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[bookmark: _Toc164845832]Introduction
Fighting games have been one of the most popular genres in the gaming sphere since classics hit the arcades back in the early 90s and have only continued to gain more popularity and players as time went on, moving to all types of consoles and PC systems. The genre is also known for its wide variety of diverse casts, players and communities, but has that always been the case, or is this a recent trend brought on in the past few years as people become more politically accepting?
In this project I will be looking into the past and present of fighting games and their player-base to view how well diversity was represented, as well as how it has changed over the years into modern day as I attempt to answer, ‘How Do Fighting Games Represent Diversity?’. I will be looking into influential titles like Street Fighter [1] and Mortal Kombat [2], to more modern examples like the Guilty Gear [3] franchise and platform fighters like Super Smash Bros. [4] and Rivals of Aether [5].
Going through these franchises, I will be attempting to point out the diversity within their cast, be it in their gameplay style or cultural diversity. I will then attempt to see if the reason for the diversity found in its players is reflective of the already existing diversity in the game, or if the diversity found in the game is a result of the consumer’s large diversity. On top of this, I will also attempt to find any correlation between people playing the game and the usage of a character who is of the same ethnicity, orientation, etc.  I will be gathering information via my searches online, through chat boards and other’s research into the subject, as well as looking into gathering my own information through either interviews or surveys. As someone who occasionally attends small, local fighting game tournaments, I have direct access to the opinions of the players I’ll be looking at.

[bookmark: _Toc164845833]Literate Review
[bookmark: _Toc164845834]History of Fighting Games
[bookmark: _Int_VkP1VtE3]When one thinks of early fighting games, arcade games like Street Fighter or Mortal Kombat likely come to mind. However, fighting games got their start with SEGA’s “Heavyweight Champ” [6] arcade game. Heavyweight Champ was a side-view, monochrome, 8-bit arcade game with simple movement controls and two attack options, high and low. These high and low attacks could be an inspiration for today’s weak and heavy attacks in modern fighting games. Compared to games of today, or even a few years from its release, 1976’s Heavyweight Champ was a simple arcade game, easy for anyone to pick up and play, just like most arcade games around this time. 
Just short of ten years later, in 1984, arcades were given the game ‘Karate Champ’ [7], a title well known for inspiring the Mortal Kombat series. The game had a series of different attacks and actions the player could execute, 24 in total. This was a large step up in player choice from the previously mentioned Heavyweight Champ, as well as graphically, Karate Champ having fully digitized voice lines and a much brighter and vibrant colour palette compared to games a decade ago. The game features a bigger focus on martial arts than all out brawling, only needing one hit on your opponent to give you a point. The players control a man in a white gi, while the second player, or CPU, controls a man in a red gi. The button combinations to pull off the game’s moves do not seem to be all too complicated, just using the two levers on the arcade machine to input different actions.
[bookmark: _Int_nBLkPQYj]Moving on, just a few months later in late 1984 (1985 Worldwide), Konami developed and released ‘Yie Ar Kung-Fu' [8], a fighting game that, similar to Karate Champ, laid the foundation for some of the most influential and well-known fighting games. The game incorporated several inputs for different moves as well as adding the more traditional health bar. The game also began to move the genre into more fast-paced action with fantastical aspects, like character’s special moves. The game introduced the genre to the idea that it did not have to be solely realistic, and could incorporate more inventive and creative moves, abilities and even characters.
Taking inspiration from many of the previously mentioned games, the next, arguably most influential fighting game franchise started with the first game coming out in 1987, ‘Street Fighter’. Street Fighter’s first game was released to arcades worldwide, with a home release port in the following year. The game was highly influenced by and followed the same gameplay loop as Yie Ar Kung-Fu. The main character, Ryu, travels across the world, fighting with masters of different fighting styles. Where the series truly came into its own though is with the second instalment of the series ‘Street Fighter II’ [9].
To say the second game was influential was an understatement, with its release in 1991 people site this as the turning point for all future fighting games. ‘Street Fighter II’ hosts an eight-character roster, all with unique movesets and origins. As stated in a Game Developer article “Every subsequent fighting game has felt its [Street Fighter II] influence, whether it followed the established conventions or rebelled against them.” [10] The game revolutionized the fighting mechanics for the genre, building on similar input commands to ‘Karate Champ’, SF2 had a wide variety of attacks among all its roster, each character having a unique moveset with different button inputs to perform said moves. This button-input method would become a staple of the genre, seen throughout multiple games series. Following the first game’s plot, Street Fighter II involves your character journeying around the world, fighting martial arts masters with varying identities and country origins. The strong core cast of eight characters were also a selling point, with strong designs that, as stated in a GameRant article, “...defined some of the characters that are now among the most recognizable in gaming history.”[11] This is a shows the game wasn’t just influential in its gameplay, but in every aspect of its design. Another thing that made the second game so popular was a multiplayer feature in which two players would fight against each other in combat. With 1-on-1 PvP and a unique cast of characters and movesets, Street Fighter II set itself apart from not only its first game, but the entire fighting game genre as a whole.

