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STREET FIGHTER AND THE WORLD 

When the competitive fighting game Street Fighter emerged 

in 1987, it garnered an even bigger reception overseas— 

particularly in America—than in Japan, and this led to the 

development and massive success of Street Fighter II in 

1991. In response to one of our interview questions for this 

book, current Capcom corporate chairman Kenzo Tsujimoto 

said the following: “With entertainment, you have to take on 

the entire world.” History clearly shows that Street Fighter /I 

was responsible for establishing fighting games as a genre in 

the video game scene thereafter, but Tsujimoto’s doctrine of 

focusing on players all over the world is key to examining the 

essence of the Street Fighter series. 

THE WORLD OF STREET FIGHT 

What follows is a premium fan book commemorating the thirtieth anniversary 

of the Street Fighter series through valuable testimonials and related visuals 

from those who have been involved with the series throughout its history. To 

the passionate, veteran fighters of the past, it’s a retrospective archive. To 

the current fighters still waging battle now, it’s a monument to how we got 

where we are. Embedded in this book is a message, built over the course of 

thirty years by developers and players all over the world, and it is my sincere 

hope that it will serve as a guidepost for the future of the series. 

After thirty years, the strength of Street Fighter still goes beyond the world. 

—Daisuke Kihara, Editor 

eC. 
Illustration: BENGUS [Capcom Co., Ltd.]/Cover illustration for this book (original piece) 
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| MAJOR EVENTS 

| Asan Cie Dry beer debuts/X68000 reledsed/ee Engine 

i released 

| USSR— Perestroika bepina/ Gale buys the Nankai Hannay 

| Seoul Olympics/Mega Drive released/ Dragon Quest Jil 

| released, becomes social phenomenon 

| New Tokyo Metropolitan Government Building opens/ 

| Yokozuna Chiyonofuji retires/Warsaw Pact ends/Baltic states 
pean independence/Soviet Union falls 

TITLE PLATFORM YEAR 

Street Fighter [AC] 1987 

Fighting Street | [TG] 1988 

allt pases 

Street Fighter I! [AC][SNES][GB] 1991 

Street Fighter Il’: Champion Edition [AC]{TG] 
ae aaa i" 1992 

Street Fighter I’ Turbo: Hyper Fighting [AC] 

Street Fighter !l Turbo: Hyper Fighting oN ity 

Street Fighter Il’: Special Champion Edition [SG] 1993 

Super Street Fighter Il - The New Challengers | [AC][SNES][SG] 

Super Street Fighter Il Turbo [AC][3D0] 1994 

Street Fighter: The Movie [AC] 

Street Fighter Alpha: Warriors’ Dreams [AC}[PS}[SS] 
a : —— 1995 

Street Fighter: The Movie dnacue 8 | 

Street Fighter Il MOVIE ne 

Street Fighter Alpha 2 AAT 3) [SNESy 

Street Fighter Zero 2 Alpha | [AC] ‘ fs 1996 
Street Fighter EX {AC} 

Street Fighter Ill: New Generation. fi [AC] 

Street Fighter EX Plus 
wallcpbden Pins bereAunr spss eke alts pee Ane 

Street Fighter EX Plusa 

Mea Saas eana costly 

‘| world chess champion Kasparov/TV anime blamed for 
| numerous epileptic attacks/X JAPAN breakup/Toyota Prius 

| Tokaid6 “Nozomi” Bullet Train begins service/Los Angeles 

riots/Barcelona Olympics/Sanma no Super Karakuri TV, TV 

| Champion, Asakusabashi Young Youhinten, and Tamori’s 

| Vocabula Tengoku air 

| Czechoslovakia splits/First foreign sumo wrestler (Akebono) 

| ascends to yokozuna rank/World Trade Center bombing/Iron Chef 

| ft iu NT 

Met Uiloke sarin HSE ivauielea ane of he Nirayenne 

Cabinet/Prime Minister’s Office website launched/Narita 

Brian completes Triple Crown of Thoroughbred Racing/Sega 

Saturn released/PlayStation released 

| 

| Great Hanshin earthquake/Tokyo subway sarin attack/ 

| Five-day school week system commences/Neon Genesis 
| Evangelion begins airing, becomes social phenomenon 

| Tokyo Big Sight opens/Purikura and loose socks see 

| popularity boom/Yoshiharu Habu becomes first person 

to hold all seven crown titles in shogi/Atlanta Olympics/ 

Nintendo 64 released/closure of the Magdalene Laundries/ 

First cloned sheep born/Andy Hug wins K-1 World Grand 
Prix/Steve Jobs returns to Apple 

Handover of Hong Kong/IBM’s Deep Blue computer bea 

debuts/Pride 1 Rickson Gracie vs. Nobuhiko Takada fight 

>)/iMac debuts/ 
larization of the 

[AcitPS| eal 

hale ali AOS 

é Street Fighter lil 3rd Strike: 
ie | [AC][DC][PS2]} 
Fight for the Future 

U/Treaty of Amsterdam 
holds first debate session 

sfer of sovereignty of Macau/Y2K 
ebuts 

between party leade 

problem/AIBO roboti 
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About This Chart 

This chart lists every major installment in the Street Fighter series Bn Seon ee NED NS i 
[AC]: Arcade [SNES]: Super Nintendo 

released prior to February 2020. The list of titles included here is [PC]: PC Computer [Xbox One]: Xbox One 
derived from the series’ official website. Furthermore, titles whose [PS4]: PlayStation 4 [Xbox 360]: Xbox 360 

release spanned multiple years on different platforms have been eel ihe : ps nue ! 
. . -. £ . “ + : Pla atvion ; 9ega Ureamcas included in the year of their first release (or operation). The “Major res Bae eer fie ier 
Events” column has been populated by the editor with key phrases [PSP]: PlayStation Portable | [SG]: Sega Genesis 
that recall the state of society at that time. [Switch]: Nintendo Switch [TG]: TurboGrafx-16 
>Series official website title lineup: http://www.capcom.co.jp/ [GBA]: Game Boy Advance — [3DO]: 3D0 
game/content/streetfighter/lineup [GB]: Game Boy {i0S/Android]: iOS/Android-compatible app 

| 
TITLE PLATFORM YEAR MAJOR EVENTS 

Street Fighter EX3 [PS2] | BS Digital Broseeaatie begins/Sydney Olvanies Snow Brabd 
+ - 2000 | mass food poisoning incident/Kamitakamori Ruins hoax/Tiger 

Super Street Fighter II X [DC] | Woods becomes youngest person in history to achieve Grand 

for Matching Service | Slam/Namco Wonder Eggs closes/PlayStation 2 released _ 
— Cae Ue —__—— ee 

Street Fighter Alpha 3: aah ‘0 Dojo 
e bind [DC] Central Government Reform (from one office and twenty- 

for Matching Service | 
wu Bea | two ministries to one office and twelve ministries)/Universal 

Street Fighter Zero 3 Upper [AC][GBA] 2001 | Studios Japan'(USJ) opens/H-IIA rocket test unit 1 launches 

; a ait | from the Tanegashima Space Center/Tokyo DisneySea 
Street Fighter Alpha: Warriors’ Dreams areal opens/“Suica” smart card launches for train passengers/ 
Super Street Fighter II Turbo Revival [GBA] | Hidetoshi Nakata leads Roma to Victory at Italy's Serie A 

iy Human genome Husenercd/euimonal idieaeen 
Hyper Street Fighter It: ([PS2][AC] 2003 Protection Act established/Japanese crested ibis goes 
The Anniversary Edition : site L sine 

fe extinct/Digital terrestrial television commences | 

Street Fighter Anniversary Collection | [Xbox] 2004 Athens Olympics/Nintendo DS released/PSP released 
SUE rg a ad ern ate alate EDA AU VER ih aa ah a 

Street Fighter Alpha 3 MAX [PSP] Livedoor scandal/Earthquake resistance data forgery ceed 
Hi Hea | 2006 cell phone “mobile number portability” system begins/FIFA 

Street Fighter Alpha Anthology [PS2] | | World Cup in Germany/PlayStation 3 released/Wii released 
~ + — —— — a -— ——- —— 

| [AC]{PS3} a 
Street Fighter IV [Xbox 360][PC] iPhone3G' debuts in Japan/Beijing Olympics/Lehman 

1 ot, Piet 2008 Brothers securities company files for bankruptcy/Barack 

Super Street Fighter II Turbo HD Remix [P83] [Xbox 360] Obama elected 44th US president 
Hiaioe iL EN ME Ha pnallral 3 Ura 

(Ac}iPs3] | | 
Super Street Fighter IV [Xbox 360] Yokozuna Asashoryu retires/Statute of limitations abolished 

+ 2010 | for brutal crimes/Expo 2010 Shanghai/FIFA World Cup in 
[AC][PS3] / South Africa 

| [Xbox 360] 
aut if eae tn CSU a 

{PS3][Xbox 360] Sanriku-Oki Earthquake/Nadeshiko Japan wins Women’s 

ii | World Cup soccer/Japanese racehorse Victoire Pisa wins 
| Dubai eae Cup/Racehorse Orfevre wins Japanese Triple 

FANG es. ial Fikcs ee institute (falsely) announces 
pe 201 success STAP cell development/Mt. Gox cryptocurrency exchange 

pics 

3th element 

forld record 

Pw Eirtentlo Switch released/Donalt rump inaugurated 45¢k US 
: : pre enor first-ever Lifetim alee 

treet Fi Il: [switch] 2017 Créwn holder/Sota F ews record for yo 

inal Challengers shogi player (fourteen and two months)/Kazuyosht Miura b 
i -year-old to score a goal in J.League history/Kdhei Uc 

[ pal WI tenth consecutive All-Japan Gymnastics Championship 
: : het Sie a res le oh 

Street Fighter V: Arcade Edition [PS4][PC] YS, _| Super Blue Blood Moon observed/Yuzuru Hanyu takes 

{PS4][Xbox One] 2018 second,consecutive gold medal at PyeongChang Olympics/ 
Street Fighter 30th Anniversary Collection [Switch][PC] ‘A World Cup in Russia 

t i EAs A in 

Street Fighter V: Champion Edition (PS4][PC] on § feleased/ Xbox Series X released 

¢ 
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166 Street Fighter EX2 PLUS 
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122 Series Timeline 

246 The Basics of Street Fighter 

Abbreviations used in this book—This book uses the following title abbreviations. 

¢ Street Fighter > “SF1” 

¢ Street Fighter Il > “SFII” 

¢ Street Fighter Ill > “SFIII” 

* Street Fighter IV > “SFIV” 

¢ Street Fighter V > “SFV” 

* Street fighter EX > “EX” 

* Street Fighter Alpha > “SF Alpha” | 

We extend our sincere thanks to Capcom’s Hiroaki Kitaura, Shimpei Takasugi, and Kana 

| Urasawa, as well as Zenji Ishii, for their tireless efforts in gathering the materials and assets | 

for this book. 



SPECIAL ILLUSTRATIONS 
This special illustration gallery exhibits the talents of the various illustrators, manga artists, 

and others who have been close to the series over the years, with a focus on the artwork 

used in Street Fighter V: Arcade Edition’s various ending screens (known as “end cards”). 

Ie all 
JA 

ini f 
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CHAPTER 1 

BENGUS 
Aw ey ISS 

Character Designer/Illustrator | chose to do a Street Fighter 1 drawing, thinking not many people would. The first things that 

sprang to mind when thinking of SF1 were Sagat’s boisterous laughter—“DAAAAHAHAHAH!”— 

and the tile-breaking bonus stage. | tried to stick as closely as possible to the vibe of the game’s 

graphics. | thought it’d be cool to have this demonic-looking pack of global goons saying, “Look a 

the weak little twerp lolll,” while Ryu/Ken are going, “Dammit!... (Can’t even break a roof tile!)” 

First Appearance: Original piece for this book 
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Part + x 
Character Designer/Illustrator 
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| STREET FIGHTER V 

Me” 
: | 
¥ 

if 

— 

In this piece, everyone’s invited the cat goddess Menat out to a cat cafe. You’ve got a variety of types here—those just 

tagging along, those who are totally into it—but most actual cat cafes aren’t like this, because you’re not allowed to touch 

or pick the cats up (because it stresses them out). Plus, in reality cats only go where the treats are. In the end, there’s no cat 

like the one you have at home. What type are you?!?! (1 mean in terms of your attitude toward cats.) 

First Appearance: Original piece for this book 
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| STREET FIGHTER V 

BETTEN COURT 
BK tA 

Happy 30th to Street Fighter! Come to think of it, it was my desire 

Manga Artist/Illustrator to play SFII that got me to start going to the arcade, and that’s one 
thing that led to my being in the games industry now. And now 

Street Fighter has given me yet another opportunity, so I’m over the 

moon! Here’s hoping the Street Fighter series sticks around forever! 

First Appearance: Original piece for this book 
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YUSUKE 
MURATA 
AY HAE ST 
Manga Artist/Illustrator 

Happy 30th to Street Fighter. Even as a middle 

schooler who was bad at games, | was so drawn 

into SFII’s lush and lively character visuals that 

| became a loyal arcade frequenter. SFI/ hinted 

at what it means to create powerful expression, 

and | still employ those hints in my work today. 

First Appearance: Original piece for this book 
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AKIO 
Akio (4 3 3) 
Character Designer/Graphic Artist/Illustrator 

First Appearance: Street Fighter V: Arcade Edition end card 

Decades ago, we were making a game like Final Fight at the company 

where | worked, and | heard a rumor that some awesome game was 

getting location-tested, so | zipped over to the arcade. | pushed my way 

through a huge crowd of gamers and was blown away by the power 

of those graphics as soon as | laid eyes on the screen. | remember 

returning to work with my head hung low. *laughs* 

To think that decades after that first encounter with SF// I’d have the 

opportunity to work on SFV—it was beyond my wildest dreams. I’m as 

glad as can be. 
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| STREET FIGHTER V 

UN TSUKASA 
Res 

= | was still a school kid when Street Fighter 1 came out and | used to smash those 

Character Designer/IIlustrator pressure-sensitive buttons at the arcade. *laughs* Sometimes a Hadoken or Shoryuken 

would come out by pure accident, and even though | was the one performing the 

moves |’d be shocked by their awesome power. *laughs* SF// came after that and 

accompanied my adolescence, and | think it had a major impact on my art. Getting to 

draw an illustration for SFV: AE, the latest game in the series, was deeply moving for 

me!! Decades of emotion from continually playing this series went into this piece!! 



PAPA Re 

~ * 

First Appearance: Street Fighter V: Arcade Edition end card 
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AHNDONGSHIK 
Tita 7 

Manga Artist 
| tried to manifest my idea of “This is what a Street Fighter 

illustration is like!” I’d imagined it to have more of a sleek feel but 

somehow it came out with this grittiness... This gave me a real 

appreciation for the challenge of doing a group piece. It’s all a labor 

of love for Street Fighter, so | hope you like it. 
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Bes PN pa a 57 tOeieern, 

First Appearance: Street Fighter V: Arcade Edition end card 

This was my first time drawing a female Street Fighter character. 

For me, it was very challenging work. 
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CHAPTER 1 | STREET FIGHTER V 

TOIHACHI 
toi8 

Illustrator/Manga Artist 
I’m of the generation that was directly struck by the fighting game 

boom, so | had a really hard time at first deciding what character 

to draw. | considered drawing Yun and Yang with a cat between 

them—a Yun-Yang-Nyan—but then | thought, “For an official piece 

it’s gotta be Chun-Li!” Thank you for giving me a platform like this. 

I’m really glad | didn’t draw Captain Sawada. 

First Appearance: Street Fighter V: Arcade Edition end card 



RockinvJelly Bean 
Kaye eae ee 

IIlustrator/Artist/Musician 

026 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 

Happy 30th Anniversary!!! It’s already been thirty years since Chun- 

Li’s bouncing chest and digital writhing in defeat had me gazing at 

the screen with intense jealousy. Street Fighter! With a morality and 

sensibility all its own, it’s continued to earn the love of people all over 

the world. As a Japanese person, it makes me proud. 



