit and changing her state 
accidentally. On the other hand, it also means that Friedrich can’t use Jab 1 in neutral and change 
her state casually; she has to hit the foe with it if she wants to do that.  
 
Pianissimo 
Friedrich spins with her movement before thrusting her baton forward with force. This summons 
the head of a rigging, which fires a bit of gunfire from the weapon mounted atop it 20 frames 
after the input is made. Covering a good range of 3 Units with an extremely thin width of 0.2 
Units, this deals 5% damage along the entirety of the hitbox and decent knockback that KOs at 
210%. The bullets are counted as disjoints similarly to Bayonetta’s Bullet Arts, meaning that 
they cannot be reflected. Friedrich goes through fairly short endlag as the rigging disappears. 
 
Jab 2 primarily serves as a means of adding more damage to the previous hit, with the range 
letting it consistently hit foes hit by Jab 1. The better knockback enables Friedrich to potentially 
set up edgeguards close to the ledge, another of Pianissimo’s good tools for this alongside Up 
and Down Smash. At longer range, Friedrich can also use it to catch out attempts to dodge away 
from her upon shielding the attack, as the delay and startup allow it to outlast most dodges. This 
does leave her open if the opponent heads toward her back, but Jab 1 ends fast enough that she 
can just turn around and punish them with FTilt if they try it. A decently unconventional Jab 
finisher, but overall a fairly simple tool all around that does what you’d expect a Jab finisher to 
do. 
 
Fortissimo 
Friedrich performs the same motion as before, only this time no attack comes out… at first. 5 
seconds after the move is input, an aerial bomb will appear from the top of the screen aimed at 
the hit foe’s current position at that time; it seems the motion was calling for an airstrike. The 
bomb itself is the same width as the V-1 and V-2 missiles, but is around half their height. While 
it seems to start from the top blast zone, in actuality the hitbox only comes online once it reaches 
an area 1 Unit over the highest piece of solid ground or a Unit over the foe it targets, whichever it 
reaches first. It takes around a second for the bomb to reach the main platform of Battlefield once 
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it spawns; once it hits someone or the ground, it explodes in a Bob-omb sized explosion that 
deals 10% and upwards knockback that kills at 170%. Friedrich comes out of this move after 
completing the 20-frame animation, but the lack of hitbox means she is vulnerable, though the 
bomb is primed the frame the input is made. Only one bomb can be “primed” at a time, with 
another use of Jab 2 in this state simply resetting the timer. 
 
Compared to the simple Pianissimo finisher, Fortissimo Jab 2 is a much more unconventional 
finisher that requires planning in order to make the most of it. Since the bomb is primed to spawn 
on their location, Friedrich can predict that a foe hit by it is going to dodge or shield around 5 
seconds after she hits them. If they do dodge, she can punish it with Fortissimo FSmash or 
USpec, which have great range and high power, as well as Fortissimo DSmash. She can further 
narrow it down by placing crosshairs such that any dodge will place the opponent in range of 
them - they do have a set firing order, but it’s unlikely they’ll remember the exact order - to 
encourage shields, which NSpec or her grabs can catch out. The bomb also serves as a bit of an 
unconventional combo breaker, forcing a foe in the midst of comboing Friedrich to break it off to 
dodge the attack. Lastly, if it hits the opponent’s shield she can potentially combo off of it into a 
locked on crosshair, which itself can set up for another attack that leads into a shield break. 
 
On hit, the disjointed nature of the bomb allows Friedrich to combo off of it with a variety of 
attacks if she’s close enough. Notably, she will switch to Pianissimo mode upon performing Jab 
2, meaning that she can potentially combo into her more powerful Fortissimo attacks if she’s in 
the mode before the bomb lands. Fortissimo has more powerful options, while Pianissimo has 
easier to land but less rewarding options; depending on positioning, practically any attack can 
combo out of it. Regardless of Friedrich’s state, however, missing will force her to make another 
attack if she isn’t in the state she wants to be. The bomb is also a strong ladder extender, with the 
knockback being strong enough that at higher percents she can follow up with a locked-on 
crosshair with primed upwards knockback and hit them into a planted crosshair to secure an 
off-the-top kill. 
 
Fortissimo Jab 2’s biggest weakness is the fact that, while it has a lot of reward, it is nowhere 
near guaranteed. Once the foe gets the timing down, the bomb is quite easy to dodge if they 
aren’t being pressured, leaving Friedrich with only a small bit of damage as a reward. As such, it 
is often a good tactic to start throwing out her longer ranged moves and set up crosshairs, so that 
the opponent is under constant pressure to move and is more likely to forget about the bomb’s 
presence. Friedrich must take care, however, lest the foe punish her in the often lengthy 
downtime between these moves or she ends up in a state that is not optimal for the current 
situation.  
 
The Fortissimo Finisher is primarily based on the fact that you can call down airstrikes in Azur 
Lane. In-game they are essentially the “bomb” equivalent in that they clear the field of all enemy 



bullets, but interpreting it as a “time bomb” of sorts fit better with Friedrich’s gameplan of 
forcing openings and controlling the foe’s movements. 

 
Dash Attack - Offensive 

 
Pianissimo 
Friedrich stops moving as she thrusts her baton forwards with force. This causes the head of one 
of her riggings to appear behind her before moving forwards, speed lines covering its front 
similar to the ones that appear on characters with Spirits that make a character’s run a hitbox. 
While Friedrich’s riggings generally appear in their full serpent forms, they can manifest as just 
heads as shown in the artwork for her “Dark Raiments of Gagaku” variant. The front of the 
rigging is a hitbox that comes out on frame 14 and covers a range of 2 Units over a 19 frame 
period, dealing 12% damage and diagonally upwards knockback that KOs at 145%. Friedrich 
herself goes through decently long endlag as she recovers from the sudden stop. 
 
With Dash Attack’s decent speed and range, Friedrich will most often use this as a burst damage 
option against foes who spend too long in midrange. A NSpec that punishes any whiffed attack 
and a DSpec that enables her to take many attacks means that oftentimes the opponent is 
pressured into making the offensive. If the foe catches on to Friedrich’s game and starts trying to 
bait her out instead of the other way around, then she can use this to punish them if they spend 
too long waiting to make their move. The relatively slow speed of the move means that it is 
possible for the opponent to hit her before it comes out at close range, hence her preference to 
use it at midrange and not long range. Additionally, this is counted as a true projectile, meaning 
that it is able to be reflected; the rigging will also not travel off the ledge, though it will continue 
moving as if it hit a wall if it would. 
 
Friedrich’s slow movement speed and the attack’s slow speed in general means that she struggles 
to use this as an approaching option normally. However, with DSpec the armor allows her to 
burst through midrange approaches in a similar manner to K. Rool’s Dash Attack, forcing the foe 
to play even more cautiously around her then they already are. While the rigging is unable to fall 
off ledges, the way it works with ledges means that Friedrich can use it as a “wall” of sorts when 
next to a ledge to bar off high recoveries, though despite its looks it is unable to two-frame. The 
presence of this attack, which is safe on shield at long range due to its projectile nature, 
encourages shorthop approaches to evade it alongside fire patches. Pianissimo Dash Attack is 
overall a fairly versatile move for Friedrich, able to chase retreats, end combos, and aid in 
punishing the opponent’s habits. 
 
If the input for Dash Attack is held, then Friedrich will take a moment to hop atop her rigging 
before it starts moving. This will make her travel alongside it once it gets going, allowing her to 
use the move as a proper approaching option. Friedrich will continue to ride the rigging until the 
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player lets go of the button; after the initial burst movement, it will continue to move forward at 
Wolf’s dash speed until the player naturally ends the move or it runs into a ledge, which both 
cause Friedrich to hop off as it continues traveling for a Unit. The rigging maintains a hitbox 
after the initial attack, but it is much weaker, now dealing 6% and fairly weak diagonally 
upwards knockback. Friedrich gains superarmor during this move, enough to take 17% worth of 
damage before she is forced off the rigging. It will not go off of ledges once Friedrich hops off of 
it. 
 
The primary use of this version of Dash Attack is to serve as a tool to close the distance against a 
foe who is just out of reach of her closer range attacks. It increases Friedrich’s movement speed 
by a notable amount - still on the slow side, however - and gives her armor to break through 
assaults, working especially well with DSpec due to the armor there stacking with the one 
naturally applied to this move. The weaker damage means it is worse for killing, but also makes 
it a much better combo move, able to hit into Fortissimo FAir or BAir, with the latter being easier 
due to having a much bigger hitbox but requiring her to hold back before exiting the move. 
While certainly useful, it is also very bad on shield due to forcing Friedrich to move and having 
very poor shield stun, with jumping off of it giving her some safety but not enough of a frame 
lead for it to be an instant escape option. 
 
Fortissimo 
Friedrich makes the same motion as before, only this time her rigging has its mouth agape. 
Having notably slower startup of 20 frames and the same distance, on contact with a foe it will 
bite down on top of them in a grabbox, dealing an initial 5% damage. From there, it will continue 
to move forward until the captive opponent mashes out of the grab, working on the same timer as 
Ridley’s SSpec, traveling at the same speed as before, and dealing 1.5% for every Unit it passes. 
Once it reaches the ledge, the rigging will let loose a blast from its cannon mouth that deals a 
final 4% and diagonally upwards knockback that varies in strength depending on how far it 
traveled, from killing at 220% if it only traveled 1 Unit to 90% if it managed to travel the full 
length of Battlefield. Friedrich’s endlag is the same as the Pianissimo variant, though she is able 
to act while the rigging has grabbed the opponent. If it comes into contact with another character 
while it has grabbed someone, it has a collateral hitbox that deals 15% and diagonally upwards 
knockback that kills at 160%. 
 
Fortissimo Dash Attack generally sees use as a pressure tool, one that forces the opponent to 
make hasty decisions. Pianissimo Dash Attack has similar speed and range that make it hard to 
interrupt or dodge past at midrange, but it could still be shielded with some degree of success. 
Since this variant is a full-on grab, however, the only thing preventing Friedrich from getting it 
off without punishing it is either jumping over it before it happens, which a quick NAir can 
counter without upsetting her current state, or hitting her before she can get it off, easily 
punished with a jumpback NSpec. DSpec makes things worse with the armor she gets, 



encouraging the opponent to specifically grab her out of it; this makes them both easier to predict 
and easier to punish due to the high endlag universal to grabs. The major saving grace is that 
Friedrich does not have consistent access to it thanks to her mechanic, but if she happens to be in 
Fortissimo state it is something the foe has to keep in mind if they’re in range for it. 
 
On hit, this can serve as a kill confirm tool at higher percentages where the opponent is less 
likely to break out of the rigging’s grip before it reaches the ledge. The mechanics of Dash 
Attack encourages Fortissimo Friedrich to stay in the center stage, a middle ground where the 
knockback has a good chance of triggering and is at a good level of power. Crosshairs work well 
to cover the angles the foe will move at in order to avoid the rigging as well as covering spot 
dodges. Since Friedrich becomes active while the rigging is mobile, she can also interrupt its 
movement with a planted crosshair, either for a better reward if she believes the opponent will 
break out before they reach the ledge or as part of a combo string that leads the foe towards her 
or other crosshairs. Fortissimo Dash Attack is a very powerful move overall that rewards 
Friedrich for successfully controlling the opponent’s movement and the stage, but its poor endlag 
and mechanics mean that she will often be punished severely if she ends up whiffing the attack. 
 