Along with Street Fighter II, the other main fighting game people would commonly name would be Mortal Kombat. Releasing in August of 1992, Mortal Kombat is known as the bloodier, more violent rival of Street Fighter. Like SF2, the first Mortal Kombat game takes the button combination for move inputs and directional inputs for certain moves. The first game has a cast of 16 characters, with some diversity in the cast. While some characters have ranged attacks, most fighters in Mortal Kombat are purely melee combatants.
Mortal Kombat’s popularity was bolstered beyond its initial success as it was brought into some controversy shortly after its release due to the gory visuals of its signature ‘Fatalities’. This controversy, likely, only brought more attention to the game. This controversy went so far in the states that a Congressional Hearing was brought on to discuss regulating violent games, with Mortal Kombat being a commonly used example, representatives claiming that “This violence has affected the moral fibre of our youth” [12]. Despite this, teens and adults grew attached to the game and its sequels for the gameplay and perhaps the idea that it was a ‘taboo’ game. The game’s fun gameplay and edgier take on the fighting game genre landed it as one of the most popular and influential fighting games, the series as a whole being one of the most profitable videogame series in modern day.

[bookmark: _Int_LKtW1ubw]Throughout the years fighting games have changed things up and teams have decided to move their projects away from the traditional fighting game. Be this with more simple controls compared to other fighting games or changing the fundamental concepts entirely, like platform fighters.  Platform fighters are likely the second most popular sub-genre of fighting games, only second to the traditional fighters themselves. The most popular of these platform fighters is, undoubtedly, Nintendo’s own Super Smash Bros. [4] franchise. Releasing on the Nintendo 64 Console [13], Super Smash Bros. (Smash 64) [14] was a fighting game released in 1999, combining Nintendo’s biggest franchises as they are represented by characters from their respective games. Smash 64 was focused more on free movement and arial combat when compared to the more traditional fighters of the time, the goal being to launch your opponent off the stage. Unlike traditional fighters again, the lead developer, Masahiro Sakurai, decided to move away from the Health Bar system most fighting games were running on, instead using a ‘Total Damage %’. The higher a player’s % was, the easier it was to launch the player’s character. Simplified controls were also added to the game, there were no complicated button inputs for different moves, all of the character’s move sets were easily available for any player.
The success of Smash Bros spawned many squeals in the franchise as it continued to grow, as well as inspired others to make games of a similar nature. Some companies decided to adapt the style with their own brand or IPs, like ‘Multiverses’ [15] or Nickelodeon All-Star Brawl [16], however, not many games in this genre innovated on the concept, leaving Smash Bros. to take the lead on innovation, however Warner Bros’ ‘Multiverses’ incorporated a focus on two-on-two combat, pairing you up with your friends to fight others online, as well as removing any more ‘Party Game’ aspects that Smash Bros has in the form of items. Rivals of Aether is also a commonly brought up platform fighter. It brings a charming 2D sprite style to a genre normally dominated by 3D models and has an active community who create their own characters on the Steam Workshop. However, the base game has a sixteen-character roster of solid designs and movesets that lend well to the platform fighter genre they’re placed in.