1 | STREET FIGHTER V 

First Appearance: Street Fighter V: Arcade Edition end card 
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First Appearance: Street Fighter V: Arcade Edition end card 
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Tron 

1 [Ea] Ae 
Manga Artist 

CHAPTER 1 | STREET FIGHTER V 

MISAWO AKUTAGAWA 
Congratulations on thirty years since the birth of Street Fighter!! 

Out of all of Capcom’s games, this was the first series | fell in love 

with, drawing countless pictures of its characters. | bought the 

Super Famicom version, Super Street Fighter //, on release day 

with my saved-up New Year’s money, and was always playing and 

drawing Camnyy... 
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TATSUYA YOSHIKAWA 
bea. 
Character Designer/Illustrator/Game Designer 

030 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 

Happy 30th to Street Fighter! It’s an honor to have the 

opportunity to contribute a piece to this ever-popular series. 

| got to choose a character so | drew Cammy. Back in the day, 

someone gave me a sneak peak at Cammy mid-development, 

and | was blown away by the springy vigor of this thing of bone, 

muscle, and fat. | also thought, “Dang this is racy! Can you do 

this?!” I’m a fan of her pixel art from back then, so | tried to keep 

that in mind here. How’s it look? 



CHAPTER 1 | STREET FIGHTER V 

First Appearance: Street Fighter V: Arcade Edition end card 
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First Appearance: Street Fighter V: Arcade Edition end card 

HAJ | M E U E DA When you feel daintiness or coolness 
In the pointy feel of acute angles, 

WL IN Or elements with a negative feel, if you like, 
It’s instant love 

Manga Artist/IIlustrator 
You think, make it less user-friendly 

It’s instant love 

There was a lot of that 

First Appearance: Street Fighter V: Arcade Edition end card 

t RA P ie a RAI N Happy 30th birthday to Street Fighter. I’m proud and sincerely grateful to 

have been involved as an artist in Street Fighter V: Arcade Edition, a title 

= 5 = & worthy of celebration. My introduction to Street Fighter was during my 

Zak A 7, ey 4 “ school days, right smack in the middle of the “yankee” movement. Though | 

didn’t play it myself, every day | was at the arcade, eyes glued to my friend’s 

skillful play while fearing | might get jumped. Those appealing characters 

held my heart captivated. Now | apply myself each day to the hope that | 

might someday get to work on the series as a character designer. 

Illustrator 
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1 | STREET FIGHTER V 

First Appearance: Street Fighter V: Arcade Edition end card 

First Appearance: Street Fighter V: Arcade Edition end card 

| believe Street Fighter was an eighties game, and if my memory’s 

not mistaken it was right around the same time as my own work on j iia 

Bikkuriman/Demons vs. Angels. That was during the Famicom craze, 3 : emai 

so | was doing quite a bit of gaming as research for work. 

That said, | don’t remember playing Street Fighter very much. ( a - a N WW 0) 

...| suspect it’s probably because | was bad at fighting games and 

couldn’t win. *laughs* Va NVA Ags AIS Bx 

Character Designers/Graphic Designers 

‘i s 

[por We CES 

®& HS ri] 

| was studying video game characters from a work perspective at that 

time, and | felt Street Fighter with its many distinct characters was an 

interesting study in that regard. As far as character selection, we couldn’t leave out Ryu, who 

occupies a similar space as Bikkuriman’s “Super Zeus”. For the second 

When we received the request to draw these characters in our character, we chose the beautiful and strong Chun-Li, an iconic 

own style, | was worried our “two-head-tall” figures wouldn’t be character in her own right whom we’d wanted to draw. 

able to convey the appeal of these unique, imposing fighting game 

characters, but when all was said and done | think we achieved a good __|t would be neat if this occasion leads to a collaboration with 

balance between the appeal of Bikkuriman and that of Street Fighter. Bikkuriman. 

f G 0 First Appearance: Street Fighter V: Arcade Edition end card 

— 

é Congratulations on thirty years of Street Fighter! | love the 

Illustrator designs and game graphics, and I’ve looked through the 
Capcom Design Works book so many times it’s fallen apart. 

As far as the games themselves, | like EX. Fan for life!! 
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sep BL 
MINE YOSHIZAKI 
Manga Artist/Illustrator 

M\ NE TOSHI2Aig | 20\> 

First Appearance: Street Fighter V: Arcade Edition end card 

The great thing about Capcom games is that they always try to create a “look”. The last game, 

Street Fighter IV, took the look and proportions of the pixel-era games and directly evolved 

them into a look that had a really nice texture to it. And with Street Fighter V they showed us 

another big evolution, unifying all the characters under a brand new style in a way reminiscent 

of Street Fighter III. The fighting feels good, a clash of textures. The art makes the games more 

fun. | think that’s the great thing about Capcom’s “looks”. 
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| STREET FIGHTER V 

First Appearance: Street Fighter V: Arcade Edition end card 

FUZICHOCO 
= 
— 

Hi 5 : Chun-Li’s all about those legs! So this composition puts them front and center. 

Illustrator | usually only draw slender characters, so I’m extremely unsure of whether I’ve 

done justice to the delicate balance of muscle and beauty in Chun-Li’s legs, 

but | did my best. It’s really nerve-wracking drawing a character who’s been 

beloved for a long time... For the background, I’m a fan of the China stage and 

its feeling of colorful disarray, so | tried to capture that ambience as | drew. 
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CHAPTER 1 

First Appearance: Street Fighter V: Arcade Edition end car 

SENRI KITA 
ACT Ht 
Character Designer/Illustrator 

When | saw Ibuki for the first time in Street Fighter III, | 

thought she was so cute, she was so cool. To think I’d be 

blessed with this opportunity to draw her... Thank you so 

much! Oh, | should have drawn her with Don-chan! 
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First Appearance: Street Fighter V: Arcade Edition end card 
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CHAPTER 1 | STREET FIGHTER V 

RFECT KOK PRR: 

KAZUSHI HAGIWARA 
Aik — = 

| started playing with SF//. We were the generation that bought our own arcade boards and 

Manga Artist destroyed countless controllers and practiced until the spaces between our fingers bled, 

so the release of Arcade Edition is very emotional for me. Doing cross-ups, landing attacks 

“from the root”, crouching and standing, canceling, poring over magazine articles and 

carving out combos with my own fingers—! played fanatically, lol. At times you could even 

feel the “ki” flowing between you and your opponent, y’know? ...Not so much? Please 

keep making awesome fighting games! 
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First Appearance: Street Fighter V: Arcade Edition end card 
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CHAPTER 1 STREET FIGHTER V 

TARO MINOBOS 
EAB 
Character Designer/IIlustrator 

Street Fighter is a work globally beloved by its users. I’d thought it fell into a 

category | didn’t have much connection with, but here | got the opportunity to do 

an illustration for it, and it’s simply an honor. | thought about how to draw the world 

of Street Fighter in my own style. The theme for this piece is “Duel at High Noon”. 

Lunchtime at the school concession stand. Yakisoba rolls, the treat beloved by all. 

The students are always waging fierce battle to get their hands on them! Chow 

down, power up, and fight it out! 
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First Appearance: Street Fighter V: Arcade Edition end card 

ZAC'N P 
Sut FR 9 My career debut was a parody of the first game, and when the last game brought back 

fighting games, | played it to my heart’s content. Now watching pro gamer tournaments 

Manga Artist is one of my undeniable pastimes, and | continue in the present tense to have a strong 
attachment to this game. | had a great time working on this project. 

First Appearance: Street Fighter V: Arcade Edition end card IPPEI GYOUBU 
Wan aaa Happy 30th anniversary to Street Fighter. My first contact with Street Fighter was when | went to an arcade 

while skipping cram school. With those cabinets for the first game with the giant buttons, | would often 

Illustrator/Mechanic Designer miss and draw blood. And then there was SFI/! It will forever occupy my memories of high school. | was so 

obsessed with the character design and posters, it was almost a little sad. When | think about it now | can 

even smell the arcades from back then, and | realize how much of a part of my adolescence it was. 
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| STREET FIGHTER V 

—- : 
R s i S UJ K iS 0 S be E K i R ; First Appearance: Street Fighter V: Arcade Edition end card 

Ey Fae Wf ikea | aes 
JH 9 | It’s been awhile since I’ve been this fond of a character and their abilities. | 

often choose the wrong character as a main, but... is Necalli the right pick? That 

Manga Artist standing mp > crouching mp is insanely addictive! 

WS 

First Appearance: Street Fighter V: Arcade Edition end card 

Lf Iba 

DOWMANSAYMAN | 
EY HS AA Happy 30th anniversary to Street Fighter. I’ve completely ignored my 

main, Adon, and drawn Poison instead. When you talk about Poison, 

Manga Artist Capcom Fighting All-Stars comes to mind, but that probably won’t be 
mentioned in this book so I'll stop talking about it. Next time | think I'll go 

with Ingrid, so see you at the 40th anniversary. 
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First Appearance: Street Fighter V: Arcade Edition end card 

 NAMBOKU- 
PAC 
Manga Artist 

| drew Sakura, Blanka, and Dan running along the riverbank. 

I’ve always liked this trio—uneven, yet cohesive. There are 

other characters here and there in the background I’d love for 

you to notice! 
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MASAHIKO NAKAHIRA 
rh IES 
Manga Artist 

Hello, my name is Nakahira. They said | could draw whatever | wanted, so | drew Sakura 

and Karin indulging in some gaming. | bet someone else has drawn this motif before, but | 

couldn’t resist the urge to draw a “salty Karin”! By the way, when | was doing image searches 

on the web to check the clothing colors, guess what came up—my old drawings. All that lack 

of skill... no, | mean all that nostalgia, brought tears to my eyes. 

...Well, in reality I’m not that skilled even now. Sorry to sully your eyes. 

First Appearance: Street Fighter V: Arcade Edition end card 
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maaaT , 

First Appearance: Street Fighter V: Arcade Edition end card 

ARE FA TON [HAA AT .3Y |] It’s a tremendous honor to be called upon for a project such as this. 

\’d wanted to depict the rivalry between these two characters back 

Designer, Capcom Co. Ltd. then but didn’t get to, so drawing this was very nostalgic and exciting 

for me. Looking forward to Street Fighter’s ongoing evolution! 

if 

First Appearance: Original piece for this book 

KEI ICHIMONJ Wow!! | get to draw for Street Fighter!! It’s a good thing I’ve 

ye wy been going to the arcades since high school!! And | get to leave a 

FH comment, too?! ...0... Okay... I’m just gonna say what | feel like! 

Here | go!! Capcom overlords, please make Yamato Nadeshiko a 
Manga Artist 

playable character!!!! 
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| STREET FIGHTER V 

Happy 30th anniversary. As a first-year newbie I’m very pleased to have 

CS St 73 | an opportunity like this. As a young child watching Street Fighter over 

my cousin’s shoulder, | never imagined one day |’d be drawing for it. 

You never know what might happen in life. Peonies for Chun-Li, rose 

of Sharon for Juri, and water lilies for Menat. | drew it to my own taste. 

Designer, Capcom Co. Ltd. 

First Appearance: Street Fighter V: Arcade Edition end card 

KIRAT \ 0) “The proud Karin Kanzuki and her butler, Shibasaki, backed by the 

cherry trees of Kanzuki Manor. Whom does she think of as she walks 

+ 7 4 bh (att 7 Sy | among the falling blossoms...?” The theme here is, “Next time we meet, 
we’ll settle this.” The stark contrast of vivid pink cherry blossoms and 

blue moonglow is a quiet expression of the fighting spirit. 
Designer, Capcom Co. Ltd. 
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First Appearance: Street Fighter V: Arcade Edition end card 

Happy 30th anniversary! SF1 Ryu had this hot-headed, glaring image, so | tried 

To Arts (mat TAY) imagining what would happen if he ran into SFV Ryu. 
“Yo, current me!” “Hey there, original Ryu!” 

Designer, Capcom Co. Ltd. Clutch! ! Hrrr..! 

Chun-Li’s wrist spikes poking them is an homage to Master AKIMAN’s Shadaloo 

secret base drawing. That pained expression was just the best. 

First Appearance: Street Fighter V: Arcade Edition end card 

N 0 Ri a : D Z : UJ : i Happy 30th. | felt like | did a lot of work for fighting games at the time, 

: i ee sia eae but if you limit it to just the Street Fighter series, these are essentially the 

je Sipe Fe (HAHA 2 ~ | only three characters | dealt with. This was my first time drawing Oro in 

twenty years, but | was able to do it from muscle memory alone, without 

digging up any old reference material. Frankly, even | was surprised. It 

was a reminder of the importance of codifying your characters. 

Designer, Capcom Co. Ltd. 
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Drawing illustrations for Street Fighter was a crown on my Capcom career. 

| really enjoyed working on these images. | decided to draw my two favorite 

characters: Chun-Li and “Hot” Ryu! 

Snow is falling as Chun-Li is preparing to fight. I've always loved Chun-Li — she 

is so powerful but has a sweet side as well. | wanted to draw a moody scene 

with a contrast between the cold environment and the warm lanterns. 

CHAPTER 1 | STREET FIGHTER V 

First Appearance: Street Fighter V: Arcade Edition end card 

JONKERS MARTHE 
AYVA—AR VW [sty 7ar) 

Designer, Capcom Co. Ltd. 

First Appearance: Street Fighter V: Arcade Edition end card 

ly oo ‘ 

| like taking photos of the city when it rains, because 

all the neon lights start to reflect and sparkle. A city 

can become more beautiful when it rains. With this in 

mind, | created this scene with Ryu. | like the mystery 

of it, it makes you wonder: did he lose a fight, or is he 

preparing for one? 
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CHISATO MITA 
32 FA-F S akatiazay | 

Character Designer/IIlustrator, Capcom Co. Ltd. 
Each of the SF series*characters had an appeal that kept me transfixed, but | was particularly 

fascinated with Vega. First it was his beauty that caught my eye, then | saw his arrogant 

dialogue, his absolutely excellent defeat portrait, and the slippery way he crawled along 

that fence, and | was transfixed. Some years later BENGUS drew him with his mask off for 

SF Alpha 3, and | was stricken by this even cuter psycho-hunk! For this project we were 

allowed to draw whatever character from whichever series, however we wanted, so! chose 

an SFIl rendition where you get to appreciate his upper body. 
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First Appearance: Street Fighter V: Arcade Edition end card 



HA aot 
\Ilustrator/Manga Artist/Musician 
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Centering on Chun-Li and Juri, | drew iconic elements from the 

stages of each of the eight original Street Fighter // characters as 

well as from the game itself, to express this game’s originality and 

exhilarating feeling. 

My first contact with the series was with the still-foundational Street 

Fighter II, and though it had many revolutionary elements, the one 

that surprised me most was that it showed Asian women, too, could 

be presented in an attractive way. 

| STREET FIGHTER V 

First Appearance: Street Fighter V: Arcade Edition end card 

What | mean is, in anime and games culture up to that point, the 

female characters were always modeled after white women, and 

were almost never playable fighters, just princesses or supporting 

characters. 

Given that situation, strong, beautiful Asian women like Chun-Li and 

Juri, whom I’ve drawn here, had a huge impact. They’re indicative 

of our present-day society of active, successful women, and directly 

connected to my own professional goals of current style of “drawing 

Asian (Japanese) women properly”. 
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CHAPTER 1 | STREET FIGHTER V 

Son 
[Ly A Be TE 
=~ =~!) oStCSCSst=<S;<;S;<SCS;~SCOté‘i‘CSSCS*;*s‘ SSS It’s deeply moving to bask in the honor of drawing Chun-Li, one of the 

iIlustrator/Manga Artist most valued names in the entire series. I’m bad at fighting games myself, 
so | can’t say I’ve seen all there is to see of Chun-Li. | just hope this piece 

doesn’t betray the image you all hold of her. 

First Appearance: Street Fighter V: Arcade Edition end card 

Ge 
en. 
Map 228 



KATSUYA TERADA 
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CHAPTER 1 STREET FIGHTER V 

As a member of “team Virtua Fighter”, it’s sort of an odd feeling 

drawing an SFI/ character, but it was fun getting to draw Akuma. 