This has the same mechanic as Pianissimo Dash Attack where holding the button allows 
Friedrich to hop on top of the rigging, gaining superamor of the same strength. Fortissimo Dash 
Attack is much more threatening as an approach, not only supplying burst movement but burst 
movement attached to a grabbox, making the only real response at close range dodging away or 
jumping over it - even the latter can be caught out with a proper read. If the rigging catches an 
opponent, Friedrich can jump off at any time to potentially follow up with NAir or Pianissimo 
FAir, more likely at earlier percents where they are likely to break out faster. However, this 
version will automatically end after it travels 6 Units, with this iteration having bad endlag as the 
rigging skids to a stop so Friedrich can climb back to the ground. Jumping off will also take 15 
frames instead of the 3 frames of a normal jumpsquat, meaning that any anti-air will have to be 
done in anticipation and that waiting to attack her until she jumps is a valid tactic, since she loses 
any superarmor the frame she makes the jump input.  

 
Forward Tilt - Ensemble 

 
Pianissimo 
Friedrich summons a rigging head as she lightly casts her baton forward, which proceeds to fire a 
burst of gunfire from its guns. This comes out on frame 13, fairly slow for tilt standards, but 
makes up for it with good range. The exact range varies depending on how the move is angled: 
the default angle has the end of the gunfire hitbox extend 1.5 Units from Friedrich herself, the up 
angle has it extend 2.5 Units, and the down angle has it fire directly in front of her. Regardless, 
the gunfire is a straight line as a hitbox as thin as the Pianissimo Jab 2 hitbox that lasts for 9 
frames and deals multiple hits that add up to 11%, with slightly diagonal upwards knockback that 



KOs at 230%. Friedrich goes through fairly short endlag as the rigging disappears after letting 
loose its bullets. 
 
While as mentioned slower than many other FTilts, Friedrich’s range on this attack means that 
she can still use this in midrange easily. This shares similar functionality to Dash Attack in its 
ability to punish overly cautious foes, but differs in being overall safer on whiff at the expense of 
being easier to land. The multiple angles of the move allow Friedrich to chase after a retreating 
foe, being particularly handy in tech chases where the range allows her to cover any option that 
leaves them in front of her. It is also capable of shieldpoking due to the thinness of the hitbox, 
though its ability to do so can often be stunted by the specific angle it is fired at. On the subject 
of shields, the multihit nature of the attack makes it difficult to parry, which combined with the 
hitbox lasting a long time makes it fairly easy to get off a crosshair if the opponent ends up 
locked in their shield. Finally, FTilt does hit low enough to the ground to two-frame, making it 
yet another addition to Friedrich’s edgeguarding game.  
 
On hit, Friedrich has a variety of possible responses depending on how FTilt is angled. From the 
down angle which hits right in front of her, her endlag is fast enough that she can somewhat 
easily combo into her Fortissimo moves, with NAir being the most reliable option out of it. At 
the other angles, Friedrich’s speed is too low for her to truly follow up, but naturally set up 
crosshairs are capable of comboing out of it. As a reminder, only crosshairs locked on to foes can 
be activated during attacks; ones she sets up on the stage itself can only be activated when she’s 
not in lag. FTilt has a combination of low endlag and slow scaling knockback that allows 
Friedrich to set up crosshair combos, which indirectly make it easier to land her Fortissimo 
attacks. 
 
While Pianissimo FTilt is a fairly versatile move, it is still relatively slow, a problem shared by 
many of Friedrich’s attacks. It also has poor coverage due to the hitbox being so thin despite its 
range, meaning that the foe is consistently able to jump over it. Of course, Friedrich can punish 
this quite well if they do it too much, but if the opponent baits out her punish options she is 
typically left vulnerable to attack herself. Additionally, the move lasts long enough that it is often 
possible to hit her out of it upon dodging it, which is quite possible as stated before. 
 
Fortissimo 
The rigging this time seems to growl when summoned, before letting loose with a barrage of 
bullets. This time, the bullets are fired straight forwards regardless of how the move is angled, 
and come out at a truly slow frame 17. However, it also has much more range due to the more 
direct angle, covering a massive 3.5 Units. Lasting for 15 frames, the gunfire deals multiple hits 
that add up to 15.5% damage and diagonally upwards knockback with different strength 
depending on where in the stream the foe is hit; the end kills at 120%, while the rest kills at 



160%. Afterwards, Friedrich goes through decent endlag as the rigging takes a moment to cool 
down from the sustained burst of fire. 
 
As with Pianissimo FTilt, this move has notably high range for any tilt’s standards. This gives 
the input capability for use as a poke regardless of which state Friedrich is in, which is good 
when many of her moves change heavily in functionality depending on if she is in Pianissimo or 
Fortissimo state. They are all fairly slow by tilt standards, but their surprisingly low endlag and 
range mean that if the foe dodges out of their range Friedrich is typically still somewhat safe. On 
the other hand, it also means that her actual close range game is fairly lacking due to her slow 
buttons; she generally wants to stay at midrange, where her attacks are more likely to come out 
without being interrupted. This is a major reason as to why DSpec is so helpful, preventing 
opponents from just hitting Friedrich out of her attempts to defend herself and stopping them 
from just camping her out. 
 
When it comes to differences between this and Pianissimo FTilt, Fortissimo FTilt generally 
serves as a hard punish towards rolling back, with its range, high power sweetspot, and startup 
combined with long duration. It is also possible to use this as a tool for punishing spotdodges, 
since the startup and duration make it very hard to dodge away from without predicting it ahead 
of time and the sourspot is still powerful in its own right. The immense range of the move makes 
landing the sweetspot fairly tricky compared to other moves, but locked on crosshairs can make 
it much easier by hitting the opponent into it as the bullets go off. Friedrich can use this to cover 
landings as well, which is encouraged by crosshairs placed on the ground as well as potential fire 
patches. Lastly, FTilt works even better for damaging shields than the Pianissimo variant, due to 
its higher damage and longer lasting hitbox, though it loses out in terms of shield poking ability. 
It should be noted, however, that if the foe gets out of range it is very possible to punish 
Friedrich due to the duration and endlag, so as usual she’ll generally only want to throw it out 
when she is confident that she won’t face any repercussions for doing so. 
 
The “slow frame data, big range” dichotomy was originally introduced solely as a balancing 
act; Friedrich has a very powerful toolkit, so I was worried that giving her too many fast attacks 
would be too much. It was only later that I realized that it also works thematically, due to her 
long Reload stat being one of her main weaknesses in Azur Lane; since reloading is essentially 
gun endlag, the translation was fairly obvious. 

 
Up Tilt - Trill 

 
Pianissimo 
Friedrich summons her rigging’s head as she points downward in front of her with her baton, 
commanding it to fire a burst of gunfire. This comes out on frame 8 and has fairly short range, 
around 0.55 Units in front of her, on hit dealing 3.5% damage and set backwards diagonally 



upwards knockback. Friedrich then points her baton upwards, commanding her rigging to fire 
another burst directly above her 13 frames after the first hit. This automatic second hit true 
combos out of the first hit and has the same hitbox size, dealing 6.7% damage and fairly low 
upwards knockback that won’t KO at any reasonable percent. Friedrich goes through fairly short 
endlag as the rigging disappears. 
 
UTilt is one of Pianissimo Friedrich’s faster moves, making it serve as a decent OoS option when 
under pressure. It does have a notable weakness in not covering diagonals, but it feeds into her 
other means of punishing this approach in the form of her fast Pianissimo FAir or placing 
crosshairs in the area. On hit, Friedrich is able to combo this into her Fortissimo vertical attacks, 
which tend to be some of her stronger kill options and come out fast enough to properly combo 
out of it. Of particular note is USmash, which not only is one of her strongest options out of this 
but comes out fast enough to create a mixup if she chooses to charge this attack. Overall, this is a 
rather basic but functional attack, serving as a quick and easy set up into Friedrich’s kill options 
and landing pressure. 
 
Fortissimo 
Friedrich summons her rigging head again with a point of her baton upwards, but this time 
positioned by the side not facing the camera and pointed upwards. With a startlag of 8 frames, it 
proceeds to fire a barrage of gunfire straight upwards, lasting for 17 frames. The actual hitbox is 
around 0.4 Units wide and extends 2 Units around above Friedrich’s head. As with Fortissimo 
FTilt, this deals the same damage throughout the stream - 12.3% in multihits - but differently 
strong upwards knockback depending on whether the foe is hit by the end or not, killing at 160% 
at the tip and 240% everywhere else. Friedrich goes through short endlag afterwards, though it is 
a bit longer than the Pianissimo variant. 
 
Fortissimo UTilt comes out fast enough that it actually combos out of Pianissimo UTilt 
consistently, making it one of Friedrich’s easiest combos to perform. Better still, the knockback 
of the Pianissimo move is just strong enough that the opponent is generally hit by the sweetspot, 
so it actually has kill potential at high percents. The move itself also has just enough range that 
the sweetspot is typically the part of the move that hits platforms, giving it great sharking ability. 
Even if it doesn’t, it can still send the foe high enough that a well positioned series of crosshairs 
can send them up off the top blast zone to finish the job. As with Fortissimo FTilt, crosshairs also 
help land specific parts of the hitbox though the versatility of how the knockback can be angled. 
 
This is particularly helpful for UTilt, as there are situations where landing the weaker knockback 
hitbox is preferable. At low percents, the sweetspot will send the foe too far for Friedrich to 
reliably follow up from outside of crosshairs, and even then whether or not they would even 
properly combo is highly variable. As such, the lower knockback hitbox is preferable, as the 
knockback is weak enough that they are still vulnerable to her Pianissimo UTilt and UAir, 



keeping her in the advantage instead of resetting to neutral. This scenario also leads into a mixup 
with USmash, as it comes out much slower than the former two moves and thus can outlast an 
airdodge if C-stick and even chase directional air dodges with enough charge. Friedrich can land 
the sourspot normally by delaying the hit, but that has the risk of letting the opponent dodge out 
of the way or hit her out of it, so she may want to stick with a crosshair if she wants to be safe. 
However, the reward from this combo is generally lower than the others she can perform with 
locked on crosshairs, so she may want to save it for a more devastating setup. 
 
While this move is certainly quite useful in many cases, UTilt also has similar coverage issues to 
its Pianissimo variation. In this case, it is even more prominent due to the hitbox exclusively 
hitting above Friedrich, without even a grounded hitbox like Pianissimo has. This means that 
Friedrich has consistent issues with covering diagonals with UTilt, typically relying on 
preemptive aerials or Jab to cover these angles. Pianissimo UTilt tends to work as a method of 
punishing attempts to shield the melee hit, since Friedrich comes out of lag from the second hit 
fast enough to punish the foe in the ending lag of the attack they used to try to hit her out of the 
move. 