The “Arena Fighter” is also a popular subgenre of the traditional fighting game, taking place typically in a more 3d environment with the ability to move around freely within the space as well as the ability to freely move the camera. To be expected, this genre really only began upon games moving to 3D environments. The first notable arena fighter is an arcade game known as ‘Cyber Sled’ [17]. This was a game in which the player controlled a tank and was tasked with taking down an enemy controlled by a player 2 or a CPU. The controls for the game featured tank controls, using two joysticks to move your tank and the view of where you aim. The game was unique for its time, taking place in an open 3D space with objects the player and opponent could hide behind while firing from afar. While it was basic, these were the future building blocks for future arena fighters. 
A few years later in 1995, Sega released its own spin on the evolving genre ‘Virtual On: Cyber Troopers’ [18].  This game was graphically more advanced as it put you in a more realised arena and had players control humanoid mechs instead of tanks. This change added a deeper layer of combat as the characters could now hold weaponry like guns but also melee-based weapons like swords. The tank-like two-stick controls of Cyber Sled returned in this game, going mostly unchanged, though the mobility of the game was given the added option of the dash, allowing your character to gain high amounts of speed for a short time, giving way to more versatile movement and the ability to dodge attacks in different ways. Sequels to this game add things such as better melee combat, combos, blocking and other fighting game staples.
[bookmark: _Int_GsQnQmNC]In the early 2000s, the genre would get an influx of anime adaptations, bringing stories such as One Piece, Naruto, Bleach and Dragon Ball and Gundam into the arena fighters genre with games like Gundam VERSES [19], Naruto: Ninja Storm [20], Dragon Ball Z Budokai Tenkaichi [21] and plenty more.
Moving onto more modern arena fighters, Pokkén Tournament [22], was one of the first successful games to try and bridge the gap between traditional 2d fighters and the 3d arena fighters. It did this via its ‘Phase’ feature, in which the players would swap between a ‘Field Phase’, more similar to Arena Fighters, and a ‘Duel Phase’, more like Traditional Fighters. Its more action focused playstyle allowed casual players to enjoy the game on top of well-versed fighting game players. This itself was an innovation on the genre though there were plenty more innovations to come further down the line.
[bookmark: _Int_CqTtUhcq]In 2017, Unisoft released For Honor [23]. For Honor is a 3D arena fighter that took away some of the staples Arena Fighters were known for over the years, removing the extended combo system that many fighters were known for. The combat system was heavily reaction focused as the player would have to either attack or defend against attacks via three directional inputs. The game was also filled with a generalised, but somewhat diverse roster or Knights, Vikings, Samurai and more.
For Honor’s directional based combat system was also found in Sloclap’s martial arts fighting game Absolver [24]. This game had a level of customisation that has yet to be rivalled in any other arena fighter. The player may customise the appearance of their character, but where the real customisation lays is in the custom movesets. The player’s entire moveset is completely up to their imagination.

