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Introduction
This Documentation will aim to cover an in-depth audio/visual analysis into the character theme soundtrack in the 'Street Fighter' franchise over the years. The essay will be split into 4 main sections; these are as follows; what is Street Fighter? What makes Street Fighter soundtrack is so iconic? Why do the character themes fit the characters? What effect do the themes have on the experience? The report will end with an overall conclusion to the main question. Some sound related theorists and music composers will be referenced along the way, a bibliography at the back will contain Harvard referenced information on this research. 
What is Street fighter?
Street fighter is one of the pioneers of the fighting genre of games originated on arcade machines worldwide in 1987. 
[image: Image result for street fighter 1]
Image from: (http://www.g4g.it/2013/05/07/super-street-fighter-ii-turbo-hd-remix-for-pc/)
	The long-running game franchise developed by CAPCOM allows players to face off 1 on 1 as any of its distinctive and characteristic characters. 'Combo moves' were introduced when the original arcade classic was launched, where players could utilise different attacks and special moves by flicking the control stick in different ways etc. The game franchise has evolved over time from its 16-bit hits to its fully 3D and stylised look today. A game with such rich history has of course introduced a mass of improving musical scores of which largely relate to the playable fighters in many ways.
[image: Image result for street fighter 5 gameplay]
Image from: (http://news.softpedia.com/news/Street-Fighter-V-Overhauled-Battle-System-Gets-Details-New-Gameplay-Video-484060.shtml)
What makes Street Fighter music so iconic?
The street fighter franchise has a rich selection of scores within the games and many of which have stood the test of time and have remained as iconic pieces to this day. But what is it that makes the soundtrack so popular amongst the gaming community?
	 The protagonist 'Ryu' has been in every instalment released and is therefore a good example for this question. CAPCOM and their composers always use the same tunes in their scores for Ryu's theme; this can be identified as a 'motif'. Ryu's theme has been re-iterated at least over 13 times through the timeline of street fighter games and has always stuck with the exact same melody. Street fighter 2 theme composed by Yoko Shimomura and Isao Abe. Take a look at his character design, since the very first instalment 'Street Fighter' to the latest 'Street Fighter 5' his character has not changed at all. Just like his theme, the sound and visual relationship between character and soundtrack has only been slightly adjusted with the advancement in technology and target audience. Ryu has not changed, neither has his theme at the core.
SF2 Ryu theme YouTube video: (https://www.youtube.com/watch?v=_dSH5FZeL80)
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	By re-creating and arranging the exact scores from back in the arcade era of gaming alongside familiar characters, the composers are able to capture the attention of a far broader audience all together. Those who had experienced the classic arcade games would get a sense of nostalgia when hearing that same sound world as the franchise grows with them. And those who are new to the series generally find the fast-paced and overblown versions of these same scores to be appealing for the genre. People will pick up on music that they have heard somewhere before or perhaps, when they visually see a figure that represents something related to that tune. It isn't just how important the games are to the fighting genre but it is also due to re-enforcing the look and sound that has left its mark in games history. 

Quote from Brad Stabler: "Each of the game’s themes were iconic in their own right – especially the showstopping efforts for Ryu and Guile’s stages". Brad conveys how iconic these scores are as a gamer who experienced the arcade atmosphere at its best. The article contains his list of 'the 100 best video game music of all time' and the streetfighter 2 character themes come in at number 34. For someone who has played and reviewed so many games to mention this game's sound world amongst this list is more than enough to show how iconic and effective the themes really are. Also note that he states two of the characters names in particular, further re-enforcing the point made earlier about recognizing things via image or sound.


Why do the character themes fit the characters?
All of the playable characters in Street Fighter come from different backgrounds and nationality; this provides more variation and more relatable options for the player to pick from. Each and every different and unique character has a designated theme music that will play during gameplay, CAPCOM have always managed to make the visual aspect of the characters perfectly fit with their theme music. Here are a few examples.

Dhalsim
	Dhalsim is one of the playable characters from 'street fighter 2' and many of the other games in the franchise. He is a yoga master from India who utilises his stretchable limbs and fire breathing techniques in battle assisting those in need. The original composition in street fighter 2 composed by Yoko Shimomura and Isao Abe was very Indian culture inspired, the cultural elements conveyed with the simple digitalised sound in terms of melody fits perfectly with the character.
	 In the latest iteration of the game, the same core score is present within a far more vast sound world, where many instrumental layers are applied and the original piece is refined and optimised to fit the new style of the game. Dhalsim embodies his theme very well with the marriage between his visual appearance and his unique theme music. Also, it can be indentified that his personality revolves around themes of fate and world peace, his theme soundtrack is one of the lesser sharp shaped themes in the franchise. This musical score even manages to capture the characters mindset whilst still keeping it up-beat enough to feel part of the competitive fighting experience. 
[image: Image result for street fighter 2 dhalsim]
Image: (https://strategywiki.org/wiki/Street_Fighter_II/Characters/Dhalsim)
SF2 Dhalsim theme YouTube video: (https://www.youtube.com/watch?v=MIFTtElLj0o)
SF5 Dhalsim theme YouTube video: (https://www.youtube.com/watch?v=1gjTEfvnaIg)