 
Down Tilt - Sonata 

 
Pianissimo 
A rigging head appears behind Friedrich, who from her crouched position casts her baton 
forward. The rigging complies with this order by opening its mouth and letting out a burst from 
its mouth cannon. Coming out on frame 11, this has good range of around 1.5 Units horizontally 
and 0.6 Units vertically. On hit, it deals 10% damage and horizontal knockback with a notable 
diagonal slant that scales to KO at the 190% range. Friedrich has fairly quick ending lag as the 
rigging vanishes. 
 
DTilt serves as another poking tool, though with one with less range and follow up potential. 
Where it makes up for it is in its angle, able to send at a strong enough angle to force prone 
situations if the foe doesn’t tech their landing starting from around 20% on middleweights and 
ending at 80%. Friedrich has an incredible advantage state when she’s reading an opponent in 
prone, with strong options for punishing such as USpec and Fortissimo FSmash and strong 
methods of conditioning what they do out of it with crosshairs and flame patches. Even if they 
don’t miss the tech, if they have a crosshair locked on them Friedrich can spring it as they roll 
back up to still get a good reward off of it. None of the rewards from this are truly guaranteed, 
but they are still possible, and often much more rewarding than the combos that landing FTilt 
grants. 
 
Aside from tech chases, DTilt’s fast endlag makes it a safer alternative to FTilt when it comes to 
pokes, helped by the larger hitbox and range. It hits low enough to the ground to two-frame, and 



unlike FTilt has an angle well-suited to gimping, making it one of Friedrich’s easier ways to 
score a kill in Pianissimo state. Pianissimo Friedrich lacks much in the way of kill moves, as they 
are locked behind her Fortissimo state for the most part, so she will often have to earn KOs 
through gimping if she happens to be in the state as they’re sent off the ledge. DTilt works well 
as a combo ender through crosshairs as well at mid percents, due to its speed in combination with 
setting up for a hard read. Finally, this pairs well with DSpec armor due to its choice of input; 
Friedrich will have to be crouching to use this move, meaning that crouch canceling will take 
effect and make it harder to budge her, with the move’s range and speed making it a nice punish 
in this scenario. 
 
Fortissimo 
The rigging appears and opens its mouth again, only this time it does not immediately fire. An 
orange glow is seen inside the cannon, which slowly but surely intensifies as time goes on. 
Yellow energy marks can be seen “entering” the cannon, to further signify the strength of the 
resulting attack. After it is fully charged, Friedrich thrusts her baton forward as the rigging lets 
loose with a massive explosion, a Unit wide and tall, in front of her position. She goes through 
decently fast endlag as the rigging swiftly disappears. 
 
As the description may have implied, this is a tilt along the lines of Ganondorf’s UTilt, with an 
absurd startlag of 55 frames. It also lacks the windbox that the Ganon move has, making it even 
easier to evade. On hit, however, the explosion proves its power, dealing 24% damage and 
powerful directly diagonally downwards knockback that KOs off a groundbounce at 70% and is 
practically an instakill if it lands offstage, as well as instantly breaking shields. It will also trigger 
a Special Zoom automatically on hit, much like the Ganon move and its clean hit. This will also 
leave behind a flame patch like with Fortissimo FSmash that has the same properties, but a 
smaller width of only one Unit. 
 
DTilt is a very powerful, if highly risky, edgeguarding tool and one of the hardest reads Friedrich 
can make. If she believes that a foe left in prone, perhaps from Pianissimo DTilt, will roll 
towards her, then she can spring this move to score a potentially highly early kill. Friedrich can 
also get away with using this in neutral on occasion due to the sheer surprise factor of just 
throwing a move like this out, in the same way as Ganon can, with the actually decently quick 
endlag letting her respond to what the opponent does afterward in some cases. With delayed 
hitboxes like Fortissimo Jab’s aerial bomb, it is possible to time DTilt so that it goes off when the 
foe shields the hit, leading to a shield break and time Friedrich can use to either set up or score a 
kill. The flame patch created by this attack also discourages the foe from immediately rushing in 
and attacking her, lest they take the passive damage and flinch. Nonetheless, all of the power this 
move has doesn’t change the fact that this is an insanely slow move that anyone can react to, and 
Friedrich will easily be punished for throwing it out at close range. 
 



While Friedrich lacks the windbox to potentially drag opponents into the hitbox, she does have 
the ability to use locked on crosshairs during the move’s startlag to potentially hit the foe into it. 
This is fairly tricky to use on account of its startlag giving the foe time to realize what she’s 
doing and react to the crosshair explosion at the same time, but if done properly, such as when 
they’re distracted by V-1 missiles or air bombs, it can be one of the highest potency combo 
enders in the set. The fact that Friedrich can combo into a move this powerful under any 
circumstance is a major incentive for the opponent to get the crosshair removed from her as soon 
as possible, which feeds into her gameplan of punishing misplays. DSpec works well with this 
move as well, since the armor makes it harder to interrupt in the startlag; at higher percents, it 
can even work as a counter of sorts due to the range and Friedrich not taking knockback. When 
she becomes invincible at the highest stage of DSpec, this is perhaps the most obvious move to 
benefit since she can now throw it out with no risk of the foe being able to hit her out of it. 

Aerials 
 
 

Neutral Air - Second Movement 
 

Friedrich takes her baton and swipes it down in a counter-clockwise motion. Coming out on 
frame 5, this attack is a crescent arc situated below Friedrich with decent vertical range 
comparable to her Jab 1, though with vertical range that only barely reaches under her feet. On 
hit, this deals 6.7% and decently strong radial knockback that KOs at 290%. Friedrich has very 
fast endlag, though not enough for this to be spammable, and equally fast landing lag. 
 
As with Jab 1, this move does not involve Friedrich firing weaponry, and as such has no effect on 
Sonata of Chaos. This allows her to use it as another neutral option that doesn’t alter her cycle, 
allowing her to get foes off of her while maintaining access to a specific move she wants to use. 
NAir itself, with its quick speed and good horizontal range, is a great shorthop tool, with fast 
enough end and landing lag that it is generally safe on shield. The speed in general makes it one 
of Friedrich’s best combo breakers, helpful at her size and weight, and a decent landing option, 
though it is heavily outranged by several anti-airs. 
 
On hit, Friedrich’s optimal follow ups tend to vary depending on both angle and which state she 
is in. The more horizontal angles can be followed up with USpec on a read or both versions of 
FTilt; the Pianissimo version is faster and leads to more, while Fortissimo is more powerful and 
can lead to a kill confirm if NAir launches the opponent into the sweetspot. Alternatively, 
Friedrich can go for FSmash in Pianissimo state for a more powerful hit, typically better if the 
foe happens to be nearer to a ledge; Fortissimo FSmash works better as a read option if she 
predicts they will roll towards her once they land. On that note, the more downwards angles are 



naturally good for setting up tech chases at mid percents, around 60% on middleweights where 
the knockback starts to become strong enough, and edgeguards. The fact that NAir does not alter 
Friedrich’s state gives her notably high versatility in how she can follow up when compared to 
her other options, with several moves in Pianissimo and Fortissimo state being good for the job. 
 
On shield, Friedrich’s low endlag allows her to potentially pressure a variety of responses due to 
the close range she ends up with the foe. NSpec allows her to punish most whiffed moves with 
ease and follow it up with another attack if she has access to it, and DSpec allows her to punish 
many successfully hit moves. If both of these are active, then Friedrich will likely scare the 
opponent into retreating, something both of her states are well-equipped for punishing. Even if 
she doesn’t get anything off, she can use the pressure to better learn the foe’s responses when 
under pressure, highly important to playing her well, and all without altering her state. 
 
NAir has a second hit, with a 22-frame window after the hitbox comes out for activating it; this 
is the part of the move that is affected by Friedrich’s state. Note that this window is large enough 
that the initial hit can’t be easily spammed as it otherwise could, and either variant is on the more 
committal end.  
 
Pianissimo 
Friedrich summons a rigging head behind her, which proceeds to fire a burst of gunfire. Taking 
15 frames to become a hitbox after input, this second hit can be angled in any direction by 
moving the control stick before it goes off. It is similar in width to the Pianissimo FTilt, with a 
range of 3.5 Units. On hit, it deals 5.4% damage and low knockback in the direction it was fired 
that KOs at the 300% range. Friedrich goes through slower, but still on the faster end, endlag as 
the rigging disappears, with a similar case going for landing lag. 
 
In Pianissimo state, NAir’s second hit is primarily used as a follow up after landing the first hit 
to get a bit more damage and space off of the conversion. While technically not a true combo, it 
comes out fast enough and has high enough range that it does combo fairly consistently. The hit 
itself can be used as a casual tool to chase a tech after hitting the foe downwards, as well as a bit 
of extra distance when sending them offstage. It also serves as a means of dissuading the 
opponent from rushing in at midrange if Friedrich misses the first hit, since she can use the 
second hit to catch them as they approach. Finally, it serves as a means of countering aerial 
approaches, which is helpful as the first hit does not hit the area above her. As with Jab 2, this is 
a simple follow up that nevertheless gives Friedrich just a bit more pressure with the first hit in 
Pianissimo state, though it can be punished on whiff thanks to the duration. 
 
Fortissimo 
Friedrich summons a rigging again, but this time it is the full rigging and not just its head. After 
a delay of 25 frames, it rushes forwards 3 Units over 30 frames, its mouth serving as a grabbox 



all the while; the rest of its body is a standard hitbox that deals 8% and decently strong upwards 
knockback that can kill at 190%. If the head comes in contact with the foe, it will bite down on 
them for 12% damage, before throwing them downwards in a powerful spike that deals an 
additional 7%. Once this occurs, Friedrich will briefly stay in place where the move was landed 
until the rigging throws the opponent down, after which she will fall again. Friedrich goes 
through surprisingly fast endlag if the move plays out in full, but has bad landing lag if she lands 
after the move fully plays out. If she lands during, however, the attack will still go on, though she 
will be unable to move until the attack ends or she is hit out of it. 
 
While Pianissimo NAir’s second hit mainly served as a proper follow up, Fortissimo’s second hit 
is a proper read tool. With its slow startup and the time it takes to reach its max distance, it is 
unlikely for it to combo off of the first hit under normal circumstances, as the foe will most 
likely dodge or move out of the way. However, out of the prone situations the first hit can induce, 
this is one of Friedrich’s more powerful options if she chooses to go for it. It deals high enough 
knockback that even onstage it can kill at the 120% range off a groundbounce, and at low 
percents she can even combo into one of her Pianissimo aerials since it still causes a bounce. 
Naturally, it is also devastating at the ledge, where the spike is strong enough to be all but certain 
death offstage. Finally, the fact it keeps going even when Friedrich lands gives her some helpful 
pressure against opponents seeking to punish her landing; the same can be said for the 
Pianissimo second hit, but this is more reliable since the former still is canceled on landing.  
 
Nevertheless, the fact remains that this is still an incredibly slow move, even with the immense 
range, so the opponent will likely dodge out of the way of the attack and force Friedrich to use 
another attack to gain access to it. As such, this sees the most usage intertwined with her stage 
control, where the range and grabbox make it great for punishing their responses. Crosshairs can 
both launch the foe into the attack, with both moves’ variable angles making it a consistent 
combo regardless of what the crosshair is primed to, and force them to waste an airdodge that 
could have been saved to dodge NAir - or vice-versa. They can also serve to hit the foe as they 
dodge away from NAir to punish them for their reaction, potentially able to send them further 
offstage if they used directional airdodges to get back up. Finally, if the opponent happens to be 
caught shielding Fortissimo Jab air strikes or a V-1, then this move’s range and grabbox naturally 
serve to catch them out.  
 