[bookmark: _Toc164845835]Representation in Classic Fighting Games
From the beginning of what are commonly known as “traditional fighters”, there has been a clear amount of diversity among the roster of characters. For example, Street Fighter II has a wide variety of diverse characters, for example, Chun-Li a Chinese woman known for her strength as a combatant, or Dhalsim an older Indian Yoga Master. Being a game where you travel from country to country, it is expected to be quite diverse in its cast and SF2, and future instalment, deliver on this. Nearly all characters are from a different country with a unique design that may reflect aspects of their profession and origins.
However, despite their diverse roster, looking back on a more modern outlook, some fans and critics online have noticed the series’ initial attempts to be inclusive involved some unflattering stereotypes. For example, the previously mentioned Dhalsim and Chung-Li are often brought up in discussions of unflattering stereotypes and sexism, respectively. Oversexualisation of women is a common topic among Street Fighter titles, as well as many other video game series, Chun-Li being one of the most pointed to examples of such. Whether one agrees with this is up to the individual, the same goes for stereotypical portrayals of a race or identity, but with how popular Street Fighter and Chun-Li as a character are, it would be expected to come under fire from people unhappy with the representation.
In her original appearance in Street Fighter II, Chun-Li's design was very striking to many, likely influencing her popularity in the community on top of her fun playstyle. Her original design has her sporting a qipao, a common and popular Chinese dress, a blue leotard beneath, and some form of brown tights or pantyhose. The qipao she wears is, to be blunt, quite revealing of her legs, her legs themselves also being critiqued for their larger size and eye-catching nature. Some make the claim that her large legs, more defined figure, and the clothing that shows off both these aspects is meant to appeal to the males who play the game instead of being a tasteful representation. On the other hand, people claim the depiction of Chun-Li is completely fine. This mindset says that her larger proportions and curves around the leg area is purely to show off her main series of attacks, as Chun-Li is well known for her hard-hitting kick-centred moveset.
Another character from Street Fighter II commonly talked about being represented poorly is Dhalsim, an Indian yoga master and monk. His strong ties to religion and yoga grant the character stretchy limbs he incorporates into his fighting style, along with the ability to breathe fire due to eating spicy curry. Many people online have issue with this, calling his design and the skulls on his necklace a poor stereotype of Indian tribes and the fire breathing coming from a spicy curry was similarly not well received by audiences. It’s theorised online that the poor representation was due to lack of information from the designers when initially creating SF2, the creators using what they did know and, in turn, creating a heavily stereotyped character, designed based on little information or understanding. “...Dhalsim is a horrible mish mash of Hindu/Indian stereotypes loosely based on interesting real things.”[25]
While here we simply discussed two characters, Street Fighter II and plenty of other games in the series have been critiqued for either revealing designs or surface-to-poor level representation of groups or races. Most cases are left to personal interpretation on how ‘offensive’ or ‘poorly represented’ they are and the circumstances around their creation.

[bookmark: _Int_5OKH0glE]The more violent rival of SF2, Mortal Kombat, also began with some wide variety of characters even in its small seven-character cast. Beginning with the cast’s sole female character Sonya Blade, a US Special Forces officer. While the first instalment of the game only had this single female character, she doesn’t commonly fall into the same common controversies as Chun-Li often does. Sonya’s design is quite grounded in reality, unlike the more mystical or exaggerated characteristics of SF2’s characters, Mortal Kombat tends to keep their designs more realistic for the most part. Sonya has quite noticeable muscles and abs, though they aren’t as cartoonishly exaggerated as Chun-Li's which likely is the cause for a less criticised design. 
Beyond that, the cast consists of mainly, Japanese, Chinese and American fighters. These characters and their origins are well received, even today. Few online are constantly calling out the original game for its portrayals, unlike some of the characters in SF2. The general depiction of its Asian and American characters is well received and tasteful as it avoids most offensive stereotypical depictions of such origins. Some complain about some of the voices of Asian characters, like Sub-Zero, have been voiced by Non-Asian actors, though that does not fall into controversies related to the characters’ designs.

[bookmark: _Toc164845836]Representation in Modern Fighting Games
Moving into the world of more recent, or modern, fighting games, we will be looking at how the diversity in these series has evolved and changed in their most recent games as of writing. These games being Mortal Kombat 1 (2023) [26] and Street Fighter VI [27] among others.