First Appearance: Street Fighter V: Arcade Edition end card 

t nf 

Pik i 
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Street Fighter V key visual 
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Following the end cards, published here are associated visuals from Street Fighter V, as well as 

an introduction to the character roster. The character introduction section includes a relationship 

chart offering an overview of the entire series, as well as a story mode digest. | hope that it serves 

as a chance to deepen your understanding of the SFV world and narrative. 



ARGADE\EUI 
aren 

> Street Fighter V: Arcade Edition main art 

062 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 



| STREET FIGHTER V 

= — Kiki [Ht Ati A 72 |] 

A Capcom designer and artist. Has created character designs and 

concept art for numerous titles, including the Dead Rising, Resident 

Evil, and Otoranger series. For the Street Fighter V series he manages 

character design and artwork for promotional materials, while also 

providing oversight and design work for various figures and sculptures. 

Capcom Co. Ltd. 

Street Fighter V: Arcade Edition original poster art 

4 ‘Sad 

a ae 

ARLAUE.EDITION 

Street Fighter V: Arcade Edition art 
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New York Comic Con 2017 poster art Poster art 

Ken 

Shadaloo Elite Guard 
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| STREET FIGHTER V 

Exclusive package art for Street Fighter V HOT! Package 

Alternate Costume Chun-Li 

et) 

TB 
<< iF yg 

OMS SC ~ +e, 

Street Fighter V: Arcade Edition e-Capcom exclusive package art 
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Street Fighter V art displayed at E3 

BENGUS 
Capcom Co. Ltd. 
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NUD A exattaz ay] 

A Capcom illustrator and character designer. After doing the cutscenes for D&D Tower of Doom 

and Alien VS Predator, he was hand-selected to join the design department, where he was involved 

in illustration and cutscene work for not only the Street Fighter series, but also the Darkstalkers 

and CAPCOM VS. series, and many other titles. Of the many pen names he used during that time, 

BENGUS is particularly well known. Currently he is an illustrator for Street Fighter V. 



> Street Fighter V e-Capcom exclusive box illustration 

GE csp, 
2 sty sy 



oA cl 

Street Fighter V Special Pack original sleeve art 

AY AE 
Manga Artist YUSUKE MU 
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| STREET FIGHTER V 

- Street Fighter V Asia & North America version package art 

SHINKIRO 
Capcom Co. Ltd. 

FEE [RSL HAF 2 v | 

A Capcom designer. Did illustrations for Capcom Fighting Jam and other 

titles. Actively involved in a diverse array of titles, including the Monster 

Hunter and Resident Evil series. 

The following section offers a Street Fighter V character relationship chart, profiles for each of the 

game’s thirty-two playable characters (as of March 2018), and a Story Mode digest. Characters are listed 

alphabetically, from Abigail to Zeku. 
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Height 

Weight 

Nationality 

Job Former Mad Gear boss 

Likes Big cars, death metal 

A former member of the Mad Gear gang with 

an inhuman physique. Now runs a successful 

car modding and scrap metal business in 

Metro City. When the blood rushes to his 
| head he goes indiscriminately berserk, 

instilling terror in all his em r 
“move unleashed: 

STORY MODE: FIERCE BEAST 
1) Abigail making sobbing and roaring noises. 

2) Ibuki mistakes his sounds for farting. 

3) Zangief mistakes his sounds for rude booing. 

4) J, Axel, and Roxy return from shopping. 

Abigail had lent them the car for the day, but had forgotten. 

"Oh, hey Boss, we’re back!” 

5) Abigail takes out his frustrations on his subordinates. 
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CHAPTER 1 | STREET FIGHTER V 

» Master of the Fis 
Cg 

‘nee 

Nationality Japan 

Job Unknown 

Likes Unknown 

Unleashing the power of the Satsui no Hado, 

Akuma fights on in search of the ultimate 

battle with a worthy opponent. 

STORY MODE: MUDO TENSHO! 
1) “You will never reach the path of the divine. 

Heh heh ha heh heh...” 

2) Necalli attempts to swallow Akuma’s soul. 

3) “| have surpassed heaven. | am power made flesh.” 

4) Akuma’s demon god fist defeats Ryu’s fist of humanity. 

But Ryu still asks if he may challenge Akuma again. 

5) Akuma answers, “Very well.” 
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shoulders to Carry ihe Next Generatior 
ee a 

7 ] _ A V 

Job Martial Artist 

Likes Training, his family 

A young martial artist living in a trailer in 

New York. He continues his training in the 

pursuit of strength, but has never left New 

York and has no interest in doing so. This 

worries Tom, a close friend of Alex’s father. 

Alex is a man of few words, but he is airect 

when he has something to say. 

JOOW AYOLS 

STORY MODE: UNTAMABLE NEW BLOOD 
1) “Again, huh...” Alex receives a letter, then decides to take a 

nap after eating Patricia’s sandwiches. 

2) “So you’re finally awake? Shadaloo test body 222222!” 

3) Alex fights simulated battles against world warriors. 

4) “If there’s no way out, I’ll make one!” 

5) “A dream?” But Alex’s face remains scarred from the battle. 
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Job 

discovered in a S.I.N. laboratory. 

be in the clear. Then I'll bash his face.” 

5) Balrog and Ed share a laugh. 

Height 193cm 

Weight 135kg 

Nationality United States of America 

STORY MODE: BINARY STAR OF CORRUPTION 
1) Balrog is asked about the experimental body he 

2) The experimental body turns out to be Ed. 

3) As Balrog and Ed meet with the Secret Society, Necalli appears. 

4) Balrog accepts Urien’s offer, but knows the Secret Society is not 

to be trusted. “After we do the job and | get my money, we'll 

JESTOVEL OF RUIeS 
—_ —_ 

One of the Four Kings of 

Shadaloo 

Likes Women, bourbon, money 

One of the head members of Shadaloo. 

Short-tempered and avaricious, Balrog 

follows his desires, charging into the enemy 

with powerful punches without paying heed 

to the before or the after. 
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PiGem 
Weight 230kg 

Nationality England 

Job Freeloader 

Likes Beer, beef jerky, food 

This. marks Birdie’s first appearance since the 

_ Street Fighter-Alpha series. Though slow, 

~~ he boasts high attack power and a host of 

expressive new moves that are a feast for the 

eyes! " 

ns 
=f 
es) 
ad 
aed 

= 
i=) 
i=] 
mm 

STORY MODE: ON THE RUN: EXTREME HUNGER! 
1) Birdie decides to leave Shadaloo. He evades the pursuit of F.A.N.G. 

2) Chun-Li tries to arrest Birdie, but he escapes. 

3) He flees to the Kanzuki Estate, where he 

explains the true reason he left Shadaloo. 
4) “Where’s it writ that | got to wear this hat?” 

5) Karin hires Birdie with food. 

“The Kanzuki-ryu 'one hundred man Kumite 
wy 
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WVACTIOL OF Ine 

be \ 

Height 192cm 

‘ Weight 98ke 

Nationality Brazilian Amazon 

Job Unemployed 

Likes His mother Samantha, 

Arapaima, tropical fruits 

An Amazonian warrior with a heart of gold. 

Employs a wild fighting style honed in the 

jungle, and the electric powers he acquired 

after battling an electric eel. Has plenty of 

leftover inventory of the “Blanka-chan” 

dolls he had made after being taken in by 

a smooth-talking manufacturer who said 

they’d make him popular. 

JOOW AMOS 

STORY MODE: THE AMAZON THREAT 
1) In Brazil, Blanka tries to sell his Blanka-chan dolls on the street. 

2) Laura steps on a Blanka-chan doll. 

3) Blanka is stuck with a lot of inventory. Laura and Sean 

suggest he should try selling them in Japan. 
4) Jealous of the arcade prizes’ popularity, Blanka damages the machine. 

5) Through her job at the arcade, Sakura is able to get 

the Blanka-chan dolls added to the arcade’s prizes. 
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164cm 

61ikg 

Nationality England 

ii Job Delta Red Operative 

Likes Cats 

Cammy sports quick movements and attacks 

that deal multiple hits—a true embodiment 

of the “float like a butterfly, sting like a bee” 

fighting style. Cammy excels at toying with the 

opponent while exploiting any openings with 

chain combos and rushdown attacks. 

Wh 
Naas 

wet? 

STORY MODE: CHOICES AND BURDENS 
1) “...Shadaloo is on the move?” 
2) Birdie, working for Shadaloo, mistakes Cammy for Decapre. 

“But you... | thought... you were... in for recalibrating.” 
3) Cammy heads to Shadaloo’s base, but is discovered by F.A.N.G. 

4) Cammy sees Juni overlaid with Decapre. 

5) “I have to save you all... no turning back...” Juni thanks Cammy 

for already saving her. “Please don’t let it worry you.” 
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Height 169cm 

Weight Secret 

Nationality China 

Job Investigator for the ICPO 

Likes Martial arts, red bean jelly 

An ICPO investigator who fights with graceful 

kicks. Became a detective at age eighteen to 

find her missing father. 

STORY MODE: THE POWER OF BELIEF 
1) A young girl, Li-Fen, has begun living with Chun-Li. 

2) As a young police officer, Chun-Li investigates her father’s death. 

3) Chun-Li encounters Guile and Nash in Russia. 

The group is ambushed by Vega. 

4) After the battle, Vega escapes. 

“We'll meet again after you bloom.” 

5) “Chun-Li... | wanna be strong... just like you are." 
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ViIETFO GITV.S NeW Wiavol 

A legendary hero who once saved Metro City. 

Unable to adapt to peaceful life, he committed 

a series of violent crimes and was thrown in 

prison. Metro, City mayor Mike Haggar,’ sensing 

an impending crisis as a new menace threatens 

the world, manages to pull some strings and 

acquit Cody of his charges, and/he is appointed 

the new mayor of the city. Though Cody 

complains about the role, he seems to have 

found a new calling. 

“JOON ANOS 

STORY MODE: MAYOR’S SCHEDULE 
1) Marlowe laying out Cody’s upcoming mayoral agenda. 

2) “You parked illegally.” 

3) “| can’t clean up this city by simply beatin’ them up.” 

4) Zeku offers his services to Mayor Cody. 

5) “| understand, Miss Marlowe. | know what my job is.” 
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ThatLights the (lames 
, I , I 

| 

“Weight 176cm (variable) 

Weight 48kg (variable) 

Nationality—India_ 

Joh Ascetic Monk 

“Tites—— Curry, meditation 

-».An Indian ascetic monk. Fights by stretching 

his limbs at will through the miraculous 

powers of yoga. A technical character who 
wie Lem st OM NenTes bestowed by the God 

er 
re os . —~ 

STORY MODE: THE PATH OF A YOGI 
1) Mahesh implores Dhalsim to teach him Yoga. 

2) Rashid also arrives, seeking the power of Yoga. 

3) Dhalsim encounters the hermit Oro. “Haha, not to completely 

master the skill, but to spread the skill.” 

4) Mika arrives, drawn by the Yoga Flame. 

5) Mahesh finally learned to breathe a small flame. 

“Hmm. It was an excellent fire.” 
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Supreme Sumo 

185cm 

137kg 

Japan 

Sumo Wrestler ~ » , 

Sento, chanko nab 

tiramisu 

Wishing to educate the world on the long- | 

uRaesaasow term benefits of a relaxing soak in the tub, Ee. 

Honda js re-opening his popular b bathhou 
Honda Sento: But as steadfast-as his devotion 

is to all things hot and steamy, his number , 

one Passion wil Ww 

Fe ern 

Ss 
MOM, >>T 

STORY MODE: HONDA BATHHOUSE INSTRUCTIONS 
1) “This is gonna be so much fun! | won’t hesitate 

to dive right into this tub!” 

2) Honda enforces the rules of the sento. 

3) “When you come out from the bath, 

you must dry your body as well!” 

4) Honda’s sento is becoming quite popular. 

5) “I'll make this a worldwide sento!” 
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Young Commander 

Nationality ‘Unknown 

Job Commander of 

Neo Shadaloo 

‘Likes ==—_—Boxing, total victory 

This young man was rescued from a S.|.N 

facility by Balrog, and the two have worked 

together ever since. Ed fights using Psycho 
Power and boxing techniques Balrog taught 

him. With a new fate and mission, he sets out 

on a journey. } 

CHAPTER 1 

STORY MODE: THE NIMBLE BOXER 
1) Stirred by nightmares, Ed is berated by Balrog. 

2) The Shadaloo base is destroyed by the attacks of 

Guile and his allies. 

3) But nightmares continue to haunt Ed. 

4) Ed leaves Balrog, striking out on his own. 

5) Around Ed, new allies gather. “My destiny’s mine to write!” 
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Cunning Trickster 

Height 212cm 

(can extend to 222cm) 

Weight Unknown 

Nationality §=©Unknown 

Job One of th 

Shadaloo 

Likes Experiments, the number 

2, Bison 

A new addition and one of the Four Heavenly 

Kings. Self-proclaimed second-in-command, 

Swears fealty to M. Bison, performing 

experiments and developing weaponry. Uses 

tricky movement and underhanded poison 

techniques to confuse the opponent and make 

them, suffer. 

JOOWN AHOLS 

STORY MODE: PREDATOR AND PREY 
1) The Nguuhao, one of the largest cartels in Asia, 

have allied with Shadaloo. 

2) The “Fang of the Nguuhao” trained from an early age as an 

assassin using the art of the “Poison Hand”. 

3) The Nguuhao assassins all attack Bison at once, and fail. 

4) F.A.N.G’s poison has no effect on Bison. 

5) Bison’s power is unmatched. F.A.N.G is impressed. 
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~ Milk tea, theater 

se appreciation 

Has the ability to charge and discharge 

Psycho Power from the rod she uses as her 

i ite weapon, “Harmony”. Was confined to a 

a wen : Shadaloo research lab, where she underwent 

her training. A perfectionist who studiously 

* applies herself to each endeavo 
cari Se SRSA ot EE a 

JOOW AYOLS 

STORY MODE: BREAKING FREE 
1) “I’ve been escaping all my life...” 

2) Visions of Bison haunt Falke’s dreams. 
3) Ed and Falke make their escape from Shadaloo together. 

4) “Man, if you were this strong, | didn’t need to rescue you.” 

5) Falke and Ed vow to rescue others who need help. 
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Viali OF IViVSTe 

Height 200cm 

Weight 150kg 

Nationality Earth 

Job World President 

Likes Bedrock baths, speeches 

A mystery man who suddenly appeared on 

the video site FooTube, declaring himself 

“President of the World”. Claiming to stand 

at the pinnacle of humankind, G’s videos 

have him trying outa variety of experiences, 

from various sports and games to, yes, 

street fighting. 
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STORY MODE: LET’S FIGHT G 
1) “All citizens of the Earth, every one of them, must fight...” 

2) Rashid takes notice of G through social media. 

3) Menat also takes an interest in this new fighter. 

4) Rose warns Menat that G is a fool. 

5) “...by the Earth’s people, for the Earth’s people, and to 

the power of the Earth’s people!” 
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President of the Secr 

Society — 

Unknown 

f the mysterious Secret 

eady to reveal himselfito 
ut to fulfil the prophecy) | > 

ty has coveted since 

“JOO AYOLS 

STORY MODE: THE EMPEROR DOESN’T LOOK BACK 
1) Gill plans to reveal himself to the entire world. 

2) “When the time comes, everyone will be able to achieve their 

hopes and dreams...” 

3) Gill realizes that G’s power feels somehow familiar. 

4) “Damn him! How can he reveal himself in such an idiotic manner?” 

5) “...Fear not, your time as my spare will soon be at an end.” 
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VING FOTUeSs 

Height 182cm 

Weight 99kg 

Nationality United States of America 

Job Soldier in the United 

States Air Force 

Likes American coffee 

His calm exterior and cool manner belie 

a hard-boiled, hot-blooded fighter. Fights 

for the peace of his homeland. Holds a 

special flame for Bison’s Shadaloo, the evil 

organization which disturbs the world’s 

peace and brought his dear friend, Nash, to 

ruin. 