As a side note, this will also grab onto the ledge similarly to USpec. While both moves are 
similar in their effect, USpec is overall more versatile due to its variety of follow up options and 
being usable regardless of what state Friedrich is in. On the other hand, NAir is generally more 
powerful offstage due to the stronger spike and being gated behind an attack that can already 
send the opponent downwards. 

 



Forward Air - Flammenwerfer 
 

Pianissimo 
A rigging head appears to Friedrich’s side, but this time pointed diagonally upwards. It proceeds 
to fire a small stream of flame from its mouth cannon as it tilts itself downwards, commanded by 
Friedrich moving her baton downwards alongside it, making it cover the entirety of her front. 
Coming out on frame 9, this has good vertical range covering the entirety of Friedrich’s height 
and horizontal range of around one Unit and lasts for around 23 frames. On hit, it deals multiple 
hits that add up to 8.3% damage before a final hit that deals 4% damage and decently strong 
horizontal knockback that KOs at 220%. Afterwards, Friedrich goes through fairly short endlag 
as the rigging disappears, with decently bad landing lag if she lands in the middle of the move. 
 
Most comparable to Samus’ FAir, this move’s long duration makes it a great tool for catching out 
air dodges just like that move, which is helped by the good range. With crosshairs set up all over 
the stage and potentially on the foe themselves, Friedrich has great ability to force out dodges, so 
a move like this is quite appreciated in her gameplan. The fast startup, range, and angle also 
make it good for catching out diagonal approaches, which as mentioned earlier is something of a 
blindspot in terms of her moves’ coverage. In Pianissimo state, this can be thrown out at 
midrange off of a shorthop as a check against approaches, with the speed making it work even 
when she doesn’t have a DSpec buff. Aside from its use being conditional thanks to Friedrich’s 
mechanic, FAir’s biggest weakness is its long duration making it somewhat punishable on whiff, 
 
On hit, Friedrich can let the knockback naturally play out and send the opponent away from her, 
setting up for her Fortissimo state’s longer ranged moves. However, due to her fast falling speed, 
she can also fall down so that the foe takes their knockback closer to the ground, which can be 
advantageous if a crosshair happens to be nearby. Friedrich can also potentially activate a 
locked-on crosshair while the foe is still in the move, allowing her to either increase the 
knockback or counteract DI that would ordinarily put them in a suboptimal position. Both of 
these traits make FAir another strong ledge move, with Friedrich able to drag the opponent 
further offstage before they take their knockback then recover with her decently strong USpec 
recovery. 
 
Fortissimo 
The rigging head appears behind Friedrich this time rather than to her side, but its mouth is still 
open. After 16 frames, a thin burst will erupt from the cannon as she points her baton forward, 
around 0.2 Units tall with a horizontal range of 4 Units. During the startlag, the player can angle 
the move to fire 45° up or down by moving the control stick in that direction, also changing the 
direction Friedrich points the baton. This has a sweetspot and sourspot: the very tip of the blast 
will deal 16% and knockback in the direction it was fired that KOs at 135%, while the rest deals 



9% and decent diagonally upwards knockback regardless of angle that only KOs at 185%. The 
endlag is on the slower end, with fairly slow landing lag. 
 
While the startlag can make this a bit tricky to hit with, the power of the sweetspot is more than 
enough to serve as a strong combo ender off of Pianissimo FAir. Due to the range of the move, 
Friedrich can also use it to score a shield break if the foe is caught shielding one of her stray 
hitboxes - crosshairs, missiles, air strikes - without having to rush in and use a stronger move, 
which is good considering how slow she is. As with FTilt, crosshairs also help lead the foe into 
being hit by the sweetspot. In any case, the range and decently fast startup make it another decent 
option for poking, albeit a riskier one due to it having fairly bad endlag no matter how you end it. 
The thin hitbox also means that, done off of a shorthop, Friedrich will often miss if she does FAir 
immediately, like Sephiroth’s similarly thin FAir. Angling the move does help a good bit with 
this, but as there are only 3 possible angles for the beam there are still several dead zones that the 
foe can go through to dodge it. 
 
If the blast hits the ground (but not ceilings or walls), it will create a hitbox that deals 10% and 
diagonal knockback that kills at 145% with the range of a Bob-omb blast. This makes it a 
decently strong kill option and a powerful two-framing tool, adding on more pressure on an 
offstage foe’s recovery. It also makes a flame patch the same size as the one from Fortissimo 
DTilt, lasting for the same amount of time. This allows Friedrich to cover herself after using the 
move if the opponent backs off, forcing them to change their approach to avoid the easy damage 
the flinch gives off, most likely by jumping which Pianissimo FAir covers. It is a good time to 
mention here that flame patches do not two-frame - that would be a bit too much - but they are 
still good for forcing the opponent to either head to the ledge or land at a specific place that 
Friedrich can better punish with her anti-airs. Getting this hitbox also forces her into notably 
worse endlag than the already slow original as she takes a bit of the recoil from the explosion, 
meaning that throwing it out at random is liable to see her hit before she can take advantage of it. 

 
Back Air - Coda 

 
Pianissimo 
Friedrich casts her baton behind herself as she looks back, with a black sniper crosshair 
appearing as she does. 17 frames afterwards, a loud BANG noise is heard as an offscreen sniper 
fires at the crosshair, creating a yellow explosion around it once it goes off. The crosshair is 
around the same size as the ones summoned in SSpec (0.5 Units wide and tall), and is spawned 
0.4 Units away from Friedrich centered on her model, following her until it goes off so that the 
hitbox never changes. Once the sniper fires, the entire crosshair turns into a hitbox that deals 
13% damage and fairly strong horizontal knockback that KOs at 140%. Friedrich goes through 
decently long endlag as she turns around a la Marth’s BAir, with similarly long landing lag. 
 



Unlike most of Friedrich’s Pianissimo moves, this move is a slow, but powerful attack that 
benefits most from reads. Given that most of her attacks hit in front of her, with the ones that do 
either being slow or unrewarding on hit, the foe will oftentimes try to go to her back; BAir exists 
to punish them for doing so with its high power, easily one of Pianissimo state’s better KO 
moves. The small hitbox and long startlag do make it fairly easy to miss, however, and the 
endlag is slow enough that typically it is quite punishable on whiff. These can be mitigated by 
crosshairs, which hit the opponent with consistent enough knockback that if Friedrich has their 
knockback memorized she can very well combo a crosshair explosion into BAir for one of her 
highest potency reads. It also benefits from DSpec, where the armor allows this to serve as an 
effective RAR approach that swiftly punishes attempts to attack her from the air. 
 
Being a sniper shot, this naturally deals significantly more damage if it actually hits the target’s 
head. Doing so will cause a freeze frame as a brief splurt of blood is shown popping from their 
head, before they take 19% and strong upwards knockback that kills at 115% from the main 
platform of Battlefield. This is naturally an incredible kill confirm off of SSpec crosshairs if it 
lands higher up, which can easily be set up for via crosshairs primed to launch the opponent 
upwards. However, the head is a much smaller target on most characters than the rest of their 
body, meaning that landing this is significantly more difficult than landing it normally, which is 
already hard enough, 
 
Fortissimo 
Friedrich closes her eyes as the crosshair appears behind her again, but holds its fire. Instead, it 
circles around an area Friedrich’s height and 1.6 Units wide, doing so starting from frame 9 and 
ending after 30 frames, following her movement for its entire duration. If a foe comes into this 
area, they will freeze in place - acting as a hitgrab mechanically - as the crosshair immediately 
aims at their head and fires while Friedrich opens her eyes, dealing the head sweetspot 
damage/knockback of the Pianissimo variant. The endlag on whiff is fairly bad as she shifts back 
to her normal position, with similarly bad landing lag; however, it is notably faster if the move 
lands. Note that the opponent does not have to touch the crosshair to be hit by this move, only 
enter the area it circles around. 
 
Fortissimo BAir is a very good move all-around: fast to come out, powerful, and has good range 
to boot. It can much more easily be slotted in as a combo ender, hence the name of the attack, 
and makes it an excellent conclusion to a ladder combo set up via crosshairs. The range also 
heavily discourages cross-ups, much more than the Pianissimo BAir, which is helpful 
considering that Friedrich is a fairly tall character with a fairly slow pivot grab. With how long 
BAir stays out for, Friedrich can easily use this as a powerful wall against high recoveries while 
in Fortissimo state, a strong finisher to the pressure that her Pianissimo moves can induce against 
offstage foes. Finally, this is a very strong RAR and slingshot move that can easily punish 



staying at midrange, serving as even more encouragement for the opponent to pressure her so 
that she cannot get it off and that she can punish what they do.  
 
As overwhelming as BAir can be, it has two major weaknesses. The first is that it has terrible 
endlag on whiff, even if it lands, and a long duration, meaning that Friedrich will be punished if 
it misses, and at her weight and fall speed disadvantage is something she struggles to get out of. 
While the sniper will fire if a shielding foe enters the hitbox’s area, this does not put her into the 
fast endlag it does when properly hitting them, and as such this is quite bad on shield as well. 
Second is that access to this move is quite conditional due to Friedrich’s mechanic; missing 
means not only a punish, but having to adjust the current plan to account for the fact she is in 
Pianissimo state now. The former of the two can be twisted to her advantage, however, if she 
does an RAR towards the opponent but uses her quick fastfall to land, turn around, then perform 
a pivot grab; while not guaranteed due to it being slow, when it does work it can sometimes be 
worse than BAir for the foe. It also works incredibly well with DSpec invincibility, which makes 
it so that the move can just be thrown out raw with absolutely no risk attached. But in short, this 
is an “all-or-nothing” attack; succeed and Friedrich scores high damage and a likely kill, while 
fail and she ends up eating a major combo or a well charged Smash attack depending on percent. 
 
You may notice here that I’m going quite out of my way to have Friedrich do very little attacking 
herself; it’s mostly attacks from her riggings or offscreen militia under her command. This is 
intentional, and a two-fold reference; the most obvious is to her composer motif, as they simply 
command musicians to perform and do not play themselves. The second is to the fact that the 
SMS Friedrich der Große, which the Azur Lane Friedrich is implied to be partly based on, was 
most famous for surviving the Battle of Jutland with no damage since she wasn’t on the front 
lines; combined with her general characterization, and I can see Azur Lane Friedrich letting 
others do the fighting for her in a combat scenario. 

 
Up Air - Anti-Air 

 
Pianissimo 
Friedrich summons a rigging head by her side, its anti-air armaments pointed upwards. Shortly 
afterwards, it fires 3 bursts of gunfire starting from left to right, synced to correspond with her 
baton’s movements; the first is located around 20° to the left of her head, the second directly 
above her, and the last 20° to the right. The vertical range is fairly short, around 0.4 Units above 
Friedrich, but the first hit comes out on a fast frame 6, with every other hit true comboing into 
the other and coming out 5 frames after the other. Each bullet deals 3% damage, with the last 
dealing upwards knockback with a slight horizontal bent that KOs at 270%. Friedrich goes 
through fairly short end and landing lag, with autocancel frames in between the three shots.  
 