Starting with Street Fighter VI, the sixth instalment of the series has a wide cast of returning and new characters. Fan favourites like Ryu, Ken, and Chun-Li return with new, updated designs. Two of the returning characters are the previously mentioned Chun-Li and Dhalsim. Both characters had their designs changed with the passage of time in the series, but did they change for the better?
Starting again with Chun-Li, the traditionalist police officer makes another appearance in SF6. Once again, she is found wearing a qipao with some form of blue leggings beneath it. Her costume’s colouration has had an update from SF2 and following games, the blue outfits she had worn previously now being replaced with a white qipao with blue accents. The simple change from a fully blue outfit to the addition of white makes her seem more mature, fitting for her role as a fully-fledged master fighter. The change from SF2 to SF6 of her wearing blue leggings beneath her dress as well as dropping the leotard was a pleasant change, helping in the decrease of people calling her oversexualised by developers. Others online claim the focus on her traditional Chinese aesthetic was disappointing and instead wanted designers to incorporate aspects of her police officer background as well, though that seems to be others’ personal preference talking. 
Moving onto Dhelsim, the yoga master has changed a lot in the past few entries. In SF6, he has aged considerably, now sporting a bushy grey beard. The design has removed the skulls on his necklace present in his SF2 appearance as well as changing his robes to something slightly more interesting. Previous games had also retroactively changed his ability to breathe fire to a blessing from gods instead of simply eating a spicy curry, something far more acceptable in the eyes of the fanbase.
Another character I would like to talk about is that of Dee Jay. Making his first appearance in ‘Street Fighter Alpha 3’ [28], Dee Jay’s design was rather forgettable. There was not much wrong with it, simply feeling a little bland among the rest of the cast. However, his redesign in SF6 shows of far more personality than any previous appearance of him. His Jamaican heritage is showed off boldy in his design, his clothes draped in the country’s colours. His background as a world-famous dancer is brought to the forefront, showcasing his vibrant moves via his completely redone moveset for the sixth main instalment. His kickboxing background is not forgotten, but bringing his dance moves into focus very much helps him stand out from the crowed and his previous, blander appearances.
One final character from Street Fighter VI we will be discussing is Lily. Lily is a member of a Mexican tribe that a previously introduced character, T. Hawk, had begun to restore before the events of Street Fighter VI. T. Hawk was depicted previously as a heavy stereotype on native Americans in design. While not designed with ill-intent, people online have called his appearance too stereotypical and potentially offensive. While he himself did not get a redesign, a new member to his tribe, the new character Lily, has a much more widely accepted design. Lily shows off a more ‘modern’ tribal attire and does not lean too heavily into the stereotypical view of a native American tribes. Her outfit is much more vibrant and free than T. Hawk’s, though it still lends itself well as attire for a native American.