JOON AWOLS 
/ 

\ a 

STORY MODE: THOSE WHO FIGHT ON 
1) Guile rescues Abel from F.A.N.G. “Calm yourself down. 

Recklessness and bravery aren’t the same thing.” 

2) It was a lesson Guile learned from his best friend. 

3) While investigating the S.I.N. laboratory, Guile and Abel learn 

of Operations C.H.A.I.N.S. 

4) “| prepared a very suitable death for any filthy rats who 

happened to crawl in.” 

5) Guile renews his vow to destroy Shadaloo. 

086 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 



CHAPTER 1 STREET FIGHTER V 

Shinob' Summer Breeze 

Weight 55ke 

Nationality § Japan 

Job Ninja 

Likes Don-chan, roasted 

potatoes, toads 

A kunoichi born and raised in a shinobi 

village. A technical fighter who excels in 

agile movement and the use of ninja tools 

and martial arts. i mea 

J00W AYOLS 
77 

rf 

STORY MODE: THE WORLD IS MY OYSTER! 
1) Ibuki receives a phone call from Sakura, 

inviting her to a party at the Kanzuki Estate. 

2) Ibuki receives a rough welcome from both Birdie and Karin. 

But is revealed to all be a test, before Karin offers Ibuki 

employment as a ninja. 

3) Ibuki is impressed by the number of handsome men at the party. 

4) Ibuki recalls all the impressive fighters she’s met. 

5) She returns home to the Glade of Ninjas. 
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Purple Smoke of Deception 

STORY MODE: GRIN OF THE POISON SPIDER 
1) “Is this the engine he developed?” 

Bison rips the Feng Shui Engine from Juri’s left eye. 

2) After obtaining a new eye from a S.I.N. laboratory, 

Juri arrives in China... 

3) Balrog is hunting down the remnants of S.I.N., 

but Juri makes quick work of him, 

4) “If you’re investigating this, someth going on, right?” 

5) Juri calls up Helen, and agrees to join in on her plan. 



JOOW AYOLS 

Embodiment of Satsui 

AGE 

‘Embodiment of the Satsui 

no Hado 

Defeating strong 

opponents 

Ryu’s shadow is the physical embodiment of 

the Satsui no Hado - a raging spirit born out of 

imanity’s obsession with power. 

CHAPTER 1 | STREET FIGHTER V 

STORY MODE: WHERE SATSU! LEADS 
1) Ryu’s meditation is disturbed by the emergence of Kage. 

2) “| have absolutely no fear of you. You do not have the strength 

to crush the spirit of the king.” 

3) “Impudent... you are nothing... but a soulless silhouette.” 

4) “Do you accept it? ...l am the strongest part of you!” 

5) “...Why aren’t you afraid of me?” 
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Perrect 

Height 
Weight 

Nationality Japan 

Job Head of the Kanzuki 

Zaibatsu 

Likes Total victory 

A prideful female fighter who never lets herself 

settle for less than victory. Karin is a masterful 

practitioner of Kanzuki-ryu Martial Arts, a style 

incorporating other martial arts both domestic 

and foreign. A “perfect princess” type who lives 

to do battle with the strong. 

STORY MODE: SEEKING WORTHY CHALLENGERS 
1) After returning home from a meal with the Prime Minister, 

Karin receives a report from Shibazaki. 

2) Karin's search for a master of Senjutsu leads her to India. She instead finds Dhalsim, 

and can’t turn her back on the opportunity to fight such a strong opponent. 

3) The art of the Kanzuki family is able to overwhelm an opponent as far as twelve 

thousand kilometers away, as Karin does to a few low-level Shadaloo goons. 

4) “That match positively burned with passion.” 

5) Sakura was waiting when Karin returned to the Kanzuki Estate. “I’m glad to see you.” 
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The Fire=Breathing Eis: 
ic | - | | 

f . \ } 

% | 
| 

LE 

| 

Height 

Weight = 83kg._ 
Nationality United States of America 

Job Masters Family Business 

Tycoon/Martial Artist 

Likes Family, pasta 

Ryu’s fellow disciple, close-friend, and 

ultimate rival. Heir to the Masters Family and 

their distinguished American foundation. 
ay ith 

STORY MODE: A BOND ENDURING 
1) Ken and his wife Eliza are headed to Karin Kanzuki’s party. 

2) Ken has fought his friend Ryu many times around the world. 

3) Arriving at the Kanzuki estate, Ken & Eliza are confronted by 

Birdie, Karin’s newly-employed bodyguard. 

4) Ken’s son, Mel, awakens as after Ken spars with Karin. 

5) “He’s out there fighting against... the Satsui no Hado..." 
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Phantasm of Snow and Ice 

OLIN 

leigt 

Nationality 

She uses her military martial arts training 

and any means necessary to wipe out those 

who would interfere with the Secret Society. 

STORY MODE: FROZEN BLADE 
1) She is a woman who lost her home and her hope, 

and with them, her name. 

2) A soldier appears in front of Kolin, searching for a missing friend. 

3) Like an angel, HE appears before her, 

saving her from a world of death and despair. 

4) “Then | shall forge one. The Country of God.” 

5) “...| guess you’ve woken up.” 
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MF Height 

: Weight 

Nationality 

Job Practitioner of Matsuda 

Jiu-jitsu 

Likes Her brother Sean, meat, 

fighting 

A free-spirited thrillseeker. with a_ big 

personality. Expert practitioner of Matsuda Jiu- 

jitsu, with her own personal twist..Quickly finds 

the opponent’s openings and unleashes, her 

special joint lock techniques. 

STORY MODE: MATSUDA JIU-JITSU FIGHTING TOUR 
1) “Sean! It’s time to start your Matsuda style electric shock training!” 

2) Laura takes Sean’s advice to make a name for herself by beating strong 

opponents. Her first opponent is Birdie, who leads her to Karin Kanzuki. 

3) Karin suggests to Laura that she should seek out Ryu next. 
4) “There are so many interesting people to fight in the world 

5) “Laura, where on Earth did you go?” 

\” 
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Height 172cm 

Weight 58kg 

Nationality United States of America 

Job Metro City police officer 

Instantramen, naps 

/ 3Q0W A4OLS 

STORY MODE: LUCIA’S PATROL LOG 
1) Former Mayor Mike Haggar recruits Lucia to 

seek out a new Mad Gear resurgence. 

2) Roxy and Abigail seem to have gone legit. 

3) Lucia catches Mayor Cody meeting with Zeku. 

4) “Having meetings in the city, late at night, with suspicious 

people... That kinda thing... don’t look too good.” 

5) “| forgot about my lunch! The noodles!” 
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The Ultimate Evil 

182cm — 

Ti2ke" 4 

Unknown 

Commander of Shadaloo 

World conquest 

Leader of the sécret criminal organization 

Shadatoo. His hair has gone white. . . but 
“whyel 

STORY MODE: BRINGER OF DESTRUCTION 
1) Shadaloo’s leader, Bison. So many people have lost their lives in pursuit of this man. 

2) Bison exterminated the world’s largest drug cartel 

after they came into conflict with Shadaloo. 

3) The remains of the drug cartel were absorbed into Shadaloo, making it stronger. 

4) With everything in place, Bison's ambitious goal 

of conquering the Earth is close to its final stage. 

5) Sensing C. Viper’s infiltration, Bison’s conviction remains firm. 

“They have no way of stopping this. Soon everything will come to an end.” 
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Eves of the Future 
eas 

Height 

Weight 

Nationality Egypt 

Job Fortune Te 

Likes Souvenirs 
the world, 

A mysterious fort 

Power to contro 

Italy’s “Palazzo M 

of a famec ‘tune 
world carrying wor 

Menat is well-mann 
scatterbrained. 

STORY MODE: INSIGHTS FROM A FORTUNE TELLER 
1) Menat delivers her master’s warning to the hermit Oro. 

“One body can no longer contain such evil power.” 

2) The image of a demon is reflected in her crystal ball. 

“| suppose | can share Master’s prophecy with this person as well.” 

3) Several Shadaloo soldiers intercept Menat. 

4) “You guys are annoying!” 

5) “To resist and change one’s fate... this is what comes with true power.” 
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Height 186cm 

Weight 93kg 

Nationality Unknown 

Job Ex-Air Force Lieutenant 

Likes Nothing special 

Reborn a shadow of his former self, but how?! 

What truth lies behind Nash’s reconstructed 

face and scarred body? 

is Mes 

/ AQOW ANOLS 

STORY MODE: THE MAN WHO LOST IT ALL 
1) Nash awakens, having miraculously escaped death. 

2) Nash had been defeated when he challenged M. Bison alone. 

3) On the hunt for Shadaloo, Nash encounters a boy who uses 

Psycho Power. “Dead bodies don’t generally move around or 

fight people.” 

4) The boy’s Shadaloo ally steals him away. 

5) “I'll kill Bison.” With that mindset, Nash is ready to fight again. 
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Height 

Weight 

Nationality Unknown 

Job Emissary of the gods 

Likes Powerfulsouls i 

An ancient warrior who devours the souls of HH } 

the mighty. Sniffing out the scent of battle, 
he stands in the way of worthy warriors. His 

overwhelming destructive power strikes down, 
all. 

STORY MODE: PROPHECY OF OLD 
1) Necalli wields an unearthly power, in order to 

devour the souls of strong warriors. 

2) When the man who agonizes along his path devotes 

himself to the battle, the red power will be awakened. 

3) Even the god’s fire will not be able to stop Necalli. 

4) To witness Necalli is to know that you are a true and strong warrior. 

5) “lam the jaws of death. The souls of warriors will return to ME!” 
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52kg 

Nationality © United States of America 

Job Wrestling promoter, 

manager 

Likes French fries, high heels 

Feeling down in the dumps after parting ways 

with her former partner-in-crime, Poison 

returns to Metro City in search of a new 

headliner for the wrestling federation. 

STORY MODE: MOVE OVER 
1) Poison make her return to Metro City in search of new talent. 

2) She runs across her old Mad Gear Gang crew. 

3) “Why the hell would someone like you take on 

the mayor’s job?” 

4) “Even if | wanted to make trouble, it wouldn’t help...” 

5) “You want a second chance? Fine!” 
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Height 168cm 

Weight 70kg 

Nationality Japan 

Job Pro Wrestler 

Likes Zangief's wrestling 

philosophy and special 

training (sandy beach 

running, finger push-ups, 

neck bridge) 

Mika Nanakawa. An admirer of the legendary 

“Red Cyclone”, Zangief, just fulfilling her 

dream of becoming a pro wrestler. 

STORY MODE: KINDRED MUSCLE SPIRITS 
1) “To follow in my footsteps, you need Muscle Spirit, young one.” 

2) Mika faces off with a runaway Birdie in India 

and spars with Laura in Russia. 

3) Mika stops an enraged bear from ruining Zangief’s match. 

4) Mika has inherited Zangief’s passionate spirit. That is the Muscle Spirit! 

5) Ibuki wasn’t even listening to Mika's story... “Why don’t we step outside? 
Wa 
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fi) 
Height 178cm 

Weight 85kg 

Nationality §=©Unknown 

Job Eldest son of a wealthy 

Middle-Eastern family 

Likes New things, movies, 

friends 

Mixes up opponents with his swift acrobatic 

prowess while utilizing whirlwinds to further 

enhance his mobility. A lighthearted way with 

words can’t hide his passionate spirit. He also 

has an irrepressible fondness for gadgetry and 

the latest things. 

STORY MODE: EMBARKATION 
1) Searching for a friend who once worked for S.I.N., 

Rashid is trying to locate a Shadaloo base. 

2) Birdie claims to have left Shadaloo. 

3) On the trail of Ryu, Rashid heads to New Zealand to test his strength. 

4) “Shoryuken!” 

5) Though he lost, Rashid learned more about his own skills. 

“Whether | have the ability or not isn’t the big issue.” 
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175cm 

85kg 

Nationality Japan 

Job Martial Artist | 

Likes Martial arts, red bean jelly 

Ryu travels the world pursuing the path of a 

“true martial artist”, and is the protagonist of 

this title. 

STORY MODE: FINDING TRUE STRENGTH 
1) “The power of absolute destruction, the kill, that is the only destiny of your fist.” 

2) Ryu continues to fight against the murderous intent within him. 

3) In search of answers, Ryu embarks on a journey, seeking a 

path that does not lead to the Satsui no Hado. 

4) “A power no man should have... the powers are drawn to each other, as | expected.” 

Nash is also on a journey to understand his own power. 

5) They speak through their fists. “Until we meet again.” 
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“rua 

Height 226cm 

Weight 98kg 

Nationality = Thailand 

Job Martial Artist 

Likes Strong opponents, tigers 

Formerly one of the Four Heavenly Kings of 

Shadaloo, Sagat now lives a quiet and reclusive 

life in a Thai village. Dubbed “The King” due to 

his hardened physique and masterfully honed 

techniques. A proud warrior who doesn’t 

tolerate foolishness or picking on the weak. 

/ JOON ANOLS 

STORY MODE: THE PATH OF THE KING 
1) Numerous victories, unforgettable defeats. 

The man turned every battle he fought into he strength. 

2) Sagat faces his own Shadow. 

3) “Kill them... kill them... kill them..." 

4) “| see. This is the Satsui no Hado.” 

5) The man will keep walking... and the man will keep fighting. 
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52kg 

Japan 

Part-time arcade worker 

‘Likes Physical education, 

white rice 

A globetrotting fighter in a search of “a 
strength all her own”, Sakura works odd jobs 
te travel expenses. Currently 
she works at an arcade while continuing her 
training. When it comes to the things she 

“loves, she has an astounding degree of focus 

and passion that are second to none. 

STORY MODE: THE FUTURE ME 
1) Sakura wonders if she has spent too much time focused on fighting. 

2) “It seems that her best friend is troubled about something.” 

3) On the way home from her part-time job, Sakura encounters Ryu. 

Karin had summoned him to help Sakura sort through her doubts. 

4) “Now | understand what | was looking for, 

and | realize this is what | wanted!” 

5) “I’m not trying to have a kid right now!” 
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Former head. of S.I.N. 

estruction, learning 

;-Seth’s biological 
as been paired with Doll Unit Zero, as 

-—-the-intelligence’continues to seek new data 
and install moves from the fiercest fighters in 

the world. ; 

” 
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STORY MODE: PERSONALITY MALFUNCTION 
1) Juri activates Doll Unit Zero. 

2) She learns to her horror that the mind 

inside Doll Unit Zero is actually Seth. 

3) Seth mistakes Ed for Bison. 

“It’s time | defeated you by my hand... Bison!” 

4) “My name is Seth!” 

5) “It’s the beginning of my era! | am the king!” 
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Dominating Light 

Nationality Unkno 

lent of the 

Secret Society i 

His own personal eaind 

Vice President of the Secret Sod ety. Urien 

possesses absolute confidence in his ability 

and an elitist pride, making for an extremely 

arrogant and self-serving personality. 

—Flaunting his overwhelming power and 

asserting control over others brings him 

great joy. 

STORY MODE: A NIGHT TO CONSPIRE 
1) Urien tests the combat abilities of the duplicate created by Dr. Wu at a Secret 

Society Laboratory. “It’s nothing but a repugnant failure.” 

2) Helen invites Urien to New Zealand. “A little issue with... resurrecting Nash.” 

3) Crimson Viper investigates Urien. 

4-5) Urien hires Balrog and Ed to provide information about Shadaloo’s 

Operation C.H.A.I.N.S. “Remember this well. As it won’t be happening again.” 
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Pa : 
One of the Four Kings of 

Shadaloo . : 

itiful things; himself, 

A Spanish fighter and one of the lead 
members of the evil organization Shadaloo. 
Vega'is a narcissist who believes beauty is 

“above allelse. 

STORY MODE: BALLAD OF GREED 
1) “To think: even now, these dolls continue to be used.” 

2) Vega recalls a past encounter with Cammy. 