UAir primarily serves as a simple means of covering the airspace directly above Friedrich. 
Pianissimo state does have strong landing catching options, but in terms of proper defense they 
tend to fall short due to either lacking coverage (UTilt) or being slow to start or end (USpec, 
USmash). As such, a simple fast move that reliably hits above Friedrich is highly appreciated for 
the purposes of making her better function as a character, though it does lack reward for the most 
part. Her jumps are high enough that she can potentially follow up with Fortissimo UAir at low 
percents, though this isn’t a true combo since she needs to land and move towards the foe to land 
it. The move does have low vertical range, but the horizontal range, speed and disjoint make it 
good for platform coverage, especially with DSpec to ensure that a trade ends up in her favor, 
normally unlikely due to the low individual damage of the hits. 
 
This is not to say that there aren’t more unconventional uses of UAir. If Friedrich lands in the 
middle of the move, the opponent will be left taking knockback as strong as the final hit; 
normally, the hits come out too fast for this to occur. With her high fall speed, if she catches a foe 
with this she can potentially fast fall at certain points in the move to send them at a more 
advantageous angle. The first hit sends at a more diagonal angle than the last hit, which is 
typically better if Friedrich wants to pressure due to it leaving the opponent just a bit closer to 
her landing catchers. The second hit sends diagonally downwards, which while weak can still be 
good for setting up tech chases in an unexpected manner or leading into a gimp attempt. 
 
Fortissimo 
Friedrich looks upwards as the full body of her rigging appears, though the majority is curled 
around her. With a point of her baton upwards, the rigging sends out its tail upwards over 13 
frames to strike at any who happen to be above her. This hitbox is fairly tall, reaching 2 Units at 
max, with a width of 0.7 Units at the end of it, though it becomes increasingly thin the higher up 
the hitbox reaches. Most of the tail deals 9% and decently strong upwards knockback that KOs at 
155% from Battlefield’s main platform, but the very end deals 15% and knockback that kills at 
110% from the same point. Friedrich goes through decently long endlag as the rigging retracts its 
tail and vanishes, with similarly long landing lag.  
 
Fortissimo UAir, while slower to start up than its Pianissimo counterpart and having less 
coverage, still works quite well as a combo ender due to still being on the faster end. While the 
sweetspot is preferable in all cases, the rest of the hitbox is still a fairly strong move that can 
score kills at good percents, making combos into this one of Friedrich’s main ways of kill 
confirming. As with FTilt and FAir, crosshairs make it easier to land the sweetspot by hitting the 
foe into its range. It also has enough vertical range to hard punish platform camping off of a 
shorthop, though this is unreliable due to Friedrich’s slow speed meaning she has to be under the 
platform ahead of time. This can be better set up for through use of crosshairs or flame patches 
after the opponent is launched, which depending on their positioning can lead them towards a 
platform if its the nearest safe ground.  



 
The immense range of the move, combined with the power of the sweetspot, makes it a strong 
way to end one of Friedrich’s juggles. Friedrich has multiple ways of juggling the foe; even 
without crosshairs, Pianissimo UTilt → Fortissimo UTilt → Pianissimo UAir → Fortissimo 
UAir Sweetspot is a fairly reliable combo at low percents that scores a bit over 45% damage. 
This is not a true combo as mentioned earlier, and stops working at the 20% range on 
middleweights due to Pianissimo UAir’s knockback scaling just high enough, but it is still fairly 
easy to do, making it one of her bread-and-butters in most matchups. The range of this attack can 
also potentially scare the opponent away from the area above Friedrich at higher percents, better 
enabling her to force them into more advantageous positions like nearby a crosshair. It should 
still be noted, however, that the hitbox for this move does not cover her diagonals and leaves her 
vulnerable on a whiff, meaning that it is fairly easy to dodge on prediction and highly 
punishable. 
 
The nature of Friedrich’s anti-airs, having high power and/or coverage but being let down in 
various areas, is based on the fact that the original designs for the H-39’s anti-aircraft battery 
were insufficient for the job, noted by William H. Garzke and Robert O. Dulin in their book 
Battleships: Axis and Neutral Battleships in World War II. 

 
Down Air - Air Bombing 

 
Pianissimo 
Friedrich quickly flips backwards before summoning a rigging head, with its guns aimed at the 
ground. With a swipe of her baton downwards, it fires a stream of bullets of comparable size to 
the one in Fortissimo UTilt. Coming out on frame 18, this stream lasts for 13 frames and is 
centered directly below Friedrich, dealing varying damage depending on where exactly the foe is 
hit. The bottom third, the one farthest from Friedrich, deals 4.5% damage with decently low 
downwards knockback, the middle deals 7.4% and stronger knockback at the same angle, while 
the last third deals 10.4% and fairly strong knockback. Afterwards, she goes through fairly quick 
endlag as she flips to face upright, though with fairly long landing lag if she lands during the 
move as she uses her free hand to brace the landing and get back up. Landing after the attack 
finishes, however, gives Friedrich autocancel frames.  
 
DAir comes out fast enough, and has good enough range, that Friedrich can use it as a landing 
option. This is helped by the flip she does at the beginning of the attack, which starting from 
frame 5 shifts her hurtbox enough to potentially evade anti-air attacks. Friedrich’s autocancel 
frames mean that even dodging away from the attack doesn’t give the foe room to punish, since 
it can easily be timed to land after the hitbox ends. The move can also be used as a wall of sorts 
to prevent the opponent from getting to the ledge or force them to move around it, possibly in 
such a manner that they end up in range of a crosshair.  



 
The actual reward on hit tends to vary depending on where in the move the foe is hit. At the 
bottom third, the knockback is too low to kill on or even offstage but just strong enough that it 
starts a tech chase, giving Friedrich an alternative means of setting up for them in her base kit. 
The middle third is stronger, enough to score a similar scenario from higher up, but not enough 
to kill. Finally, the last third is strong enough to groundbounce at higher percents, potentially 
leading into Fortissimo UAir. In any case, Friedrich can mindgame DI in a similar manner to her 
Pianissimo FAir, as well as use the multihit nature combined with her fall speed to drag the foe 
down to the bottom blast zone. DAir also has enough range to serve as a “reverse sharking” tool, 
letting her punish attempts to knock her off of high ground. While certainly versatile, this move 
has decently long startup as well as thin coverage, meaning that it is fairly unsafe if the opponent 
isn’t in the attack’s range. 
 
Additionally, holding this attack will have Friedrich summon both rigging heads by her side, 
which proceed to fire streams of bullets aimed to both sides of her with a slight diagonal lean. 
The riggings here are faced towards the screen, their guns pointed horizontally from their 
position. This version of the attack comes out on frame 7, notably faster than the standard 
version of the move. The streams reach 3.5 Units to Friedrich’s sides and last for 10 frames, but 
deal a relatively low 5.7% with decent upwards knockback that only kills at 300%. End and 
landing lag are the same as in the base version, and there are still autocancel frames after the 
hitboxes disappear. 
 
This variant of DAir is specifically meant as a tool for punishing rolls to the side during tech 
chases. The range means that it covers the distance of most rolls regardless of which side the foe 
moves towards, and it comes out fast enough that Friedrich can easily throw it out if she thinks 
they’ll roll. This has the obvious weakness of having no directly downwards coverage, limiting 
its use to only the listed scenario for the most part. Primarily, this exists as a safe option that 
Friedrich can use if she doesn’t want to risk whiffing with one of her stronger attacks or a 
crosshair isn’t primed to go off in the area. While missing a punish is bad for any character, it 
bears repeating that it is much more so for her due to her mechanic, so there are situations where 
she’ll prefer to enter Fortissimo state safely rather than risk whiffing and be in a state that is 
suboptimal for disadvantage. 
 
Fortissimo 
Friedrich makes the same motion as before, only her rigging’s guns take a longer moment to fire. 
Once they do, they fire a louder burst with a command from her baton, appearing as a singular 
explosion rather than a stream. Coming out on frame 20, this is a hitbox most comparable in size 
to Zelda’s UAir, centered directly below Friedrich rather than above her. On hit, it deals 17% 
damage and an incredibly powerful spike, one of the strongest in the game. Friedrich goes 



through fairly long end and landing lag as she does the same animations as before, though this 
time there are no autocancel frames. 
 
Fortissimo DAir is a hard read spike hitbox that works fairly well with various aspects of 
Friedrich’s playstyle. Her Pianissimo attacks tend to be good at forcing recovering foes to change 
how they do so, and this move is the perfect follow up to land and secure the bottom blast zone 
kill. It also works out of a prone scenario from Pianissimo DAir as a counter to get up attacks, 
since Friedrich can jump over it and time the attack so that it goes off as the opponent becomes 
vulnerable. At low percents, the landing lag is just fast enough that she can potentially follow up 
with UAir off of a groundbounce. Finally, this makes for a natural combo ender via crosshairs, 
where even onstage the knockback is more than strong enough to score kills at fairly early 
percents. 
 
DAir’s most obvious weakness is that it is incredibly slow, easily one of the slowest aerials in the 
game, meaning that it is easy for the opponent to see it coming and act accordingly. To get the 
most mileage out of this attack, Friedrich must only use it when she is absolutely sure that she 
will get the hit, or the endlag will leave her unable to respond as the foe either punishes her or 
gets back on stage. This hampers her landing ability in Fortissimo state, forcing her to rely on her 
NAir for this purpose, and even then the short vertical range means it isn’t the best at it. 
Additionally, Friedrich’s low speed means that she can’t easily rush into position to land this 
move on an offstage opponent, something that also holds the Pianissimo DAir back in terms of 
setting up for gimps. 

Grab Game 
 
 

Grab and Pummel - Constrict 
 

Friedrich summons one of her riggings behind her, full body extended outwards and towering 
over her opponents. Instead of firing a cannon or charging at them, however, it extends out its 
tail, moving forward at a rapid pace. This has notably slow startup for a grab, but also has fairly 
high range matching that of Pac-Man’s. If it comes into contact with a foe, the tail will rapidly 
wrap around them as it quickly positions them in front of Friedrich, who gazes upon them with 
an inquisitive look on her face. On whiff, the endlag is expectedly bad for a grab with this much 
range as the rigging retracts its tail, seeming to whimper a bit before it disappears. 
 
Due to the slow speed of this grab, Friedrich often has trouble landing it, especially when it has a 
fairly low to the ground hitbox that enables opponents to jump over it. It also makes this a poor 
defensive option; she doesn’t lose out as much thanks to how strong DSpec and NSpec can be 



for defense, but when they’re on cooldown it serves as a bit of an opening for the foe to attack. 
On the other hand, the range gives Friedrich a stronger mid-range presence, and also allows her 
to better catch out opponents shielding one of her disjoints. The dashing variation has even 
higher range, but slower speed, making it worse for approaching but better for swiftly punishing 
shields. Her pivot grab is around as fast as her normal grab, letting it catch out attempts to move 
behind her, but has worse endlag, making it fairly risky if she fails to do so. 
 