Ken Masters
Ken is another of the playable characters from 'street fighter 2' and onwards. Ken is Ryu's rival, also a Japanese martial artist. The two characters have sparing matches to display the fruits of their training, ken trains under the guidance of Gouken whom teaches powerful techniques to the both of them. Ken's hot blooded nature is very apparent in his design and theme music. With default clothes being bright orange and a bold and energetic expression on his face, Ken should have an action-packed high tempo theme, and this is indeed the case.
	 The original score composed by Yoko Shimomura and Isao Abe features a consistent use of sharp sound shapes and an intense feeling conveyed within the flow of the melody. In the most recent game, Ken's theme once again maintains that same overall melody and with the software restrictions lifted, new elements are thrown into the mix to emphasis Kens determined strength of mind. The use of sound layers featuring electric guitar being amplified and backed up with some heavy drum-work, the classic score is enhanced to further fit the overall competitive nature of the character and gameplay alike. 
[image: Image result for street fighter 2 ken] 
Image: (https://ocollygamers.wordpress.com/2009/11/10/super-street-fighter-2-turbo-hd-remix/) 
SF2 Ken theme YouTube video: (https://www.youtube.com/watch?v=tjLeCBq3qkA)
SF5 Ken theme YouTube video: (https://www.youtube.com/watch?v=1t8B3Sx8X-0)




Michel Chion quotes "we don't see the same thing when we also hear. We don't hear the same thing when we see as well." One of the major theorists of the audiovisual concepts makes an interesting point here. If we were to close our eyes when playing streetfighter we could hear the game sounds but may imagine different environments and characters visually based on whether we know the game or not etc. But with our eyes open and ears blocked, it would make the game challenging with the lack of audio cues, re-imagining the sound world based on the visuals would create different results all together. 



What effect do the themes have on the experience?
Looking into a bit of sound theory, Synchresis is all about how visual aspects and sound aspects mentally forge with one another. In this case study, synchresis is not applied in the same way as when the player plays the games, when people play street fighter they will always experience both visual and sound elements upon pressing buttons to attack and jump etc.  The background music during a fight may be heard all the time however there is no logical sound sources nearby that could produce the soundtrack. The external theme music holds an important role in the game experience and that is to provide adrenaline, the game series are focused on 1 on 1 combat over short time periods, this audio element is vital to add some excitement to the gameplay.
SF5 Gameplay YouTube video: (https://www.youtube.com/watch?v=_cuZuuzXMGw)
	For instance, if the theme music was not present within the game players would only hear the characters grunting, chanting special moves and hits being landed or blocked. It would still maintain the competitive nature of the game but a lot of value and motivation would be taken away from the player's experience. Having the music backing up the gameplay, the player can feel the pressure of having to take down a tough foe in a couple of minutes, this adds to the experience so that motivation is thrown into the mix. The player will have more fun being involved with their characters due to the themes playing, and the viewers of the fight may be pumped up more, making for a better experience in the audience seat. The music is natural; it fits the visual movement with no doubt.
	To further analyse the effect the music has on the games, here's an example of a completely irrelevant soundtrack being used in place of the original music. 
Mario Bros 3 overworld theme composed by Koji Kondo: (https://www.youtube.com/watch?v=Q_saM7I20pY)
	First of all, the music feels really out of place, even when the soundtrack of street fighter is external, it still feels part of the package. However with this in its place, it no longer feels like a fighting game, since the human's mind struggles to find synchresis between the visuals and sound their attention will be a little averted from the core battle in front of them. This contrast of audio/visual aspects is un-natural, they both don't quite add up.



'You will know our names' Xenoblade chronicles soundtrack composed by Yoko Shimomura, ACE+, Manami Kiyota, Yasunori Mitsuda: (https://www.youtube.com/watch?v=ooZyHLLQ5e8)
	Meanwhile, when using this music instead, the game still manages to maintain its fighter image pretty well. Despite not being composed for the game, this score is of a similar effect with its fast tempo and pressure application, having the human mind believe that what they are experiencing is correct and exciting. Even though this type of score fits in well with the game, a good amount of context and character is removed, the character themes immerse oneself in the battle due to the relations to the characters themselves. Music out of context may not be too much of a problem for some players since they just want the adrenaline rush, but others may pick up on the oddities and will have some immersion broken.
Psychological analysis: When playing games like street fighter our senses are amplified; hand-eye coordination, Hearing and sometimes speech. Where time is short and actions must be performed and thought about at a rapid pace, we are more likely to focus all of our senses on the game. Without the background music supporting our constant decisions, it is likely that one can be distracted from the challenges at hand. Being a fighter, it is essential that the player puts all they can into each fight if they want to do and feel good about it, meanwhile with some other genres it is ok to keep the player's senses working less.
[image: https://static01.nyt.com/images/2010/11/15/arts/ozick-final/ozick-final-articleInline.jpg]
Image from: (http://www.nytimes.com/2010/11/16/books/16ozick.html)
Quote from Cynthia Ozick "is there a word more passionate than passion? Obsession, total immersion, the feeling that everything else doesn't matter." This backs up how much we use our senses, Immersion is that dedication to the game in which can only be achieved if our senses are stimulated by audio cues and visual movement.


Conclusion
Taking all of the analysed factors into account it can be said that the franchise of street fighter wouldn't be as huge in the gaming community without its background music. Yes it is true that sound is necessary for almost any type of game, and in this case, we as the players want to feel as good as possible when we play the games and defeat our foes. Characters would not be complete without their themes in play since the player gains little contextualisation behind the fighters due to the fighting formulae, adding some contextually appropriate music allows the mind to absorb the game world and its characters as we play. The music elements of street fighter alone are capable of bringing together a community of gamers with the rich history behind it and the fresh and catchy scores within.
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