3) “We have found body number 006. It is working in 

conjunction with Killer Bee.” 
4) Vega discovers and makes contact with Cammy, 

formerly known as Killer Bee. 
5) He hopes Cammy’s choice will serve to create a new beauty. 
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ron Cyclone. 

nickname “Red 
terrifying visage ies a 

affable personality. His p 

grappling techniques are stronger than ever. 

A gargantuan pr 

i 

STORY MODE: A RED OMEN 
1) “New muscle generation...” 

2) Reuniting with Rainbow Mika in London. After a quick match, the 

two embark on of a journey to achieve the strongest Muscle Spirit. 

3) Meeting up with his old friend Azam in China, 

Zangief spars with his master, Rashid. 

4) Mika also wishes to challenge Rashid to a match. 

5) Zangief makes his tag team debut with 

Mika at the New York Fighting Tournament. 
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aehile) 

38th master 

ninjutsu 

Watches, potato chips 

The 38th-generation successor to the 

Bushinryu style and Guy’s master. A martial 

arts expert who specializes in finely honed 
kicking techniques. He also wields a special 

technique that allows him to revert his 

physiological age to a younger form. A 

supple-minded and good-natured old guy. 

Nota fan of Western languages. 
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STORY MODE: GREETINGS, | AM ZEKU 
1) Ibuki finds Zeku’s business card embedded in the door of the Kanzuki Estate. 

2) Zeku reveals he is leaving the discipline of Bushinryu to start a new ninja group. 

3) “Time marches on, and the world seeks a new warrior for a new age.” 

4) “| regret to say that we already have enough Oniwa-ban.” 

5) Zeku tries to come up with a name for his new fighting style. 

Slashers... Slayers... Striders... 
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Street Fighter V: Champion Edition Character Relationships Chart 

This chart shows the relationships between characters who appear in some form throughout the General 
Story of Street Fighter V, be it in the background, the cinematics, or social media posts—as well as other 

peripheral characters. There are many threads of connection between characters in this series, but this 
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Becomes Pupil 

Watches Idolizes 
Online Butler: 

Courses 

Fellow 

Students Saved from 
F.A.N.G 

Takes Down 
from the Inside 

Fight to 

the Death 

Consumed : 2 Former 
Prophetic Warrior Master/Student 

Friends 
Friends 

Blanka E. Honda 
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SHADALOO 

SHADALOO 
SOLDIERS “YM. BISON'S ELITE GUARD 

(The Dolls) 

Février 

1 ~@ Satsuki 

Noembelu 

Rescues 

a ey 

Teacher/Student’ 

M. Bison HEAVENLY 
KINGS 

Hate 

Under Cover, 

| : WiHasani ee i ‘¢ : oe Hl i Vsellin 
> Interest in : a | ALN. 6 

Information\To 
Found Deep in 
Mountains 

Protects Sub-Faction Kidnaps Quits Protects 

ize FORMER 
S.1.N. 

Te, mt. 

hey tnt, “e, 

Investigates 

IcPO 

1S Peter Zonta i nae, a a | pis : p — Chun-Li 

¢ Brazillian Policeman 

Close Friends Recruits 

.* : Recruits 
Kidnaps Rashid 

Killed Conflict 

Revived 
Brothers 

Adores 

SECRET 
SOCIETY 

Oversees 
Gives Powers 

Doctor Woo 

Test Subjects 

| Patricia | 

¢ President of the World 
(self-proclaimed) 
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CHUN-LI BY AKIMAN 
Concept art for Chun-Li's alternate costumes, which can be selected in Street Fighter V if purchased. 

Made by Chun-Li creator Akiman, these costumes were announced at Comic Con International: San Diego 

and were a big topic of discussion. The image on the right is what was shown at the announcement. 

» Special Forces 

» Wedding Dress 

» Covert Operations 

> Training 
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> Undercover Cop 

> Vacation 

> Pajamas 
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STREET FIGHTER 

DESIGNER TALK 
AKIMAN and BENGUS, two artists synonymous with Street Fighter character design and 

illustration, discuss the past, present, and future of character design. 

Reporting; Daisuke Kihara With Cooperation From: Muscle Kitaurd 

Of course, I was the one who said I wanted to make Street Fighter II. Someone had to. (AKIMAN) 

DESIGN IN THE STREET FIGHTER SERIES 
AKIMAN: At thirty years, it’s all so ancient you start to wonder if it 

really even happened. *laughs* Of course, | was the one who said 

| wanted to make Street Fighter Il. Someone had to. This was right 

~ around the start of early mixed martial arts, and the obvious thing 

to do was to have alf these martial artists fight it out on the global 

stage to determine who was the strongest. This was already a thing 

( . in anime and manga. Tiger Mask, Ashita no Joe, and Karate Master 

all had people from around the world fighting it out. It just hadn’t 

) been done very much in video games. Ken is obviously based on 

_ Benny Urquidez. He’s even red. *laughs” 

But the people who’d made SF1 weren’t around anymore, There 

was already a rough pitch for SFil before Final Fight, but we 

weren't able to do it due to the ROM supply issue [*at this time 

re was'a global shortage of the ROMs used In games’ circuit 

ards}. So to buy time we made Fina/ Fight, which we were able 

5 do with limited memary capacity. Rough prototype designs for 

se eight characters were already in place in that early SFI/ pitch, 

; luding one for Chun-Li. But Street Fighter was this drab thing, a 

fe subdued world of men duking it out. The moment we put in’a girl, 

it would oecome something flashier, So | deliberated over that just 

briefly, but decided introducing a girl character made it more Tun. 

{ think the moment we made that change in course is the moment 

the game’s character design found its trajectory. To include a girl or 

not. If we were going to include a girl, we might as well include a 

man-beast. Anything was fair game. Nowadays you'd just call that 

HERA 

Twitter: @akiman7 

Akira Yasuda. Game designer, illustrator, character designer. After 

joining Capcom in 1985, took part in the production of numerous 

series titles, including Street Fighter II. After shifting to freelance, 

he has been involved in numerous animated works, including Turn 

A Gundam (character design), Code Geass: Lelouch of the Rebellion 

(mecha design), and Gundam Reconquista in G (mecha design). 
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“entertainment”. | don’t think we used that term at the time, but 

we wanted to make something that felt more fun. 

—SF1 had sort of a kill-or-be-killed mood to it, but SFi/ shifted 

to something more “sporty”... It was still street fighting, but the 

mood wasn’t “whoever loses, dies”. So the deciding factor in that 

transition was... 

AKIMAN: It was Chun-Li. 

—Interesting, | could see that. So, BENGUS, twenty-five years later 

with the newest installment, Street Fighter V, were there specific 

things you tried to keep in mind in your art and design work? 

BENGUS: Not in particular. It’s not something you figure out by 

thinking; that just makes your hands stop moving. *laughs* 

AKIMAN: That’s brilliant, 

BENGUS: | just draw things and submit them all as fodder for 

decision making, even if they’re crummy or off the mark. | guess | 

just figure if they’re no good someone will say so. 

AKIMAN: Right, as far as concept. I’m always logical, so... 

BENGUS: You do think things through. | say! don’t think, but I’m 

sure there is something going on somewhere inside my head. 

AKIMAN: You are a thinker, BENGUS. You just don’t say “I thought 

it over” at times like this. But when you’re asked various specific 

questions you have answers. 

BENGUS: If |’m able to return to the feeling | had at the time, 

I.can recall things, but not on command, | guess. With my SFV 

illustrations, | hope I’m able to produce more impassioned pieces. 

AKIMAN:; I’m looking forward to that. Nakayama should be sure to 

RVABA 
Twitter: @bengasu 

A Capcom illustrator and character designer. After doing the 

cutscenes for D&D Tower of Doom and Alien VS Predator, he 

was hand-selected to join the design department, where he was 

involved in illustration and cutscene work for not only the Street 

Fighter series, but also the Darkstalkers and CAPCOM VS. series, 

and many other titles. Of the many pen names he used during 

that time, BENGUS is particularly well known. Currently he is an 

illustrator for Street Fighter V. 



create opportunities for you to do 50. : 

BENGUS: When you've got thirty drawings to do, one drawing 

amounts to one thirtieth of the labor. Once in awhile I’d like to do 

a drawing that’s the entirety of the labor... 

Maybe I’m not cut out for this. 

AKIMAN: You are! You should just do multiple things side-by-side. 

BENGUS; If | try to come up with some really amazing design OF 

draw something really great, my hands stop working. 

AKIMAN: I’m that way too, actually, 

BENGUS: If | start trying to plan out an illustration, my hands don’t 

work at all. in i 
AKIMAN: Even I’m like that. | can’t do anything that great, bit | 

have to put the hurdle even lower. | design better on dirty paper 

than on white paper. 

thinks | don’t know, 

BENGUS: Me too, my sketchbooks are the cheap straw paper kind. au 

AKIMAN: | actually looked into this—how thick the paper can get 

before i can’t design anymore. | can design on copy paper, but 

probably at about the 135kg point [paper that’s quite heavy] || 

can’t. It’s got to be 90kg or less. When drumming up ideas, | think 

spontaneity is extremely important. 

BENGUS: Wow, you actually looked into that. *laughs* 

AKIMAN: The absolute best is those paper towels you see in cafes, 

that are hard to draw on. *laughs* Those are surprisingly high- 

performance, In terms of design ability. |’ll draw something really 

weak and then go home and fix it. 

BENGUS: Why don’t you’ buy some of these [things for stocking 

paper towel rolls] to keep around? 

—Why bother when he can work where they’re already lying 

around? 

AKIMAN: It’s that thing where you just have to draw right then and 

there. Even if | actually kept that kind of paper at home, ! don’t 

think I’d be able to draw there. 

BENGUS: Me too, it’s like | get my best ideas when nothing's 

required of me. It happened just recently, during a meeting. 

AKIMAN: Meetings are good for that. | think it’s the same logic as 

drawing in school. You can’t stand class, so you end up doodling. 

BENGUS: You naturally shut out the outside world. *laughs* 

AKIMAN: It’s escapism. *laughs* 

BENGUS: Also, if you draw with a pen, you don’t have to fix 

anything. With a pencil you can revise, so... 

AKIMAN: It’s important that you not be able'to take anything back. 

THE FIGHTING GAME CRAZE FOLLOWING SFIil 
—After that there was the “versus fighting game” boom. 

AKIMAN: That was the age of “Our SFII”. 

BENGUS: Our SFIl. *laughs* 

AKIMAN: Even SFI! is “Our SF1”, so that’s the natural progression 

of the times. Edmond Honda was inspired by that phony Japanese 

guy who lived upstairs in the movie Breakfast at Tiffany’s. You 

see that stuff a lot—weird decor and “samurai” that show a 

Actually, there were some elusive “III” designs 
drawn by you, weren't there? I wanted to play 
that game so bad. (BENGUS) 

game and turned 

sumo wrestler enemy in Ninja Gaiden. 

US: Did that come first? _ ! ike aK 
AKIMAN: Yeah. After that, it was like |. sali ha’ o choice bu to 5 But a 

asumo in. | liked it too much, | loved that fat guy who comes 

charging at you. 

BENGUS: There was one in basically every he game around — 

“that time. ry fat guy who. comes charging at you: *laughs* 

—Are there any games you created that ioe in si to? 

SFIIl, maybe? |. 

AKIMAN; Well, : 

a ve been Mp 

not to change it and vn) path, but there’s no 

going baie now. 
i 
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I wanted to create a lore in which this person is 
free in all that she does, so she dates, and she 
even thinks about marriage. (AKIMAN) 

you put a game Bue that was how it was'until the sequel, but now 

they rapidly evolve. : 

BENGUS: Meaning? 

AKIMAN: They get up 

updates. So | think th 
BENGUS: What an age w vein. 

AKIMAN: | know. And t don’t. dislike Sher being that way; | even 

play it. The good thing about it is that the animations and the 

visual effects are so labored. Compared to other games, there’s 

this overpowering insistence. 

BENGUS: It's very SFHIL, isn’t it. The models, too. When! saw Abigail 

| thought, “This is good. stuff. | could never create that.” 

AKIMAN: Abigail’s great. (like SFV's Cammy, too. | think she’s cute 

in general. 

. instead of “SFIl Turbo”, now you get 

AKIMAN DESIGN AND BENGUS DESIGN 
—With Street Fighter V, were you conscious of how you were 

interpreting or succeeding AKIMAN’s original designs? We see 

things like Sakura Kasugano becoming an arcade clerk, and her 

gloves that are shaped like Ryu’s but apparently hand-made. 

BENGUS: | took orders from the planning staff, so... | didn’t have 

any specific desire to turn Sakura into this or that. 

AKIMAN: The new Sakura? 

BENGUS: Sakura’s SFV design. That was me. 

AKIMAN: With the scarf. So that was you. It’s really good. 

BENGUS: Thank you. I’d submitted a rough sketch of her as a 

“sachinko parlor clerk” as a joke, but Ono-san [Producer Yoshinori 

Ono] liked it. Sol thought why not make her an arcade clerk? The 

scarf seemed nice because it makes her look grown up. 

AKIMAN: Is it supposed to stand in for the fluttering fabric of the 

schoo] uniform? 
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You drew it, so this must the right call. 
(BENGUS) 

BENGUS: That's right. | guess! did try to line things up with 

Sakura’s original image. 

AKIMAN: So you did think it through. Look how’ much thinking you 

did. I’d expect no less from you. I’m really quite fond of that design, 

| think it’s super adorable. The headset is great too. | think it feels 

modern, realistic. 

' BENGUS: All right, let’s go with that. *laughs* 

AKIMAN: | mean video game tournaments are all the rage right now. 

BENGUS: She’s got the headband and gloves, so [the essence of 

the Sakura character is still there]. | never thought they’d give that 

design a pass as-is though. 

AKIMAN: It’s awesome. 

BENGUS: Why, thank you. 

AKIMAN: You’re welcome. 

BENGUS:; | guess you sort of take in the feedback from the people 

around you and get a feel for how a design should be, and then 

you just automatically react and reflect that in your output. 

AKIMAN: That’s definitely a thing, that automatic response. 

BENGUS: There’s something you accumulate. And then it’s all 

about tossing out random things and seeing what you come up 

with. 

BENGUS: | thought your alternate costume designs for Chun-Li in 

this game were excellent. 

AKIMAN;: That’s right, If | may say so. Thank you, | mean | did 

those with you, after all. You were the one who picked out those 

alternate Chun-Li designs. | got a call one day from SHOEI-san in 

the design department. He said, “How about we do seven different 

Chun-Li costume designs all at once?” “Easy-peasy,” | said. 

BENGUS: You threw out a ton of ideas all at once. 

AKIMAN; Ideas, sure. But | got sick of it midway through. *laughs* | 

had to go all the way to Osaka for meetings. 

TWO TYPES OF DESIGN 
AKIMAN: Essentially you have two types of character skin, in terms 

of approach, right? You have the ones that have nothing to do with 

that character’s personality and are just ways to dress them up 

as if for a special event, and then you have the ones that express 

something about that character. 

BENGUS: Like what this person would choose to wear if they really 

existed. 

AKIMAN: Chun-Li must be living a life somewhere, so | wanted to 

bring out a sense of that life, as well as a sense of what she does 

for a living. | thought maybe they would reference that if they ever 

turn it into a web drama or something. 

BENGUS: You’re thinking that far ahead?! 

AKIMAN; That’s how | feel. In order to sell our characters... | don’t 

think a film is enough to stick in people’s memory long-term, so to 

strengthen the brand you need to do a drama series. Your style is 

to not embellish very much, but compared to that | tend to over- 

elaborate to an obscene degree. 
AKIMAN: | mean what could ever top seeing her in a wedding dress 

(P112)? | did it before someone else could. She could be wearing 

it for an undercover investigation, or of course she could have 

someone. I’m the type of person who’s always thought Chun-Li has 

someone. | even drew her on a date. In that old SFi/ ending. 

BENGUS: That’s right. The one where she clobbers that guy. 

AKIMAN: | wanted to create a lore in which this person is free in all 

that she does, so she dates, and she even thinks about marriage. 