The pummel has the rigging tighten its grip on the opponent in a slow pummel that deals 1.2% 
damage. While this makes it worse for flushing out Friedrich’s stale moves list, she generally 
relies on short, punchy combos, so she doesn’t lose out on much; additionally, the separate 
versions of her moves are counted as separate for the purposes of the queue. Note that this, nor 
the grab, does not affect Sonata of Chaos; as such, it may be worth intentionally letting go of the 
foe in order to preserve Friedrich’s specific state, since any throws will change it. Friedrich is 
also unable to command crosshairs to fire while a foe is grabbed, though she is able to do so right 
after they are thrown. 

 
Forward Throw - Into Flames 

 
Pianissimo 
The rigging uncoils itself around the foe, doing so quickly enough to deal 3.4% damage and send 
them to the floor with set knockback 3 Units from Friedrich. From this position, the opponent is 
left in prone, a quick and easy way to set up for tech chase scenarios, largely due to the fast FAF 
on this throw. Pressing A during the throw, however, will have the rigging proceed to open its 
mouth and fire a blast from its cannon after 25 frames. Where the blast is fired changes 
depending on how the control stick is angled: by default it fires at the opponent’s position, but 
moving it left has it fire 3 Units to the left and moving it right aims it 3 Units right. Regardless, 
when it comes into contact with the ground it creates an explosion 0.7 Units wide that deals 12% 
damage and diagonally upwards knockback that kills at 140%, with the rest dealing 8% and 
weaker knockback at the same angle that kills at 190%. Friedrich goes through fairly short 
endlag normally, but this is notably extended if she goes for the followup. with a flame patch the 
same size as most of the prior ones being created at the blast’s point of impact. 
 
While FThrow on its own is useful for the advantage state it gives Friedrich, going for this 
second hit can add even more reward. The ability to angle the line of fire allows her to chase the 
foe’s options whether they roll or stay in place, with the blast radius of the explosion making it 
able to catch out most of the longer rolls in the game. Friedrich can better condition where the 
opponent moves by placing crosshairs, allowing her to at least narrow down the possible choices 
to two, or even one with the right placement. On hit, the explosion is powerful enough to serve 
as easily her strongest kill throw in Fortissimo state, a general rarity in this state. It should be 



kept in mind, though, that the reward is not guaranteed due to the possibility of guessing wrong, 
so Friedrich may want to stick to the base throw if she’s not sure of her ability to read the foe.  
 
The flame patches also give Friedrich several advantages depending on where she places them. 
Placed to the left, it creates a barrier in front of her as with Fortissimo FAir, resetting neutral if 
the foe happened to roll right and forcing them to work around it. Going to the right can 
potentially serve as a wall that prevents the opponent from easily retreating in a way that 
Friedrich can’t punish, though the endlag is still enough that if they roll towards her they may be 
able to hit her before she can get anything out of it. As such, this throw benefits a good deal from 
DSpec, where the armor she gets during the throw lets her potentially use it just for the flame 
patches without having to worry about being hit. From this position, Friedrich can use Jab to hit 
the foe into a patch to interrupt their knockback and leave them closer to her for follow ups, such 
as FTilt, Dash Attack, or if she’s willing to take the risk FSmash. 
 
When close to the ledge, the rigging will throw the opponent a decent ways offstage. This is a 
clear lead-in towards Friedrich’s edgeguarding game, and even more so since the optional second 
hit lets her potentially punish many attempts at recovering low or high. 
 
Fortissimo 
The rigging bites onto the captive, before lifting them out of its grip. As it does, it steadily 
immolates them with flames from its cannons, dealing multiple hits that add up to 13% damage. 
Friedrich herself raises her baton upwards steadily, before casting her arms out as the rigging 
throws the foe out of its mouth, dealing decent but slow-scaling forwards knockback that only 
KOs at 320%.  
 
Friedrich’s rigging deals more than just damage; the nature of the attack, a steady burn instead of 
the large bursts that most of her rigging’s cannon attacks do, has left a bit of flames on the foe. 
This is a Burn effect, which deals passive damage to them for 5 seconds, 1.2% per second. 
Additionally, it also has an adverse affect on their shields; the flames make it so that it depletes 
around 1 ⅔ times as fast, and that it regains health at ⅔ the speed it usually does. Finally, any 
attacks that hit an opponent’s shield in their burned state will deal 1.5x the average damage 
instead of the standard 1.19x, as well as deal around 6 frames more shield stun. Using Fortissimo 
FThrow again while the Burn effect is still active will reset the timer. 
 
With how powerful Friedrich’s kit can be when it comes to destroying shields, Burn becomes 
even more useful than it already is. Her crosshair explosions become better at keeping the foe in 
place during shield stun, and overall pressure shields harder. The fact that this throw is locked 
behind Fortissimo state means that Friedrich can use a Pianissimo attack, normally her weaker 
moves, to break the opponent’s weakened shield and punish with a Fortissimo attack, overall 
more advantageous than if this was a Pianissimo mode option. Of course, this makes shielding 



even more of a bad idea then it already is when facing Friedrich, especially when she can just 
grab them out of it and reapply the debuff so that they take more damage. The constant damage 
is fairly minor in the grand scheme of things but does help put more pressure on the opponent, 
and artificially extends the damage of her combos as well - when they are often so situational, it 
is optimal to squeeze as much reward out of them as possible.  
 
The enhanced shield stun makes several of Friedrich’s moves, normally unsafe on shield, safer 
than they otherwise would be. Most notably, this applies to the first hit of Jab and Nair, already 
some of her safest moves, which at the very edges of their range become a bit plus on hit - a 
rarity in Smash. From this position, Friedrich can respond with Pianissimo FTilt to score an easy 
hit and likely poke the shield, and Fortissimo FAir, Dash Attack, and her grab to chase after hasty 
retreats. Her options become yet more expanded with DSpec armor, where she can use FSmash 
or Fortissimo FTilt to punish retreats; normally they are slow enough for the foe to dodge and 
reset the situation, but the armor means that they are harder to immediately interrupt, meaning 
that if they try to hit you out of the attack she can break through it and punish with them. In any 
case, this also makes it easier to combo attacks into locked-on crosshairs on shields, which can 
potentially be an instant break depending on how much damage Friedrich’s move dealt. 
 
While the Burn effect is certainly powerful, it ends up a bit hampered by the distance the 
opponent is sent after the throw. For all of Friedrich’s power, she is still quite slow, meaning that 
without crosshairs to send the foe towards her she can often struggle to reach them in time to 
actually exploit the effect. If she ends up doing it while having a Fortissimo Jab air bomb set to 
strike them, she can potentially snipe at them with a Fortissimo FTilt. More often than not, 
Burn’s most useful property is its effect on the opponent’s behavior; once she gets them in range 
of her attacks, Friedrich can bet on them trying to rush her down before she can get off an attack 
since she devastates shields and has several anti-dodge tools, which DSpec armor lets her punish 
with her heavy hitters like Fortissimo FSmash or DTilt. 

 
Back Throw - Bombardment 

 
Pianissimo 
Friedrich remains in place as a series of small crosshairs appear over the foe. After 3 spawn on 
top of them, she casts her baton backwards to command the rigging to toss them back, dealing 
5.4% damage and fairly strong diagonally upwards knockback that scales to KO at only 290%. 
After the foe is thrown, the crosshairs will remain “locked-on” to them. In 4-second intervals, 
offscreen militia will fire at them, signified by the small crosshair appearing a half second before 
they do, dealing 4.5% damage and very low, straight upwards knockback. This does not reset if 
Friedrich uses this throw again while the foe still has small crosshairs on them. As with the 
locked-on crosshairs in SSpec, grabbing onto Friedrich will result in the time bomb effect being 
stopped. 



 
This is, at a base, Friedrich’s default “spacing” throw, due to the much higher distance it sends 
the opponent compared to her other Pianissimo throws. UThrow can technically gain more 
distance, but that is fairly unreliable, so this serves as a safe option. Of course, that isn’t the main 
attraction of this throw; the crosshairs are what Friedrich will generally use BThrow for. The 
actual reward on hit is fairly minimal, only a bit of damage and knockback that will never 
practically kill. However, said damage comes completely disjointed from Friedrich herself, 
allowing her to put it to all sorts of uses.  
 
On hit, Friedrich can use the opportunity to combo into her Fortissimo FAir, with the low 
knockback making this a consistent combo if the small crosshair hits. It also forces the foe to 
respond to it once the crosshair pops up, typically interrupting an approach or combo they were 
trying to perform and enabling her to punish their response. This is particularly useful in the 
early game, where Friedrich wants to learn defensive habits as soon as possible; her regular 
moveset is fairly poor for the jobs due to its mechanic, so a move that forces defensive options is 
a good start to this. If they try to run away from Friedrich, the crosshairs mean that they have to 
either stop their attempt to camp her out to dodge the shots or take the hit, either option giving 
her room to get close. The shots are weak enough that it is possible to use them to artificially 
extend crosshair combos, the knockback nudging the opponent just high enough so that the next 
crosshair in line hits. Even if there isn’t a particularly dangerous set up, it will make the foe more 
wary of being below crosshairs, altering their movement patterns in ways that Friedrich can 
catch out with Pianissimo USmash or either version of NAir.  
 
Perhaps the most notable thing about BThrow is how it allows Friedrich to “cheat” a bit on the 
cooldowns of NSpec and SSpec. The combo breaker utilities are something that NSpec is great at 
doing with how fast it comes out and its ability to pierce shields, and the tracking nature of the 
hitboxes have similar psychological effects to a locked-on SSpec crosshair. As Friedrich will 
often find herself without access to these due to them working on cooldowns, having the ability 
to replicate their effects with a throw is fairly useful, even if the grab is on the unwieldy side. 
Also notable is this throw’s ability to further encourage approaches since grabbing her 
automatically stops the explosions from coming, which can serve as a secondary SSpec if the 
locked-on crosshair is on cooldown. 
 
Fortissimo 
Friedrich casts her baton backwards again, causing the rigging to throw the foe back for 3.4% 
and weak knockback on a diagonally upwards angle. However, instead of disappearing, the 
rigging turns back so it can fire a stream of bullets from its guns. This covers 3 Units and has the 
same width as the other bullet stream attacks, can be aimed in any direction 45° up or down by 
moving the control stick (defaulting to being aimed at the foe), and comes out 25 frames after the 
opponent is thrown. If the stream hits, it deals multiple hits that add up to 12.4% and strong 



knockback at the angle it was fired that kills at 115%. The hitbox lasts for 14 frames, after which 
Friedrich goes through short endlag. 
 
BThrow is one of the riskier throws in Friedrich’s arsenal, as the bullet stream comes out slow 
enough that it is entirely possible for the foe to dodge it and negate much of the reward. 
However, this can be avoided with crosshairs, which if positioned correctly can corral the 
opponent’s movements and make it likelier for her to land the strong second hit. Locked-on 
crosshairs make this even easier, as Friedrich can potentially hit a foe into the stream the second 
she throws them for a fairly easy combo, as well as use it to punish air dodges away from it. This 
can work even without using a crosshair; if the opponent waits so they can avoid a crosshair 
being sprung on them, they can potentially be hit by the gunfire for what can be a much better 
reward. The throw largely exists as a reward for Friedrich for maintaining stage control, as the 
more crosshairs and other extraneous hitboxes she has onstage the more likely she is to properly 
land it. 