Moving onto Mortal Kombat 1, familiar faces return in the form of fan favourites like Sub-Zero, Scorpion, Johnny Cage and Lui Kang. Like their appearances in the first game in the series, these characters have continued to be portrayed well from their initial appearance, to present day. Mortal Kombat’s representation of different races has been quite evident from the beginning, hosting a cast of heavily Asian leaning characters, from China to Japan, however, we will be looking more at the LGBTQ+ representation within Mortal Kombat.
Similar to Street Fighter, Mortal Kombat was given more of a story as the series continued on into the 2000s. With this change, the characters within the story were fleshed out more, given relationships with each other and, in some cases, fleshed out their romantic interests.
The first we will be discussing is Mileena. Mileena is an assassin who was introduced in second game in the Mortal Kombat series. Her design in later games is sometimes criticised online for being too revealing, though this fits her character in a way. Being the result of experimentation, she dislikes her deformed mouth, which she covers up, while also wearing a more revealing attire to distract and alure her opponents away from her face. This also helps her in getting what she wants by swaying others’ opinions via her good looks. However, the main representation here is her ties to an LGBTQ background. 
In the game Mortal Kombat 11 [29], Mileena is seen to flirt a little with her fellow cast member, Tanya. In the story mode, Mileena is portrayed as a tragic character, the player feeling sympathy towards her despite her usually aggressive nature and borderline insanity. In one of her endings, she is shown to have a strong connection towards Tanya, and in another is shown to want to start a family with, presumably, Tanya. However, some online are unhappy with the fact that in previous titles and supplementary materials she is seen flirting with males despite her being heavily implied to be bisexual instead of purely lesbian.
In Mortal Kombat 1, the timeline has been reset, the game serving as a soft reboot of sorts. In this timeline, the relationship between Mileena and Tanya is once again shown off without issue. In this timeline, Tanya serves as a guard to Mileena, now a princess who will ascend to the throne of Outworld in the future. She is seen to pine after Tanya in their first cutscene together, though is told by her sister to restrain herself due to Tanya’s oaths, once Mileena assumes the throne, they will be able to change this. People have widely approved of this, with the pair being unable to be official due to Tanya’s oaths instead of the pair both being females, it shows that the team behind MK are still on top of their game with widely accepted representation.
One last LGBTQ+ character from the series is that of Kung Jin. While not currently in Mortal Kombat 1, he was introduced in Mortal Kombat X [30] which is a recent enough game to be considered for modern games. Kung Jin, cousin of the widely popular character Kung Lao. After the death of his cousin who he looked up to, Kung Jin and his family fled to America where he grew up and became a thief, looking to avenge his cousin. During the campaign of Mortal Kombat X, Kung Jin has a conversation with Raiden about giving up on his hatred and resentment, telling him to join the White Lotus Society and become a Shalon Monk. Kung Jin is hesitant to accept the offer, but Raiden convinces him with the line “They care only for what is in your heart. Not whom your heart desires.” [31]. This line confirms that Jung Lin is homosexual, being the first confirmed homosexual character in the series. Once again MK shows that it is aware of how to do LGBTQ+ representation well, not having a character’s whole personality revolve around it and instead have them be a real, interesting character first, only to reveal their sexuality later in a meaningful and positive way. In a series full of Fatalities and gods, Mortal Kombat continues to show a positive and real representation and understanding of LGBTQ+ characters.

While fighting games have always had a wide verity of representation and has only continued to get better at displaying this representation in recent years, the fighting game scene is another story entirely. The scene of competitive fighting games is usually seen as a widely male dominated landscape in modern day and has been for several years. However, simply brushing it off with a sweeping observation like that would be disingenuous to the scene and its years of diversity and community-wide acceptance.

To begin with, black individuals are incredibly involved with the fighting game community, be it as competitors, commentators or event organisers, the community has plenty of black roots, more so than most other competitive e-sport scenes. A reason for this is actually in the roots of fighting games themselves, arcades. Arcades were a cheap way for people to experience games and play against each other without the need for a console. As said in a Team Liquid post on the matter, “Fighting games have always had a very low (economic) barrier to entry thanks to the usual arcade format. Anyone could walk... with a pocket full of quarters and go play.” [32]. With the low cost and the large amount of arcades during the 90s really allowed anyone to play a few games, a lot of these machines showcasing fighting games. Not only is this a reason for many black individuals getting into the scene, but a big reason for why the scene is so diverse in general. The diversity of the cast in these fighting games was also a reason for some people’s draw to the genre. During the arcade days, fighting games were one of the most diverse in terms of their cast. Individuals could walk into an arcade, find their preferred fighting game, and likely find a character they could relate to, be it in their personality, race, design, or any other factor.
In terms of E-sports, there is plenty of competitors of all sorts of races and sexualities. As previously mentioned, fighting games have a densely diverse community, even in the competitive scene. For example, looking at global rankings for Super Smash Bros. Melee [33], 2023’s 2nd ranked player, Zain, is American with Pakistani origins, who had, for years, been considered the best in the world for multiple years with new and old pros of the game attempting to claim the top place back from him. Number 6th is a Japanese player in aMSa, a top player with an unconventional character pick in a ranking heavily dominated by North American players. Number 14 in the world, a player who goes by Salt, is a trans woman who began as a tournament organiser but has risen to be within the top 20 players along with fellow player Magi, another trans woman withing the top 20 in the world. Trif, a player from Spain, is considered to be the world’s best Peach player and is currently ranked 13th in the world. Before the 2020s Melee’s competitive scene was just as diverse, even since the competitive scene’s beginning. One of the best players to touch the game, Armada, was a Swedish man who dominated the competitive scene for years, Leffen, other well accomplished player coming from Sweden too, and the original ‘King of Smash’, Ken, was an Asian-American from the west coast.
As seen above, while the world’s rankings [34] are heavily dominated by North American players, diversity within that group is quite prevalent. Along with many beloved commentators in the scene being black and considered great at their job.