Women ought to be able to live more freely, without having to 

worry about whether it’s convenient for men. Chun-Li must live 

that way. 



THE WORLD OF STREET FIGHTER 
AKIMAN: Street Fighter’s is a world with a lot of street fighters 

init, wouldn’t you say? | think street fighting must be even more 

thriving than than. modern competitive gaming. | mean I’ve never 

seen a street fight in real life. Maybe a just a bit in Kabukicho. 

*laughs* But it’s different from how I'd envisioned it. This world 

[of Street Fighter] is just that kind of world, while everything else is 

the same as the real world you and | live in. 

BENGUS: | wouldn't have thought to do a web drama. Looking at 

you, | really feel like | don’t think think about things. 

AKIMAN: You do..|’m just getting carried away. And anothor thing: 

those street fighters need to update their defensive gear or it'll 

be weird. Ryu’s original gloves, for example—lI’ve never seen ones 

like that in real life. *laughs* So you need to, change them into 

something more plausible. 

BENGUS: Those original gloves were paper thin. 

AKIMAN: That first pair was awful. *laughs* We added the fist pads 

later on. Back then it was pixel art so you could just phone it in, but 

now... You know, Chun-Li’s bracelets were never updated either. 

BENGUS: But in terms of drawing, | find the old gloves easier to 

draw. It’s easier to communicate the bulkiness of his fists. With the 

new ones they become reaaally round. So! prefer the old ones. 

AKIMAN: The gloves they wore in Bruce Lee’s Enter the Dragon 

when he’s fighting Sammo Hung, those would be a good fit 

for Street Fighter. Also, they always use the same thing for the 

characters written on Ryu’s gloves [the “Furin Kazan” logo]. They 

ought to do something cooler with that. 

BENGUS: You drew it, so this must the right call. 

AKIMAN: | don’t have a good sense for logos. It’s embarrassing, in 

some way, I’d like to evoke more of a cyber feel now. 

BENGUS: A cyber feel? *laughs* 

AKIMAN: It doesn’t have much to do 

with Street Fighter, but still. Nowadays 

even sporting goods you can buy at 

the store have a cyber feel to them, 

don’t they? In that way, Ken’s clothes 

have gotten sportier in SFV, which | 

like. 

BENGUS: All the SFV designs are great. 

| wasn’t involved so I’m not going to 

be shy with the praise. *laughs* The 

I guess you sort of take in the 
feedback from the people 
around you and get a feel for 
how a design should be, and 
then you just automatically 
react and reflect that in your 
output. (BENGUS) 

AKIMAN < BENGUS 

Those are good. It’s good to have Mad Gear and 
Bushinryu in there. (AKIMAN) 

designs were renewed really well, 

AKIMAN: True, So at what point did you get involved in the 

character design? 

BENGUS: With Menat in Season 2.1 didn’t do all of them after that, 

though. 

AKIMAN: That’s a cute one. | like this fresh sort of cuteness. Really. 

| Want you to do all of them with a fresh cuteness. It just feels 

right. 

BENGUS: Understood. *laughs* The Bedee was for a disciple for 

Rose, Who was Egyptian. 

AKIMAN: It’s nice that we’re getting more Middle Eastern 

characters. The gamers over there are rather passionate. 

BENGUS: Rashid is like that too. 

AKIMAN: Right. When! do video streams, y Il get comments from 

Kuwait and such. 

BENGUS: You can’t read them, can you? 

AKIMAN: Sometimes | can. Just recently a student fram Syria asked 

me for my autograph. “|’m in Tokyo now, can you meet me?” 

*laughs* What should | do? 

BENGUS: | guess if | were living i in America or visiting some country 

for fun, | might also reach out to local creators and people | like. 

AKIMAN: So my image of Middle Eastern people is that they're 

gamers. The thing is, and | complain about this sometimes when 

I'm playing, but fighting games nowadays are too hard. *laughs* 

It’s assumed that you can do combos. Then again, without that 

they probably wouldn’t be very interesting, so what can you do? 

It’s hard. Very hard. 

STREET FIGHTER’S POTENTIAL 
AKIMAN: |f a cute character takes off, you make cute characters; if 

the character with the bouncy chest is really popular, maybe you 

should make the chests bouncy. The game with lots of handsome 

characters sold really well, so maybe we should be sure to have 

handsome characters: I’m of the “handsome faces not necessary” 

camp, but the young people said you had to have ‘em, so we lost 
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w things went around the time of SF Alpha. 
+ it now, | think maybe it would've been 

ad. Back then, | too had this attitude like 

-ain way. Maybe we should’ve just 

> of Street Fighter at the same time. 

e to play one geared towards 

beginner 

AKIMAN: t 
players wh \ 

iS literary value 

more you accum 
into other media 
BENGUS: What ab 
AKIMAN: Those are. 
Bushinryu in there 

BENGUS: Nakayama 

gathering together jot 

nstallments be what they are, for the 

‘chem. What's lacking in Street Fighter 

ground, drama,iand so on. | think the 

fhings, the more you can branch out 

irector Takayuki Nakayama] has been 

apcom games. At this rate he'll unify all 

of them into a single t 

AKIMAN: It feels kind cf like Giant Robo, doesn’t it? Like the one 

directed by |makawa. Even if you ignore the game aspect and just 

Ryu [SHOEI] Ken [SHOEI] 
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If you’ve got time to make everything feel 
consistent, do something more interesting 
instead. (AKIMAN) 

look at the characters, you’ve got a war going on that says, “how 

active can we make all these character IPs?” A crossover that 

brings in characters from the past. Let’s create a cinematic universe 

and reunite everything, and then just activate these IPs one after 

another. Once they're active you can branch out any number of 

ways. As it happens, online competitive games are a viable ground 

for this, which | assume Nakayama-san is aware of and that’s why 

he’s doing it this way. Rather than just releasing a single product 

to be soon forgotten, by having an ongoing internet presence you 

can produce something richer. Those are the kinds of things that 

create movements and stay in people’s memory for a long time, 

so it’s a lot more advantageous than just releasing a one-off story. 

In that sense | think more story is absolutely necessary. You can 

just supplement with whatever people you like. If the)\cumulative 

experience leaves a positive memory, it’s bound to work in your 

favor. Even if you're told it doesn’t need more story, it’ll come 

in handy later. If someone shows up demanding a “sense of 

uniformity” the work suffers for it. 

BENGUS: | mean, people are seeing SFV’s CG models at the same 

time they’re seeing artwork | drew with a fairly high degree of 

freedom, and that seems okay to me. It works for me, but | don’t 

think, “That’s how it absolutely should be!” 

AKIMAN: It’s not quite the same as deliberately creating a 

“hodgepodge” feel, but that’s essentially what you get when 

you keep adding ideas to something. If you've got time to make 

everything feel consistent, do something more interesting instead. 

BENGUS: It’s not a matter of broad-mindedness, per se, but that’s 

something that | think defines what it means to be “major”. 

AKIMAN: | think so, ultimately. 

BENGUS: It’s not something you do intentionally, but an end result. 

AKIMAN: | think so. And SFV, as | said earlier, is plenty interesting 

purely by virtue of being an evolving thing. | think because it’s 

evolving, anyone could take it up even now, and no one knows 

quite where it’s headed. 

CAPCOM GRAPHIC DESIGN 
AKIMAN: Well, there are a lot of awful things about SF//, and’! got 

told off by the boss. | guess | tried to perfect those things with 

Vampire. But in that sense Vampire didn’t have any gaps, so there 

was nowhere to expand. 

BENGUS: That’s right. | feel like maybe the more you polish 

the graphics, the worse off you are... Although striving for 

improvement isn’t bad in and of itself. 

AKIMAN: | feel that way too. 

BENGUS: | think SFV has that same “jumbled” feeling SF// had, and 

| think that’s totally fine for what it is. 

AKIMAN: | guess the point is, if you have an idea, just toss it in 

Chun-Li [AKIMAN] Guile [AKIMAN] 



Balrog [SENSEI] Vega [KINU NISHIMURA] 

and don’t worry about how it contributes to an overall sense of 

completeness. When you do that you end up with that jumbled 

feeling. If | could have, l’d wanted to make Eliza really beautiful, 

but there wasn’t time. That said, we couldn't just not include 
her because she wasn’t beautiful, right? So it is what it is. Plus, | 
made someone who'd never drawn people before do her pixel art. 

*laughs* 

BENGUS: That’s why | went into scroll (background) design. That 

way ! could make as much pixel art of people as | wanted, for the 

cutscenes. 

AKIMAN: But the person who created Eliza was the most beautiful 

person at Capcom at the time, so there is something stylish about 

her. 

BENGUS: Is that right? 

AKIMAN: By comparison, “cool” has sort of a narrower range, or 

it’s less universal, so to speak. Because cool is sexy. 

BENGUS: So it depends on the person. 

AKIMAN: There are people out there who see “cool” itself as 

painful. Like middle-aged guys who have no luck with the ladies © 

and don’t know how to talk to them. So when some cool, club- 

going stud in development goes down that design avenue, well 

yeah, you’re probably gonna prefer the world of SFI/, *laughs* 

|” 

AKIMAN’S TWIN MASTERS 
OF THE DESIGN DEPARTMENT 
AKIMAN: BENGUS and! had a particularly deep and long-running 

relationship within the company. BENGUS was a background 

artist originally, and drew the backgrounds for D&D. Or rather, 

the cutscenes. And what he’d produced far exceeded the bar for 

Capcom at the time, so [he caught my eye]. Even then, | got a real 

sense that he was a doer. He may not be conscious of it himself, but 

you can see this “I’m gonna go for it!” vibe come through in his art. 

BENGUS: Like how | had the Shadow Elf licking his sword. 

I don't think high-speed mochi pounding goes any 
faster if you add more people. *laughs* (BENGUS) 

Dhalsim [SENSEI] Blanka [KINU NISHIMURA] 

_ BENGUS: *laughs* / 

produce fifty fighting illustrations. For me, one. drawing took mor 

those assignments in groups of three? 

Sagat taKinn he Bison ey 

I would calculate it backwards and work within 

ee the timeframe | Vi had. ey) 

AKIMAN: ight ie Vis derniek put : some thought tinal 

that. 

BENGUS; | don’t know if | thought about it or'| just did what | felt 

like. ng ‘ 

AKIMAN: That "0 t” vibe \ Was so hong But if they had him ae 

doing backgrounds, yout ever knew if there were going to be | ol 

cutscenes or not, and | ought his talent should be put to special 

use. So | went and scouted him for a design department- like 

position. His boss at th e cried, “Don’ t take BENGUS away! 

BENGUS: He said, “Ica da leone aut ; ns 

aughs* ‘So we had hint start Ne eae wi “y .. Vame 

that time, it seemed like the bigger the platform you gave him, 

the more amazing work he would produce. And so he got an 

assignment that only he could do. Three weeks before wesw jie 

AKIMAN: Three weeks before deadline, an n order came in to. 

than two weeks, so it was bie we BENGUS poles it off. Noone — 

else could. oF nee 
BENGUS: | would Faleuiere it backwards and work within the 
timeframe | had. “i te aan 

AKIMAN: He would always : say “| can’t do it,” but then oa did. me 

it in the end. As we started making more fighting game characters, ae 

BENGUS quickly became the only one who could do the wg 

Though I’m sure it was extremely trying. 

—So you never considered, say, drawing names and handling a 

BENGUS: There’ Ss aroutine anda rhythm to it, so | guess it ’s just 

faster to go ahead and draw than to spend time explaining and 

sharing everything. | don’t think high-speed mochi pounding goes A 

any faster if you add more people. *laughs* But that was then. Inthe 

future I'd like to let others have plenty of chances to do the work. 

AKIMAN: Kinu-sensei, BENGUS, and | actually did pretty different — 

things. | wasn’t so much a designer back then, I’d already become 

E. Honda [SENSEI] Zangief [AKIMAN] 
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You can’t help but think, “What’s up with your 
sensibility?” But to each their own. (AKIMAN) 

more of a generalist, there to bring the whole project together. 

—So it was more like art direction. 

AKIMAN: Right. Meanwhile Kinu-sensei’s job was to outdo the 

other companies with illustrations tnat she poured her entirésoul 

into. 

BENGUS: Like someone who “only uses Super moves”. “laughs* 

You won’t see her do any crouching light kicks. 

AKIMAN: Yeah, she’s the type who uses nothing but Supers. 

AKIMAN: So each of us was totally different. When | do designs, 

I'm the type who just draws a rough sketch and goes, “You 'take 

it from here, thanks!” Of course, when i was young | even did my 

own pixel WOrK. 

DESIGNING CHARACTER ILLUSTRATIONS 
“AKIMAN: BENGUS Is a pro when it comes to poses. You're a pose pro. 

_ BENGUS: Now that you mention it, | don’t remember ever 

"struggling much there, 

AKIMAN: | get the sense that you decide on a theme each time so 

you don’t get bored with it. 

: _ BENGUS: Hmm. So let’s say you have Chun-Li. lf | were a 

"cameraman and told her, “Please pose,” | wonder what pose she 
-! ae would do? take that and turn it into an illustration. 

_ AKHMAN: Brilliant. What about this one? (Chun-Li art from GALS 
ISLAND. 2 cover:.see P186) 

NGUS: This wes the first piece | did. The very first. 

_AKIMAN: This wes from when you Said’ you'd never done coloring 

before! ; 

BENGUS: | toid you with tears in my eyes, “lican’t do it.” 

AKIMAN: You said you'd hardly ever done any illustration before. 

BENGUS: This was my first ime with Liquitex, and | thought... “with 

brusnes and paints this nice, coloring will be easy.” “With these 

supplies anyone could do a gocd jon.” 

(SF Alpha character art: see P146) 

AKIMAN: This Guy takes me back as well. | always wondered how 

120 STREET FIGHTER MEMORIAL ARCHIVE: Scyond the World 

you thought up this pose. Also the way Chun-Li's legs are twisted... 

This was a really popular piece. 

BENGUS: Is that right? 

—They don’t seem like the kind of pieces you’d put out when 

you're introducing the character roster. 

AKIMAN: Going by our standards at the time, these pieces had 

the best balance of manga style and three-dimensional texture. 

Thanks to BENGUS churning these out en masse, | think these were 

imitated by people the world over. 

BENGUS: Thank you. 

AKIMAN: There really are people out there who have been 

supporting us these thirty years, and you get reminded of that 

when you Jook at illustrations from SFi/ and the like. It’s a sort of 

slow-blooming, comforting feeling. Like looking at an old temple. 

BENGUS: It’s sort of wabi-sabi. 

AKIMAN: Even my own awful drawings all seem great. | hated 

them in the past, but now when | look at them it’s really nice. 

Those crappy drawings get turned into socks and T-shirts. |’ve had 

my own awful drawings shown to me again and again. When | do, 

| can’t tell if it’s lame or stylish, but | do feel there’s a meaningless 

power to them; they’ve become designs. | hope they get turned 

into a kimono at this point. *laughs* 

BENGUS: Maybe it’s only the artists themselves that don’t like 

looking at all this old art. 

AKIMAN: Maybe so. 

BENGUS: I’m still doubtful. 

AKIMAN: Me too, | haven’t quite found enlightenment yet. If | let 

my guard down it starts to feel painfully embarrassing. Even | can 

understand the desire to dig up artwork from the past for a 30th 

anniversary celebration. It’s an odd feeling when your old artwork 

is still being released as a brand new product though. *laughs* 

BENGUS: Speaking of history, you once gave a nice compliment to 

Cody’s SFV suit design in a tweet. 

AKIMAN; Oh, that’s right. 

BENGUS: | did that Cody design. 

AKIMAN: Oh, wow! 

BENGUS: | know when people see some guy in 

a suit come out they think, “Who is this?” but 

there’s a history there. 

AKIMAN: Was that based on existing back story? 

Or did you just want to put him in a suit? 

BENGUS: He was a prisoner before, so to broaden 

his range even more... 

AKIMAN: So the story came later? 

BENGUS: | said, “What if he’s running for congress 

this time?” and submitted a rough sketch, and it 

got approved... 

