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Introduction

In this proposal, we will be going over the essential aims and objectives to my
project along with addressing potential assets, resources, plans and research
methods and methodologies. We will be briefly going over the history of
fighting games and talking about how diversity is or is not prevalent
throughout.

Background Information

Fighting games are a genre of video games in which the player engages in
combat with an opponent with the expressed purpose of defeating said
opponent. The games are normally full of unique move sets, abilities, and
characters. These characters often have unique designs, quite different from
others within the same game. This may be due to their appearance resembling
their move set or fighting style to give the player a better idea on how they
would play, allow them to stand out in a roster, or a number of varied reasons.
Having a diverse roster of characters and designs will undoubtedly bring in
eyes to any fighting game and aid it in standing out from its competitors.
Discussion online has brought up the topic of diversity in the rosters of fighting
games. Talk like, “(I have seen people complain) ...about SF6 having more
diversity, a third gender option for WT, and accusing Capcom of "pandering"...”

[1].

However, on the other hand many people and players are celebrating the
diversity in newer fighting games “Capcom deserves a lot of credit for making
it a priority to design fighters that appeal to a wide audience. In terms of race,

(]

nationality, gender and fighting style... Street Fighter 6 is very inclusive and
reflects the diversity of the franchise's fan base.” [2]




My written dissertation study would first begin with the history of fighting
games. | would look at early titles such as Karate Champ (1984) [3], Kung-Fu
(1985) [4] and the original Street Fighter (1987) [5]. From there | will touch on
games old and new and compare them and their diversity and representation
within their roster of characters. | will look at games such as the newer
Streetfighter 6 [6], the Mortal Combat [7] series, and Guilty Gear [8] to name a
few.

Moving on from that, | will discuss different character designers for these
games and their backgrounds before moving onto the characters themselves.
Looking through these series | will then discuss the diversity in the base roster
of characters comparing titles of the same series over time as well as
comparing different series as well. Discussion points for this will be character’s
builds, gender, race, and other such points. | will also be looking into the
audience of fighting games to attempt to draw lines between international
representation in the game and its players.

As for my practical work | will be creating characters for a theoretical fighting
game, designing them from scratch. | will attempt to design characters to fit
preestablished fighting game roles (agile glass canons, slow heavy hitters,
ranged fighters, etc.). With these characters | will then create 2D sprite sheets
for them, including idle animations, intro and outro animations, their unique
attacks and potentially more. With a completed sprite sheet, | would then
attempt to put the character into the MUGEN [9] engine as a playable
character.

Aims & Obijectives
Some aims for my project would be as such:

1. To look back on the history and development of notable fighting games
through the years. Here | would discuss the progression fighting games
went through to get where they are today.

2. Toinvestigate the international representation within these popular
fighting games and their audience. This would be looking at, gender,
race, sexual orientation, builds and more among the cast and audience.




Has the audience changed over time? Who do these games attempt to
sell too? Does this reflect in the game’s representation.

3. Analyse accuracy. Taking some examples of the diverse cast, | will look
over how accurately some of their character designs are portrayed
within the game.

4. Apply findings to my own work. Attempt to use people’s responses to
aid in creating my own characters for my theoretical fighting game.

Some objectives | have for this project are:

1. Conduct a literature review. Review any existing literature on diversity in
gaming and character representation.

2. Loaok into the demographics. Analyse the demaographics of games and
specific characters. Are people of a (race, gender, sexuality, etc.) drawn
to a character of the same (race, gender, sexuality, etc.) over other
characters?

3. Player perception. Conduct surveys or interviews with players to gather
insights into their perceptions of diversity in fighting game characters
and how representation affects their gaming experience. How do they
feel about the portrayal of their (race, gender, sexuality, etc.)?

4. Compare Cultural Depictions. Compare depictions of diverse characters
across different fighting games when relating to their regional origin and
cultures.

Methodology

For this project | will be looking, mainly, into more of the history of fighting
games and analysing their diversity. However, | will also be looking for others’
opinions on such diversity and their representation. For this, | will send out
questionnaires to people within the fighting games scene as well as casual fans
of fighting games.

| will be using a mainly phenomenological approach during this project as |
would like to find out people’s opinions and how they view diversity in fighting
games. Is it enough? Should it be more diverse? Is this specific instance of
diversity accurate? My main strategy for this project is that of a literature
review, going over the progression of diversity in fighting games via my own
research and looking into secondary research as well to back up my claims. On
top of this | will also be conducting primary research via surveys. For my




sample group | will be taking answers from a variety of different people within
the fighting game scene as well as casual fans, aiming to get a wide variety of
diverse people. The main ethical issue | foresee would be within the
questionnaire. To correlate answers to a person or their (race, gender,
sexuality, etc.) | will need to have people potentially fill in their: name, age,
pronouns, race, sexuality, etc, in order to find their opinions on certain
portrayals. | would need to insure that their information would not be used for
anything outside of my project and would be destroyed after reporting my
findings for this project.

Resources & Planning

In terms of resources, | will require a computer and (or) laptop to complete my
research and my practical work. In addition to this | will be using both a
sketchbook and drawing tablet to help me design my characters. Some
saoftware | will be using will be Photoshop (2023) [10] and Clip Studio Paint (v
2.2.0) [11]. For my written | will require the use of Microsoft Word, Excel and
Forms. On top of this | will need a sample group of about 20-30 people
preferably, all within the fighting game fanbase with a diverse spread between
them.

With all this laid out, all of the above will be necessary for me to complete and
aid me in my project. | will aim to complete my projects to the best of my
abilities in the time given.
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