[bookmark: _Int_BT94ZJLy][bookmark: _Int_WReurdxF]Moving onto the top players of Street Fighter V, according to the 2023 ratings on DashFight [35], countries of origin are much more diverse than the heavily USA based Melee. In the top 10 alone there is Dedg and MALDOMINANT, both French players ranked 10th and 6th respectively. The Puerto Rican player Mono ranked 9th in the world, Japanese players Nemo and Tokido ranked 7th and 8th, Idom and Jak being ranked 5th and 2nd from America, Oil King ranked 4th from Taiwan and Zhen from China ranked 3rd. The 1st placed player goes by Menard, a Latin American who comes from the Dominican Republic. The top rankings alone shows how much Street Fighter is able to bring people together to compete no matter where the players are from, even years after the era of arcades.

[bookmark: _Toc164845837]Methodology
[bookmark: _Int_w5uaKnVa][bookmark: _Int_YF2mTHE9]Before considering this project, I occasionally attended and helped with setting up, a local Super Smash Bros. Ultimate [36] tournament. This tournament has a respectable number of attendees who also find themselves playing other fighting games and attending tournaments or gatherings focused around them as well. Knowing some of the attendees allows me a first-hand source of information based on the players’ thoughts on how representation is handled and has changed over the years. In order to gather this information, I will be creating and sending out a survey to gather the thoughts and opinions of other players and see what they have to say on the local community and the games’ representation. I will be asking for basic information on the players themselves, though I will insure them that this information will not leave this study and that there will be no names tied to their responses. While going over their responses I will be referring to them as a collective or as individuals, for example; “Respondent 1”, “Respondent 2”, etc.
In this form I will ask for the participant's preferred gender, what fighting game scenes they have partaken in, how long they have been playing the genre for, their preferred character of choice in each game, any reasons for picking this character and if aspects beside gameplay played a part in choosing these characters. I will then ask if the participant believes there is a sufficient amount of representation in fighting games already, in their opinion, followed by if there is a character that may represent them in some way, if there is some form of representation not yet widely known about or represented in fighting games, and finally, what they think the correlation between fighting games and their community in terms of representation of different groups of people.
I sent this form out to 30 people from the competitive Smash Bros. Ultimate scene throughout Wales with 20 responses in total received. While not all I sent it to responded, enough did to where I can draw some conclusions from their answers. I will briefly go over their responses and then I will be looking online to see if other members of the community agree. 