AKIMAN: Brilliant! That’s brilliant! Nice! 

BENGUS: Thank you. 

AKIMAN: | didn’t compliment it thinking you’d 

done it. | just thought it was outstanding. 

BENGUS: | was so happy! 

AKIMAN: Plus, Haggar did become president 

in another game. What | liked about that was, 

even when he’s in the Oval Office with his 

aides, Haggar’s still wearing the same old outfit. 

*laughs* | thought, “Man, Capcom sure doesn’t 

The Kinu Nishimura illustration that comes up in 

this talk. With an art style simultaneously powerful 

and delicate, Nishimura stands alongside AKIMAN 

and BENGUS as one of the flagship designers of 

this era of the Capcom Design Department. 



You can't just have a perfect design anymore. 
They should exist alongside the shifts and 
ripples of the era. (AKIMAN) 

change much.” *laughs* Why don’t they get with the times? 

*laughs* 

AKIMAN: In an age where games are made with 3D models and we 

have the concept of “skins”, preset designs are a thing of a bygone 

era. We've entered an age that moves forward with the times. 

i'm an Overwatch superfan, so I’ve come to understand skins. 

You can’t just have a perfect design anymore. They should exist 

alongside the shifts and ripples of the era. 

BENGUS; | haven’t quite gotten there yet. *laughs* | still have my 

own ideas about how a design should be. | haven't played recent 

games, so | guess | don’t know the joy modern users get. 

AKIMAN: At first glance people might want the old designs back. 

For sure. But you know they’re going to come out later anyway. 

BENGUS: | mean, so many costumes come out, I’ve started to feel 

like maybe it’s okay if individually they’re a little weak. 

AKIMAN: That’s how | feel. | mean when | play Overwatch there 

are just tons of useless skins, but someone’s using those skins | 

consider useless. You can’t help but think, “What’s up with your 

sensibilitye” But to each their own. 

GREETING THE SERIES’ 30TH ANNIVERSARY 
AKIMAN: What were you doing thirty years ago? | was going to the 

arcade. 

BENGUS: | was seventeen... 

AKIMAN: Were you playing SFI/? 

BENGUS: SF// wasn’t out yet. 

AKIMAN: Ghosts ‘n Goblins was, what, ’85? So in’87... 

BENGUS: I’ve been playing Capcom games forever though. 

AKIMAN: Even if you count back from SFI/, that’s like twenty-six, 

twenty-seven years? All you can do is be grateful at this point. 

That's it. There are games that get old after three to four hours, 

and yet people have been playing this for thirty years--all | can 

think is they must be crazy. To keep supporting us for thirty whole 

years. At this point you have to chalk it up to the power of the 

players, not the power of the game. 

BENGUS: I’ve started to feel pretty thankful. 

AKIMAN < BENGUS 

Chun-Li, by AKIMAN (trading card illustration). it’s a piece 

that exudes an air of “day-to-day life” and a strong sense 

that she’s “really there”, as mentioned in this talk 

I haven't quite gotten there yet. *laughs* I 
still have my own ideas about how a design 
should be. (BENGUS) 

AKIMAN: Thankful doesn’t even cover this level of fervor; it’s like a 

special skill at this point. To keep supporting one thing. All you can 

do is be grateful. 

—There are not just millions, but tens of millions of said special 

people. ! 

BENGUS: Around the world, yes. They cover the whole surface of 

the earth. 

AKIMAN: Even I’m starting to get tired of the original Gundam. 

*laughs* 
—That’s a rather shocking statement. 

BENGUS: Has it been thirty-nine years? 

AKIMAN: Thirty-nine years. 

BENGUS: | suppose life hits a turning point at about thirty-five 

years, for humans. ‘ 

AKIMAN; | hadn’t known it took more than a week for the Conscon 

fleet to be wiped out. 

BENGUS: It did? 

AKIMAN: I'd forgotten he’s still alive after the twelve Doms are 

destroyed, and he gets taken out in the next battle. I’ve watched 

the movie version too many times. That was kind of a fresh 

discovery. 

BENGUS: A fan for over thirty-five years learns you can still make 

fresh discoveries, justin time for Street Fighter's 30th! With that 

in mind, We hope everyone will keep supporting the Street Fighter 

series from here on! 

A Capcom heroine group illustration by BENGUS (for a notebook 

arcade prize). Even though the piece is composed almost solely of 

faces, the frame practically overflows with personality. 
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vents which unfold within the games of the Street Fighter series are all connected, forming one long, vast, story over the course of the 

multiple installments. The most major of those events from throughout the series are organized here in chronological order. Please be 

aware that some character-specific endings from past titles conflict with the whole o
verarching story. Additionally, the story of Street Fighter EX 

i a parallel universe, soit has been omitted here. 

MAJOR EVENTS 

¢ Ryu and Ken set out on a street fighting journey to become the 

“ultimate martial artist” 

¢ Sagat falls to Ryu’s “Shoryuken” and swears revenge 

 M. Bison travels the world to gather its most outstanding 

martial artists 

¢ A weapon known as the Psycho Drive goes operational, channeling 

unlimited amounts of Psycho Power into M. Bison’s body 

e The Psycho Drive is destroyed by martial artists, leaving Shadaloo 

ostensibly wiped out 

 M. Bison launches “Living Incubator” project to develop new 

replacement bodies 

Abel, born an artificially engineered human, is rescued by Nash, 

who goes missing thereafter 

© The World Warrior tournament is held, with Shadaloo moving 

behind the scenes. M. Bison seeks the body of Ryu, the martial 

artist who defeated Sagat 

 S.I.N. GEO Seth defects from Shadaloo 

e SIN. is wiped out 

° Balrog rescues a boy named Ed from S.I.N. and takes custody 

° Sagat defects from Shadaloo. F.A.N.G claims his seat as one of the 

Four Heavenly Kings 

 Shadaloo launches “Black Moon Project”. All New York falls into 

chaos following a powerful electromagnetic pulse 

e The Kanzuki family calls for the cooperation of fighters from around 

the world 

e The “Black Moon Project” is destroyed by the fighters, and Shadaloo 

is once again annihilated 

e Chun-Li takes custody over the young girl hacker, Li-Fen 

e Ed leaves Balrog and forms his own independent organization 

* Alex’s mentor, Tom, is attacked by a mysterious blonde fighter 

e Li-Fen, under Chun-Li's protection, is abducted by a secret 

organization 

e Alex sets out to avenge Tom 

¢ Hugo and Poison launch the new pro wrestling organization HWA 

(Huge Wrestling Army) 

e Alex sets out again to undergo ascetic warrior training 

F ight-forahe F ature 
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Chapter 

STREET FIGHTER “S” 
ARCHIVE 

This section presents key visuals and character illustrations from various titles throughout the 

series’ history, as well as interviews and myriad untold anecdotes from deeply involved series 

stakeholders. Please enjoy it as a memorial archive, looking back on the series’ thirty years. 

2 



jest 

iy 

Street Fighter 

Launched 1987 [AC] 

The celebrated first installment in the Street Fighter series, which has pulled the versus fighting game scene 

along for as many as thirty years. Two types of cabinet were released for this game: an upright cabinet with 

pressure sensors that varied your moves depending on how hard you hit the buttons, and a table cabinet 

where moves were executed via a six-button layout. 
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CHAPTER 2 | STREET FIGHTER “S" ARCHIVE 

KEN 

RYU 

BIRDIE 

GEKI 

LEE 

EAGLE 

The game was developed in Osaka, but this main illustration was produced 

by the Tokyo development staff. There was a team responsible for creating 

Famicom package designs, and this piece was done by the same designer who 

did the Famicom version of Ghosts ‘n Goblins. The elusive “Fire Kick” super 

move which existed during the planning phase is drawn here in plain sight. The 

brazen machismo of this earliest installment is on full display here, giving the 

piece a particularly strong solitary presence, even for this series. Incidentally, 

an overseas version (PC version) exists, with a different composition. (SHOE!) 
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Street Fighter II: The World Warrior 

arcade scene and became the cornerstone of the fighting game 

genre. Released for the Super Nintendo in December of the 

following year (‘92). Greatly expanded the series fan base thanks 

to its high level of polish. 



KEN 

RYU 

ZANGIEF DHALSIM 

It was a trend at the time to use acrylic paints on oil canvas. AKIMAN-san brought his work 

home over the New Year’s holiday and produced this illustration. As | recall, he modeled it 

after pro wrestling and martial arts posters. Chun-Li’s kick pose and other elements have the 

feel of a movie poster, and it’s the piece that springs to mind when | think of Street Fighter. 

Truly the face of the series. He told me adding a globe helps tie things together, so | followed 

his example myself. “If you’re having composition issues, add a globe.” Come to think of it, | 

feel like the art style changed sometime after the Super Famicom release. . . . (SHOEI) 

| E. HONDA 

CHAPTER 2 | STREET FIGHTER “S* ARCHIVE 

GUILE 

BLANKA 
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Street Fighter Il: Champion Edition 

Launched 1992 [AC/CP System] [TurboGrafx] : 

A new version of Street Fighter ||, developed with a primary focus on versus play. This version added the ability for both 

players to use the same character, and made the Four Heavenly Kings of Shadaloo (M. Bison, Sagat, Vega, and Balrog), 

strong opponents who previously only appeared in CPU matches, playable characters. 
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j CHAPTER 2 | STREET FIGHTER "S" ARCHIVE 

KEN 

CHUN-LI 
| RYU 

BLANKA 

E. HONDA 

DHALSIM 

Mew 
BALROG 

This main visual came precisely a year after SFI/, and this time | had to work 

over New Year’s, staying overnight at the office to paint. The Four Heavenly 

Kings were rushed in, and with pressure mounting to paint twelve different 

figures, | quietly started removing characters until finally it was just Ryu and 

M. Bison. Initially I’d figured Sagat, Balrog, and Vega would be required and 

had even drawn the line art, but the timeframe overlapped with when we 

were tweaking our in-game character graphics, and | wasn’t going to hit the 

deadline so | ended up cutting various (most) things. I’m sorry. The is also 

the first appearance of my Shadaloo insignia design and the “Furin Kazan” 

written on Ryu’s belt. Who would’ve thought they’d still be around twenty- 

five years later? The character illustrations were done by a still bright-eyed 

and bushy-tailed Kinu Nishimura. (SHOEI) 

M. BISON 
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Street Fighter II Turbo: Hyper Fighting 
Launched 1992 [AC/CP System] 

A new updated version of the game which added new special 

moves for most characters and new color palettes. Its most notable 

addition was an increased game speed, leading to intense battles 

which required more precision and skill. 
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! CHAPTER 2 | STREET FIGHTER 'S' ARCHIVE 

CHUN-LI 

BALROG 

E. HONDA 

ZANGIEF 

The main visual was done by Kinu Nishimura. To change up the image 

from the previous installment, it puts Chun-Li as the main subject of 

the composition. The layout puts Ryu in the rear as a backdrop, while 

Chun-Li dons a pose with her new special move, the Kikoken. The 

sorrowful expression on her face is really well done. Kinu-san also took 

her canvas and paints home to work on this, but when we came back 

from the holiday | saw it wasn’t even close to finished and started to 

panic. For the character illustrations, Kinu Nishimura did the line art 

with support from then-rookie BENGUS, and | turned them into cels 

and colored them. We only turned them into cels because we all liked 

anime! But as a result, a lot of people praised us because they were 

easy to use for merchandise, and after that the company told us we SAGAT | 
had to do everything in that style. Whoops. (SHOE!) M. BISON 
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Super Street Fighter Il: The New Challengers 

‘Launched 1993 [AC/CP System]>[SNES][Sega Genesis] 

A major renewal of the game, adding four new characters, including 

Cammy. The game speed was also brought back from Turbo to the speed 

of // and Champion Edition. 



CHUN-LI KEN 

DHALSIM 

RYU 

FEI LONG 

ZANGIEF 

BALROG 

This main visual was also handled by Kinu Nishimura. Because so many characters had been 

added, it was clear that it would take a lot of time, so the composition of the piece is limited to 

“Ryu+the new characters”. The character illustrations on the right were handled by BENGUS. 

The blue and purple shading and other ambient coloring techniques are a traditional touch 

of Capcom’s illustrations, including those of Final Fight. This style influenced a great many 

titles and designers to come. Personally, | consider this artwork, along with the main visual, 

my favorite SFI illustrations. (SHOEI) 

M. BISON 
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Super Street Fighter II Turbo 

Launched 1994 [AC/CP System II]>[3DO] 
CAPCOM 

ae 

With new “Super Combo” moves using an exhaustible gauge, air combos, 

throw recoveries, and overheads, this iteration was close to the modern 

style of fighting games. The ability for the player to select the game speed 

and the surprise appearance of newcomer “Akuma” earned this game a 

lot of buzz. 

Hyper Street Fighter II: The Anniversary Edition 

Released August 31, 2004 [PS2]—[AC/CP System II] 

A release to commemorate fifteen years since the birth of the series. All 

fifteen characters and 65 character variations that appeared in the five titles 

from the original Street Fighter I/ through Super Turbo were playable. The 

console version released first, and the game was brought to arcade afterward. 

RYU KEN CHUN-LI 
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’ CHAPTER 2 | STREET FIGHTER 'S" ARCHIVE 

BLANKA DHALSIM 

E. HONDA 

ZANGIEF 

FEI LONG ute 

DEE JAY 

M.BISON 

With Super Turbo’s artwork there was a pattern of being told over and over, “this will never be 

finished.” I’d always had my heart set on putting Kinu-san’s dynamic pencil work to good use, so | 

bit the bullet and settled on a “rough-looking final product” approach. For Akuma | had BENGUS 

do pencil work in the same style. For the poster we put the line art through a color copier and 

arranged it into squares for the layout. The drawings weren’t colored, so we used expensive 

inks—“matte black” for black, “matte silver” for gray—spending twice the normal budget to 

VEGA produce a beautiful print. | think it turned out to be a memorable design. (SHOE!) 
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Ultra Street Fighter II: The Final Challengers 
Released May 26, 2017 [Switch] 

A Nintendo Switch exclusive that added new characters “Evil Ryu” and 

“Violent Ken”. Gameplay and character abilities were based on Super 

Street Fighter I! Turbo, with the throw recovery mechanic replaced 

with a throw evade. 



| STREET FIGHTER "S" ARCHIVE 

EVIL RYU VIOLENT KEN 

| made a quiet request to BENGUS, who was hard at work on SFV. We added in Evil Ryu 

and Violent Ken as new characters. The “Super SFIl Tournament Battle” self-homage was 

also BENGUS’s idea. | never imagined the artwork we thought was complete with Super 

Street Fighter || would be renewed some twenty-odd years later with U/tra. Even after 

transitioning to digital production, the characters he brings to life with his artwork are 

just as appealing and enthralling as ever. (SHOE!) 
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STREET FIGHTER 

DIRECTOR TALK 
Akira Nishitani is known as the central figure of Street Fighter II's development. 

Current Street Fighter V series director Takayuki Nakayama hits him head-on with his 

best burning questions! 

As ay in A a ae a i ey FR ; Reporting & Photography: Daisuke Kihara. With Cooperation From: Kairi Nakamura, KIMOKIMO 

2 WITH STREET FIGHTER 
ghter Ii started its run in the arcades, | 

ol... 

€ so young! 

id who'd transferred to our school from 

There’s this really cool game at the 

ere and showed us what turned out 

at is this?! Look at those characters 

Blanka tee. 

is this?” A fe 

L . 80 we split up all the characters 

we sort of established that no one 

NAKAYAMA: i guess. it was how the visuals struck us. We couldn’t 

tell if he was a strong character « or a weak one. Anyway, | ended 

up with Guile, and my classmate, a kid named Watanabe, took 

Dhalsim. When we started playing, we realized they were the 

top two. Everyone was like, “You're just using strong characters, 

y’jerks!” *laughs* 

NISHITANI: Even though ce were just the leftovers. *laughs* 

NAKAYAMA: And we just got more and more into it—that was my 

first encounter. After that, | thought about Guile constantly, even at 

school, and I’d draw pictures of him throwing sonic booms all over 

the tops of my notebook paper. 
NISHITANI: Nice. In Japan, whether it was coop or versus, it was 

hard back then to imagine doing it at the arcade, wasn’t it? But 

I'd been going to a lot of overseas location tests prior to that. And 

in other countries, people were having such a good time playing. 

| knew it was fun, but to see them having that much fun really 
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NISHITANI 
PEAS (photo left) 

Twitter: @nin_arika 

Akira Nishitani is known as the central figure of Street Fighter II's 

development. Current Street Fighter V series director Takayuki 

Nakayama hits him head-on with his best burning questions! 