 
Up Throw - Flank 

 
Pianissimo 
The rigging head tightens its grip on the foe before rising upwards, carrying them 2 Units 
upwards in a burst movement while dealing 6% damage. This triggers a “cargo” state similar to 
Donkey Kong’s FThrow, with the unique distinction of taking place in the air instead of on the 
ground. It has a similar strength to DK’s move, with the opponent able to be moved in any 
direction by moving the control stick at Terry’s air speed. Pressing the A button during this will 
have the rigging toss the foe from its grip for 3% and decent, very slow scaling knockback in the 
direction the control stick was pointed, defaulting to straight forwards if no direction was input. 
During the time the opponent is in the move, Friedrich remains where she is, moving her baton 
in sync with the rigging’s movements and thrusting her arms in the direction they are finally 
launched; she has no armor during this, and hitting her will cause the rigging to disappear as the 
opponent is let go. 
 
The most obvious use case of UThrow is to position the foe in range of a crosshair, with the 
ability to send them anywhere Friedrich wants and the variety of knockback directions she can 
toss them. This serves essentially the same purpose as Fortissimo DSmash, but crosshairs and 
proper positioning of them and the opponent are such an important part of the playstyle that 
having two moves for the job doesn’t exactly hurt. It also helps that this is a Pianissimo state 
move while the latter can only be used in Fortissimo state, giving Friedrich some means of easy 
positioning regardless of what state she is in. Additionally, DSmash is a very slow move that is 
only landed off a read, while the grab is by comparison safer overall. DSmash does provide more 
reliable rewards in terms of positioning due to not operating off a grab timer, but UThrow is 
overall easier to land. 



 
Outside of crosshair setups, Friedrich can use the omnidirectional knockback for much of the 
same alternative uses of DSmash, such as comboing or edgeguard setups. In terms of the latter, 
UThrow is superior since the rigging can potentially drag the foe further offstage before flinging 
them, making it harder to recover; it is also possible to stage spike the opponent. There are also 
mindgames at play by positioning the opponent to a place where they know a crosshair is; if they 
time an airdodge so that they dodge it ASAP, it can leave them vulnerable to Fortissimo 
Friedrich’s much stronger anti-airs if she doesn’t go for the explosion. 
 
Fortissimo 
The rigging tightens its grip on the foe, bones audibly cracking from the increased pressure. 
During this, the opponent takes multiple hits that add up to 15%, Friedrich laughing madly at 
their pain. Eventually, the grip becomes tight enough to launch the foe out of it, dealing strong 
vertical knockback that kills at 125% from Battlefield’s main platform. This is a much simpler 
throw than the Pianissimo variant, simply being a strong vertical kill move to correspond to the 
strong horizontal kill throw Friedrich also has - and one that is guaranteed to be effective. With 
her ability to kill from any position onstage, combo, and set up for explosive damage, Fortissimo 
Friedrich has a very strong grab game all around, providing yet more incentive for the opponent 
to roll instead of shield.  

 
Down Throw - Diminuendo 

 
Pianissimo 
The rigging slowly raises its tail upwards, the captive in tow, before swiftly slamming it down. 
This deals 8% damage and impacts the ground with enough strength to leave the foe in a 
pitfalled state, with as much strength as Banjo’s DThrow. Friedrich herself has a very fast FAF, 
enabling her to follow up in whatever manner she chooses. Of the moves listed now, she can 
jump to either snipe the opponent with Fortissimo FAir or time a DAir to hit them as they pop 
out from the pitfall. At higher percents, Friedrich may be able to risk a DTilt, which is easily the 
hardest option to land due to just how slow it is but is also the most powerful on hit. 
 
This is fairly similar to Pianissimo DSmash due to both having a bury effect, and many of the 
strategies listed in that move’s section can be done here as well. The primary difference between 
the moves is that this has a much faster FAF, meaning that Friedrich is guaranteed to be able to 
get something off, while DSmash has enough endlag that the foe will typically be able to mash 
out before anything serious is done at low percents. Even at 0%, she can typically use a 
shorthopped NAir to hit the foe and reset neutral, possibly in an advantageous state if she hits 
them at the right angle. On the other hand, at higher percents DSmash gives Friedrich far more 
room to get more powerful moves off due to it having a stronger effect, making it better for 
setting up; it also has an aerial spike hitbox that DThrow lacks. 



 
Most importantly, DThrow is useful for giving Friedrich another means to enter what is one of 
her most prominent advantage state. Pitfalls allow her to set up crosshairs, punish the opponent 
as they get up with one of her stronger hits, and punish any attack they do with NSpec. DSmash 
is a powerful bury, but it is also very slow and leaves Friedrich unable to use it until she uses 
another move, which can be for a very long time if she wants to enter Pianissimo state safely. 
Getting a grab isn’t the easiest thing to do as her, but the DThrow bury is guaranteed and reliable, 
and there are many means in the set of setting up for grabs, so it is oftentimes easier to do than 
land a DSmash. 
 
Fortissimo 
The rigging raises its tail up again, this time much faster, before slamming the foe to the ground. 
This deals 10% damage and low upwards knockback that scales to KO only at 270%. With 
Friedrich coming out of the move just as fast as the prior version, Fortissimo DThrow serves as 
her combo throw, and a notably high damage one. While it may seem weird for the power option 
to have the combo throw and not the pitfall, Pianissimo state benefits much less from the pitfall 
due to overall having weaker attacks, so it works better in her gameplan overall. On the other 
hand, it also deprives Friedrich of an easy way to combo into her strongest moves such as 
Fortissimo BAir, forcing her to rely on landing them through reads or properly placed and/or 
controlled crosshairs. 
 
At low percents, Friedrich can consistently combo into her Jab or NAir, useful for resetting space 
in case she used the move when under pressure. If she wants proper damage, she can go for 
UTilt, which can miss on lighter characters but if it does hit leads straight into her strong 
juggling game. For a power option, Friedrich can combo into FAir if she wants to position the 
foe closer to the ground with a bit of damage, or if she’s really willing to take risks turn around 
and use a BAir. This is best done after conditioning the opponent into dodging away from her 
faster attacks, since the long startlag means that it can oftentimes out last airdodges but will be 
avoided or punished if they don’t dodge. At higher percents, around 120% on middleweights, 
DThrow leads into UThrow, itself leading into Friedrich’s strong Fortissimo UAir sweetspot at 
around these percents for a kill confirm. 
 
Friedrich’s Specials significantly increase the possibilities out of this throw. If she has one locked 
on to the foe, she can often condition them to airdodge since she can swiftly have it fire right 
after they take the throw’s knockback. This is especially the case if a crosshair path leading 
offstage happens to be nearby; this also leads into another mindgame, as the opponent doesn’t 
actually know what direction the crosshair will send them, so Friedrich can potentially have it go 
downwards instead of towards the path, getting all the pressure while potentially saving the 
dangerous path for the next stock. DSpec armor allows her to go for her riskier options such as 



BAir with more safety, as well as giving her the option to use USmash to chase after a directional 
air dodge - especially the case if she happens to be invincible. 

Final Smash 
 

Requiem 
 

Friedrich leans downwards before jumping off the top of the screen. Afterwards, the music cuts 
out as a cutscene is shown of a massive boat, coated in the insignia of the Iron Blood, floating in 
an ocean with nothing but water surrounding it. Friedrich then lands on the bow of the ship, 
before pointing her baton forwards and shouting “The 9th Symphony, in unison!” 
 
The camera then cuts to the battlefield again, with Friedrich’s hands visible in the foreground. 
For 10 seconds, the player has control of a crosshair the same size as the one in SSpec, moving at 
around the same speed as the crosshair on Bowser’s Final Smash. Pressing the B button during 
this will have Friedrich raise her hands as her riggings (offscreen) fire a burst of flame, covering 
2 Units in a circular hitbox that deals 20% and fairly strong radial knockback that kills at 100%. 
It comes out as soon as the input is made, with a 1 ½ second delay before she can move and fire 
the crosshair again. The kill percent is fairly low for Final Smash standards, but the mechanics of 
the move mean that Friedrich can potentially land it against offstage opponents to significantly 
decrease them.  
 
Additionally, during this event, V-1 missiles from USmash will spawn from the side of the stage, 
homed in on the opponent. They deal the same damage as normal and last until they hit ground 
or the foe, but their knockback is now oriented towards wherever the crosshair is. This serves as 
an obvious means of hitting the foe into the crosshair, which can be fairly difficult given its 
relatively slow speed. Even if it doesn’t hit, the missile can potentially force them to move in a 
manner that she can catch out with the main explosion. One missile will be fired every 4 seconds 
starting from the attack’s activation, leading to 3 missiles being launched in the duration of the 
Final Smash; one more will be added if there are two enemies, launched at the same time with 
each homing in on a different opponent, with this capping at 3 enemies and 3 missiles. In 
matches with more than three enemies, the missiles will be dropped in places where a large 
number of them are gathered instead of homing in, with three being deployed over the course of 
the Final Smash. While this is happening, the soundtrack is replaced with a snippet of the famous 
chorus section of Beethoven’s 9th Symphony, Movement 4, specifically the first 10 seconds after 
the specific point the link starts at. 
 

https://youtu.be/w6E3xem_c2w?si=fdGP5JltFYbkK4Pl&t=51
https://youtu.be/w6E3xem_c2w?si=fdGP5JltFYbkK4Pl&t=51


Afterwards, Friedrich’s hands leave the screen as she returns to the stage proper, the music 
returning to normal. If she ends up scoring at least one kill, she will give a bow to the camera; if 
she doesn’t, she will huff a bit in annoyance. 
 
The quote Friedrich says before commencing the assault is a direct rip from what she says in 
Azur Lane when activating a skill. The 9th Symphony was one of the real life Frederick the 
Great’s favorite pieces of music, and it seems that the ship named after him shares this liking. 

Playstyle 
 

The Art of War 
 

Friedrich der Große is the thinking man’s character, one for whom each and every move must be 
made deliberately and with purpose. Throwing out most of her attacks with reckless abandon 
will result in her potentially being in a kit far less suited to the current state than the other, in 
addition to them often having blindspots. Friedrich is a very tall character with a high falling 
speed, meaning that once the foe manages to land a hit on her it can often be very difficult to 
escape combos, especially in Fortissimo state. This goes extra for crosshairs; while an integral 
part of her kit, they go off in specific orders that must be memorized in order to maximize their 
usage, meaning she has to place each of them in manners that account for this. Playing Friedrich 
like a regular character is paramount to suicide, as is randomly placing crosshairs in the vain 
hope that they hit. 
 
The fact that crosshairs go off in specific orders is particularly important, as it means that 
missing one can potentially result in Friedrich’s entire plan failing. If the first of a crosshair line 
meant to send the foe offstage fails, then she will have to hit them into the second if she wants to 
save it. This also means that she will have to waste time during the match to place crosshairs on 
the stage to better suit the plans, as the listed arrangement is only effective in the context of the 
combo offstage. Good Friedrich players set crosshairs in spots that are advantageous in multiple 
scenarios, such as in the middle of the stage or on top of platforms. Great Friedrich players use 
their presence as bait, encouraging the opponent to move in patterns that they can punish with 
their own moves without even having to fire a crosshair themselves.  
 