[bookmark: _Toc164845838]Analysis of Results
Firstly is the participant's pronouns. I gave the option for Male, Female, They/Them, Prefer Not To Say, and an option for Other, where they could input what they want. As seen below, 60% who answered are male, which aligns with many other fighting game scenes where males are more prominent participants in these tournament scenarios. The remaining 40% is split 30-10 with Female participants and those who prefer They/Them pronouns. Despite only 20 players being asked for their input, this shows in gender alone that the scene is a place for anyone to take part in.
[image: ]

Question two was used to gather what fighting games they enjoy playing be it competitive or casual. All the participants had mentioned Super Smash Bros. Ultimate, with Street Fighter and Guilty Gear Strive being mentioned quite often as well. 
Following that I asked how long they had been playing fighting games for with the most common answer being 8 years, or there abouts.
[image: ]
After this, I followed up by asking them for their most played character from each game they listed and why they chose these characters. I did this to see if there was any overlap in what characters they played and any representation that relates to the participant in the next question. The main reason those who answered gave was prior experience with the character of choice, be it a character they recognise or know, or had experience in a prior instalment of the series.
The next question asked them if anything involving characteristics of the characters playing a part in their choice of character (Example; race, sexuality, backstory, etc.). This gave me some interesting results. While most answered that, these aspects of a character do make them more interesting or relatable in settings with a story, they do not heavily impact their choice on choosing a character. However, despite this, when trying out characters to find one that the participants enjoy, many had said that these aspects do draw them to trying out that certain character first. For example, one participant claimed she tried out the character Bridget from Guilty Gear Strive because she was already aware of the character’s transexual representation and related to that. Another found the bombastic representation of Dee-Jay was a strong enough draw to get him interested in the character and eventually main him. These examples show that, while not the deciding factor, these aspects and designs can draw in people to try out characters they might not have otherwise.
Moving on, the next question asks simply, if the participant believes there is sufficient representation in fighting games already. While most answered that there is, some answered that, while there is representation, there can be so much more that explore more modern diversity, mainly in character’s sexualities.
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Next, I asked, if applicable, are there any characters that may represent the participants in any way, and all responses I got were a positive. There are plenty of white male representatives, the same going for black males too. When it came to females, there are also plenty of representation too, however some commented that different body builds would be an interesting way to diversify further. Transexual representation was focused on Bridget which identifies that representation there is lacking at this moment in time. The same goes for nonbinary representation with only Seth from Streer Fighter and Testament from Guilty Gear being mentioned, however representation for this group is not common yet in the videogame sphere as a whole and the fact there is already some form of representation growing is a comforting sight.
Following up from the previous question, the participants were asked if they believed there was any forms of representation lacking in fighting games. The responses were a clear that sexuality hasn’t received as much attention as other kinds of representation. Gender identity is also something that has yet to be tackled beyond a small group of characters.
And finally, I asked the participants’ opinions on why they believe there is such cultural diversity among the fighting game genre and community. I gave the options of “The diversity in games is due to the diversity community”, “The community is diverse due to the pre-existing diversity in games”, “Unsure”, and “Other”. The responses are split 40-40-20. The 20% is people agreeing with the idea that the community is the reason for the games’ diversity, while 40% believes in the opposite, that the diverse representation in games is the reason the community is so diverse. The remaining 40% chose “Other” and gave the reasoning that both are true. Community was built around pre-existing diversity within early fighting games, some even mentioning my previous point that arcades played a part in giving more people an access point to fighting games, yet the continued diversity that was built within the games reflected the diverse community the prior games had built, with developers taking notes from their audience when creating new characters.

[bookmark: _Toc164845839]Summary
In conclusion, fighting games have gone through many stages and iterations over the years to become what they are today. From the traditional fighter, to their branching sub-genres, fighting games are a staple in the gaming sphere and something anyone could partake in on a casual level, as well as deliver on the competitive front as well, being one of the most streamed and watched E-sport genres. Diversity has been present in fighting games in some form or another for the entire lifespan of the genre as we know it. From the first Street Fighter, to the most recent, and the entire fighting game community’s roots in black culture leading to a wildly diverse community quite unlike any other. Despite earlier depictions of some stereotypes or perceived sexualisation of female characters, the games and their continued exploration into the diverse world of their fans has continued to aid the growth of a positive, welcoming and progressive community for years, with hopefully many more years to come.
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