While having immense disjoint in her crosshairs, Friedrich’s best KO moves tend to be at 
midrange. Her best method of approaching is to lock on a crosshair on the foe and have the 
knockback be aimed toward herself; even if it doesn’t hit, the pressure and time it lasts 
encourages the opponent to approach so they can force it off of them by hitting her. This leads 
into the “bait-and-punish” aspect of Friedrich’s gameplan, where she can back off from a Dash 



Attack or grab and punish with her longer ranged attacks like FAir or Fortissimo BAir. DSpec is 
highly important in this regard, as the armor allows her to beat out many attacks, making even 
slow moves such as Fortissimo DTilt and DSmash highly effective in this context. It also gives 
her enough passive armor, especially at high percents, that Friedrich can just ignore a good 
portion of weaker projectiles. Friedrich may be slow, but her presence can be felt everywhere 
onstage if she’s given the time to set up. 
 
Friedrich in advantage state is a truly terrifying force; she can combo the foe repeatedly into her 
strongest attacks, forcibly interrupt any recovery with a locked-on crosshair, and bait reads 
heavily into her favor. However, this is all assuming that absolutely everything goes her way, 
which realistically it will not. Locked-on crosshairs come out fast, but are still just slow enough 
that the opponent can dodge it if they’re able to, and Friedrich is left unable to lock on a 
crosshair until a good portion of time passes, depriving her of a good amount of her pressure. 
Short term gambits are generally preferred for taking less time and being overall less costly if 
they fail, while still being fairly effective; for example, a crosshair pointed down to set up for a 
tech chase. 
 
Disadvantage, on the other hand, is a fairly tricky state due to Friedrich’s stats and the fact that 
her set will almost always change every time she attacks, even when she just wants to escape the 
combo. NAir is a decent tool for the job thanks to its speed and not changing her state if just the 
first hit is used, but even that has fairly short vertical range preventing it from being perfect for 
the job. The real best combo breaker Friedrich has is Symphony of Destruction, being fast, 
giving her superarmor, and the shot it fires going straight through shields. Even better, the actual 
shot has low enough knockback that she can consistently lead into attacks like Fortissimo FAir 
on hit, ensuring a neutral reset at worst and a kill at best. DSpec also turns a good portion of 
Friedrich’s faster attacks into breakers due to giving her armor as she performs them, being even 
better the more damage she has taken. 
 
Neutral can be fairly tricky for Friedrich, in large part due to her mechanic. Jab and a 
shorthopped NAir are fast enough to work as neutral tools to just throw out, and will by far be 
her most preferred moves for the job given their safety, potential reward on hit, and the fact they 
don’t affect Sonata of Chaos. If she wants to enter Fortissimo state, Friedrich can use Jab 2 or 
FAir to enter it fairly easily while scoring a hit in the process. Regardless of state, FTilt and FAir 
work well for neutral, in Pianissimo state due to their decent range and startup and in Fortissimo 
state due to ridiculous range. Throwing out some of her bigger Fortissimo moves such as DTilt 
and BAir can also be advantageous for Friedrich if she manages to scare the foe away from her, 
though this can naturally end poorly for her if they stay calm. 
 
Great range is a hallmark of Friedrich, regardless of what form her moves take. This is primarily 
used as a means of catching out opponents who stay too long trying to bait her out into making a 



mistake they can punish, since they come out too fast at their max distance for them to truly 
punish. It also means that Friedrich doesn’t have to rush in to punish a foe she catches making a 
mistake, which she is fairly bad at given her slow run speed. Friedrich’s mechanic means that her 
combos are fairly difficult to actually make happen, but she makes up for it with the range and 
high damage her attacks naturally have. A new player can simply spam her ranged attacks 
repeatedly and do fairly well in casual play, where her weaknesses of slow frame data and poor 
coverage aren’t nearly as prominent.  
 
As one last note, it should be noted that Pianissimo and Fortissimo are meant to bridge into the 
other. This is most obvious for Pianissimo moves; UTilt is meant to lead into Fortissimo UTilt, 
which leads into both Friedrich’s UAirs, and the variety of edgeguarding moves it has set up well 
for her to use Fortissimo DAir to secure the stock. Less obvious is how Fortissimo can set up 
into Pianissimo moves: DSmash can potentially be a combo starter depending on how strong the 
foe is thrown afterwards, and the flame patches several moves create force them to approach in 
manners that Pianissimo moves can more easily catch out. Crosshairs are the connecting link 
between the two states, letting Pianissimo moves combo into Fortissimo moves and at lower 
percents sending opponents sent flying by Fortissimo attacks back into range of Friedrich’s 
Pianissimo moves.  
 
Overall, Friedrich’s singular goal can be said to be to force the foe to panic. With the ability to 
potentially spring an attack on them at any moment that can lead to other, much stronger attacks, 
combined with the ability to negate almost any attack done to her and swiftly punish them, it is 
quite easy for her to make the opponent simply rush her down and not think about her options. 
Then, Friedrich can use her faster moves to set up for kills, such as the UTilt combo if she is in 
Pianissimo state or her fast USmash if in Fortissimo state, or if she has a handle on their 
opponent’s defensive reactions counter with a USpec or grab aimed in their direction. She can 
have trouble securing the kill without setup due to her strongest moves being fairly slow, but 
with crosshairs she can easily narrow their options such that they end up walking right into their 
death. Yet spending too long on a given setup will lead to disaster once it fails, so Friedrich will 
often want to place and determine the knockback of crosshairs such that they prove useful in 
more than one scenario.  
 
Frederick the Great once said “The best victory is the victory of the mind.” For Friedrich der 
Große, this rings true: once she has forced the foe to approach her in fear of her springing her 
assault on them, once she has forced the opponent into mindlessly attacking in fear of her 
options, and once she has conditioned defensive responses she can swiftly counterattack, she has 
all but won. 



Extras 
 
 

Entrance 
A set of dark red curtains are shown onstage; they part to reveal Friedrich, who bows to the 
audience before entering the plane of battle. As she does, the curtains disappear, and the ship 
remarks “The curtains of battle part,” in Japanese. Since even the English release of Azur Lane 
uses Japanese voices, Friedrich does as well in this appearance. 
 
Alternate Costumes 

1.​ Her default look. 
2.​ A “color scheme” reversal: all of the dark red on Friedrich is replaced with black, and the 

black is replaced with dark red. 
3.​ The black on Friedrich’s clothes, rigging, and hair is replaced with yellow, while the red 

is replaced with a dark purple. 
4.​ Black is replaced with a dark green, and red is replaced with a muted orange. 
5.​ Black is replaced with pink, while the red is replaced with a faded gray. 
6.​ A color scheme inversion: the black is replaced with white and the dark red is replaced 

with a light blue. 
7.​ Her Wedding attire, changing her outfit into an extravagant black dress. 
8.​ Her “Dark Raiments of Gagaku” skin, changing her outfit into an elaborate kimono, 

complete with geta. 
 
Side Taunt 
Friedrich wags her baton at the foe, as she remarks “If you wish to win, remain calm.” 
Considering a major focus of her gameplan is forcing them to panic, this is actually very sound 
advice for dealing with her! 
 
Up Taunt 
Friedrich turns towards the camera and begins waving her baton as she seems to conduct an 
invisible orchestra. This is actually an extended taunt that will go on until the player makes a 
directional or A button input to exit it. If Friedrich is left to compose for 5 seconds, the music 
will fade into one of the many compositions of the actual Frederick the Great (a sample of which 
can be listened to here). Only a brief segment will play, around the first 30 seconds; if you pay 
attention, Friedrich’s movements for each piece are accurate to how an actual composer would 
direct their orchestra to play it. Once she completes her performance, the audience will clap and 
she will bow to them as in a few other moves in the set. Afterwards - or if Friedrich is hit out of 
the taunt - the regular music will fade in. 
 

https://azurlane.netojuu.com/images/thumb/b/bf/Friedrich_der_Gro%C3%9FeWeddingCN.png/1280px-Friedrich_der_Gro%C3%9FeWeddingCN.png
https://azurlane.netojuu.com/images/thumb/6/6d/Friedrich_der_Gro%C3%9FeNew_YearWithoutBG.png/1024px-Friedrich_der_Gro%C3%9FeNew_YearWithoutBG.png
https://www.youtube.com/watch?v=58BS7NNHAf4&ab_channel=EssentialClassical


While this takes too long to achieve in a one on one duel, in Team Matches it is perfectly viable 
for Friedrich’s teammates to defend her while she plays out their opponent’s loss with her own 
personal soundtrack. She is also capable of activating locked-on crosshairs by pressing B while 
composing, so she can even contribute to the kill! 
 
Down Taunt 
The head of one of Friedrich’s riggings appears by her side, but with mouth closed, indicating 
that it isn’t meant to attack. Instead, Friedrich leans down and pets its top, saying “Good boy.” 
The rigging almost purrs in happiness before disappearing. 
 
Boxing Ring Title 
“Conductor of Chaos” An original title based on her conductor motif and her desire to foster fear 
and despair, as shown in her quote upon starting a mission. 
 
Series Logo 
The logo of the Eagle Union, the most prominent of the “hero” nations in Azur Lane. While 
Friedrich is not a member of this nation, the first character from the series to be added to an 
actual Smash game would almost certainly be from it, thus making it a perfect fit for her. Since 
Friedrich would be added later, and every character from a series has the same logo, she’s stuck 
with the Eagle Union logo. 
 
Victory Pose 1 (Right) 

 
 
The camera starts zoomed in on Friedrich’s face, as she quietly looms in the distance. It pans out 
over time as she says “What a grand performance,” before eventually pausing, the freeze frame 
looking essentially exactly like the above image. Friedrich maintains this pose until the player 
leaves the results screen. 
 

https://azurlane.netojuu.com/images/1/17/Us_1.png


As a side note, all of Friedrich’s win screens take place in a similar locale to the image; black 
ground, blackened sky, and red cracks all around.  
 
Victory Pose 2 (Left) 
Friedrich’s two riggings appear behind her and let out massive blasts from their mouth cannons; 
all the while, she stands in place with her baton held out in front of her. Afterwards, she gives off 
a bow as the camera freezes, which she holds until the player leaves the results screen. 
 
Victory Pose 3 (Up) 
Friedrich stands alone, her head tilted down and her free hand covering her exposed eye. She 
starts off chuckling, but it swiftly turns into uproarious laughter, picking up just as the camera 
freezes; at this point, her arms are splayed out and her mouth is open in a crazed smile. 
Afterwards, Friedrich leans down as she puts a hand over her chest to help calm herself down - 
the wicked grin that remains shows that this is failing. Based on the ending of Daedalian Hymn, 
mentioned all the way back in her intro. 
 
Victory Music 
“Rheinübung”, the boss theme of the Scherzo of Iron and Blood event. This theme is taken 
straight from the original game; as with other victory themes, it also endlessly loops until the 
player leaves. 
 
Loss Pose 
Friedrich politely claps for the victor, as most characters do. 
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