TAKAYUKI 
NAKAYAMA 
FB 1) Z (photo right) 

Twitter: @takaNakayama 
Director for Capcom. In addition to overseeing production 

of the Street Fighter V series, he also handles the planning 

and design for the Shadaloo Combat Research Institute 

(https://game.cap- com.com/cfn/sfv/). 
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moved me. And when we were making SFil, | wanted to make sure 

that... if nothing else, we had to focus our efforts on the “versus” 

aspect—1 always felt that way. But | also felt quite strongly that 

it wouldn’t take off in Japan. | feel like | always have the same 

concept brewing inside me. | have this strong desire to “inflate”. 

NAKAYAMA: Inflate? 

NISHITANI: In the original Street Fighter, the Hadoken and 

Shoryuken had difficult commands inputs, but were also intensely 

powerful, to the point that you could call them “guaranteed kill 

moves”. But they sure were hard to do, and to begin with they 

were secret inputs so people didn’t even know how, so | wanted 

to expand the concept, make it so anyone could pull them off. 

| wanted to inflate it to the point that anyone could toss out 

Hadokens and Shoryukens, and that urge in me was very strong. | 

wanted you to be able to perform those moves by default. | really 

wanted to create a game where everyone could perform those 

moves and actually put them to use. 

NAKAYAMA: | guess the Shoryuken and those moves were pretty 

much like secret codes back then. 

NISHITANI: There was a lot of that in games back then. 

NAKAYAMA: With SF//, the commands for all the special moves 

were written right on the instruction card. That in itself was 

astounding, in a way. | remember thinking, “Wow, look at all the 

things you can do.” 

NISHITANI: Yeah, that’s right. As a bit of a side note, | think the 

“versus fighting game” model is also a particularly exceilent system 

as far as making money. Back then, naturally you had your shoot- 

‘em-ups and your action games, but the better you got at them, 

the longer you got to play. In extreme cases, you could play all day 

long. With fighting games, if you get good enough, in theory you 

can play endlessly. The better you are, the shorter your play time, 

so the losing side gives up their 100 yen, and... if everyone gets 

better, in general the money pours in faster. So in that sense as 



AKIRA NISHITANT< TAKAYUKI NAKAYAMA 
well | think it was a good system for the setting. 

NAKAYAMA: It just inhales coins, and people want to keep playing 

for a long time, so they want to get really good. 

NISHITANI: And it’s easy for players to accept the rationale—like, 

“Vlost, so that 100 yen was deserved.” But if they win, they think, 

“Hey, | get to play one more match.” 

NAKAYAMA: | guess that’s how you got people watching over the 

shoulders of the good players, studying matches they’re not even 

playing themselves. 

IDEAS THAT COMBINED “NATIONALITY” 
AND “FIGHTING STYLE” 
—The characters in SFil were created by combining a nationality 

and a fighting style, such as “Spain+Ninja” for Vega. How did you 

settle on that approach? 

NISHITANI: Well, at first we knew we wanted to have eight 

characters, so... from there we thought we'll probably need a 

strongman. So that was our angle when we created Zangief: With 

Guile, it was more that we wanted a character for people in America 

and elsewhere overseas to play. Japan had Ryu, so we wanted 

America to have a protagonist too. With Chun-Li, we'd talked about 

wanting to include.a girl, and the Chinese dress look was just so 

cute, and somehow we imagined a Chinese character would be a 

kempo practitioner. So with her we considered both angles. 

NAKAYAMA: So with the right combination, there was a possibility 

the pro wrestler character would have been an American. 

NISHITANI: Yes, if there hadn’t been a Guile. Pro wrestling is pretty 

associated with America, after all. So it may well have turned out 

that way. 

NAKAYAMA: So to take the competition worldwide, you 

incorporated regions from all over. 

NISHITANI: Right, 

Gamest Z6kan Street Fighter |] cover art. 

NAKAYAMA: It’s really nicely spread out. Opinions of the people 

actually in those countries notwithstanding... 

NISHITANI: Very well said, as it happens. Though I’ve never heard an 

Indian person's opinion on it. *laughs* But with Blanka, | have. They 

say, “Using a beast, a man-beast as the starting point, that’s cool.” 

NAKAYAMA: | heard that you and AKIMAN-san were playing a pro 

wrestling game on the Famicom at the time and it was because 

there was a bite attack you thought was infuriating. 

NISHITANI: Right, right. “Soldier”, “Man-Beast”, “Spanish Ninja” — 

our thinking was really that loose. 

NAKAYAMA: Now that I’m thinking about it, Ryu had more of 

an orthodox karate style in SF1, and in SFI// it was more of a full 

contact style, wasn’t it? 

NISHITANI: That’s right, something like that. K-1 had also really 

taken off at the time, so we'd taken some influence from there as 

well, like Andy Hug’s heel drop. | suppose mixed martial arts and 

things of that nature had gotten really big in the mainstream, 

NAKAYAMA: WithiZangief, too, | heard from his original pixel artist 

that his moves were modeled after Akira Maeda. 

NISHITANI: Yeah, that artist was a huge fan of pro wrestling! 

NAKAYAMA: We used to go watch matches together a lot. The 

heavy kick button does a rotating heel kick at close range—a wheel 

kick—that’s Maeda-san too, Not to mention the “Captured”! We 

finally put that in with SFV. That pixel artist is in'the motion capture 

studio now, and | asked if there were any moves he’d wanted to do 

for Zangief. He told me the Capture Suplex. *laughs* 

NISHITANI: Back then we didn’t make throw-specific damage 

animations, you see. We reappropriated the normal damage 

animations for everything. So it’s true, conveying that move 

would’ve been quite the tall order. But you can do it now! 

NAKAYAMA: | was amazed you pulled off moves like the Stomach 

Claw and Iron Claw with the technology you had back then. 

Street Fighter Il character art, rough sketches. 
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THE IDEA OF LONG-RANGE 
AND CLOSE-RANGE MOVES 
—How did you end up with “long-range” and “close-range” moves? 

NISHITANI: There’s a clear, concrete reason for this! Before SFIl, 

we'd developed Final Fight. It had this wham-bam style with 

combo attacks, but we weren’t planning to have cancellable 

moves, so. | thought, “We can’t not have moves or combos that a 

past title nad.” | didn’t think it would be very fun just beating each 

other up with individual attacks. So | envisioned something where 

you'd hit them with a close-range attack, and if you kept hitting the 

‘button it would automatically connect into a long-range attack. 

NAKAYAMA: So you'd hit with the close and it’d connect into the long. 

_ NISHITANI: But | soon realized, “Oh no, you can’t perform [the 

Hh moves] at that speed,” So we changed their properties, making the 

- close-range moves generally the superior versions, while the long- 

range moves were slightly inferior but also a little longer reaching. 

_ We switched to that system midway. Originally I’d wanted it to 

| facilitate combos. 

NAKAYAMA: Interesting. So was it close to the Chain Combo system 
“in Darkstalkers? 

NISHITANI: Yeah, right. Except in that, you were hitting different 

buttons. With Final Fight you'd just tap away at one button and 
_ depending on your character you'd either do three or four different 

attacks, so that was the image I'd had in mind. 

THE “DIZZY” (STUN) IDEA 
NISHITANi: There was a very clear intent to the dizziness concept. 

it’s the red stick from Tetris, which | was playing at the time. 

I'd always wanted to inciude some kind of sudden comeback 

mechanic. | quite jiked Tetris, so those red sticks left a big 

impression on me, and | was adamant about including that sort of 

comeback factor, After considering a variety of things, | came up 

with the dizzy system. But | was a little concerned, a little scared it 

was too technica}. But i figured what the heck. 

NAKAYAMA: | see... sa what ebout the “guts” system? 

NISHITANI: Guts! Actually, that too was inspired by something. 

NAKAYAMA: Oh?! 
NISHITANI: | was a pretty big fan of a/PC game called Hydlide I/. 

Street Fighter Il instruction card artwork 

When your health, got low, it became harder to die. That created 

a tension | thought was good. Guts scaling came from that. But 

it wasn’t just that—! wanted the game to evoke tension. Yoshiki 

Okamoto would say, “A video game’s got to have tension!” That 

was my indoctrination, so as a way to get the adrenaline going, | 

sped up the timer a little. It counts down a little fast, elapsing at 

about one count per forty frames. 

A SYSTEM WITH DEPTH 
NISHITANI: The audio designer wasn’t happy about this, but | was 

pretty particular about little things back then, like making the 

music change when you were low on health. 

NAKAYAMA: It was like the tempo of the fight would pick up, 

NISHITANI: Right. Your attack power also changed a little, though 

people don’t talk about that much. There’s a form of damage 

scaling in there. | think it kicked in when your health hit 25%. It 

was totally different for each character, but there was an incredible 

range there, and for some characters it was even a negative. Like 

Blanka, | believe. Meanwhile Ryu didn’t change muchvat all. We 

made each character distinct. 

NAKAYAMA: You were giving the characters some variation. 

NISHITANI: That’s right. | think that went away with Champion 

Edition. There were a lot of things | wanted to do. Like the 

computer could be set to play differently when it was down to zero 

pixels of health, though it didn’t turn out very well. Personally | 

wanted people to lose to the CPU in a dramatic way. *laughs* 

So | put the effort into making it play that way, but it didn’t really 

come through very prominently. 

NAKAYAMA: The CPU battles were really well thought out. The 

attacks are telegraphed, so it becomes more like learning enemies 

in an action game, rather than a fighting game match. 

NISHITANI; We really didn’t think people would play the versus mode 

very much in Japan, so we wanted it to be as enjoyable as possible 

as a single-player experience. So we carried over the “grammar” of 

action games to make it work like one as much as possible. 

NAKAYAMA: It was like, “If he jumps back twice and crouches, here 

comes his Super Headbutt.” We used to memorize those things 

while we were playing. | thought that was great. It was a different 
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kind of enjoyment than the versus experience. 

NISHITANI: This was such an internal aspect that you wouldn’t 

know it, but we’d actually, created a macro for the CPU, which was 

rare. This was still in the days of assemblers, but rather than have 

the programmer do it, | had him create the macro language and 

then | did the coding, so we were doing pretty elaborate things. Put 

another way, if you tried and were willing to get a little elaborate, 

you could do just about anything with how the CPU played. 

NAKAYAMA: With SFi/i, the CPU actually had to input the move 

commands, so it wasn’t cheating—when it threw a Hadoken, it was 

actually inputting the Hadoken command. That brought it closer 

to the feel of an actual versus match, but with SFV, we actually 

did both. You’ve got the CPU, which acts based on distance and 

percentage, and then there’s Extra Battle, which is a mode now 

available where you fight enemies whose special moves are coded 

in. That mode follows the SF// method, making for fun CPU battles 

where code actually dictates, “if you do this, then that happens.” 

NISHITANI: If it was just about killing the player, it’d be easy. 

Making it fun is another story. 

NAKAYAMA: | guess the balance is about eight parts pattern, two 

YEY 

Regarding pushback on block, 
what's your ideal distance? 
Sorry, that’s super nitty-gritty. 
*laughs* (NAKAYAMA) 

“A video game's got to have 
tension!” That was my 
indoctrination, so as a way to 
get the adrenaline going... 
(NISHITANI) 

parts random. Actually, what you described has been handed down 

continuously by Capcom’s arcade team. I’ve heard about it myself. 

NISHITANI: You have to make good use of RNG or people’s brains 

shut off. lf the RNG is spaced out evenly you ena up basically just 

waiting for it. 

NAKAYAMA: Regarding pushback on block [*When your opponent 

Slides’ backward after blocking an attack—This system prevents 

players from attacking endlessly], what’s your ideal distance? Sorry, 

that’s super nitty-gritty. *laughs* 

NISHITANI: It really is! *laughs* | like the distance to be about 

where it was in SFIl. |' may have said this before, but originally we 

were doing it by procedural subtraction. As I’d envisioned it, you’d 

go flying back and then skid to a stop. But doing it by procedural 

computation gave it this gross, smooth feeling and | just couldn’t 

get it to look like I’d imagined it. Ultimately | had no choice but 

to draw it out pixel by pixel on graph paper, manually specifying, 

“Here on frame’ 1, here on frame 2, here on frame 3.” 

NAKAYAMA: This was to create more distinct motion, rather than 

have it work like procedural physics? 

NISHITANI: Right, right. That was it. With that zan-pa-su (384) 

(Left) Vodka Gobalsky, 

who became the model for 

Zangief. (Center) Zangief 

and M. Bison’s animation 

sketches. (Right) Idea 

sketches for Vega, known as 

the “Spanish Ninja”. 
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I would think, “What was interesting to me 
when I was just a fan?” (NAKAYAMA) 

graph paper. *laughs* 

NAKAYAMA: I’m pretty sure “zan-pa-su” is a Capcom term. 

*laughs* The pixel ratio was, uh... not square. 

“NISHITANI: Capcom's pixels were oblong, for some reason, And they 

don’t sell that kind of graph paper. We had to have it specially made. 

NAKAYAMA: There’s still some left. 

NISHITANI: | saw a recent tweet from AKIMAN-san. Apparently that 

was due to a miscalculation by the hardware people. *laughs* 

NAKAYAMA: Really?!?! *explosive laughter® | thought maybe it 

made the graphics take up less memory to render, or because 

vertical movement doesn’t stand out as much, or. 

NISHITANI: Nothing that feasible, ey it was oe a design 

error. “laughs* 

NAKAYAMA: I’ve been hearing excuses like that all this time. | was 

brought up hearing them. So it was just a mistake? *laughs* 

NISHITANI: | definitely think they were trying to increase the pixel 

density and raise the resolution. They must have. But apparently 

they did.so thinking the pixels were square, *laughs* Man, | 

wonder if the readers will follow all this... 

NAKAYAMA: Yeah, this is pretty hardcore stuff. 
_ NISHITANI: Oblong pixels—l've sure never heard of such a thing 

from other game companies. 
NAKAYAMA: When | joined, | did a little pixel work myself. | had to 

draw a rocket as part of my training. There’s an exercise where you 

have to draw a rocket and make it rotate. |t has a different (vertical 

0 horizontal) ratio than it used to, so it’s a pain in the butt. You 

Ve to be good. 
TANI: That’s true. With perfect square pixels you can more or 

guess your way through it. 

NAKAYAMA: There was a sort of training regimen for getting used 

Ht © Copeom’ s pixels, 

‘THE CAR-WRECKING BONUS STAGE IDEA 
NISHHANK: The: thing with the car is, that too originated with Fina/ 

Fight. in the’ 80s, Japanese cars were so popular overseas that 

someone from a domestic manufacturer staged a demonstration 

where they smashed a Japanese car to pieces, and we recreated 

it in Final Fight, But it wasn't very vivid, so We Said, “Let's really 

wreck a car!” rt of passed it on. That’s all. 

license plate says “JA-PAN,” after all, *laughs* NAKAYAMA? The 

Wrecking a Japanese car at Some American port. 

WHO NAMED THE NORMAL MOVES? 
NISHITANI: Nishio was happy to name them. 

NAKAYAMA: That's the person who did the pixel art for Guile. 

NISHITANI: To be honest, most of the special moves were named 

by me. Perhaps Nishio named some of them? Frankly it was too 

tedious to name the normals so 

| didn’t really want to, *laughs* 

| think the catalyst was... 

maybe a request we got from 

Gamest? They wanted to put a 

photo'of the move list it in their 

magazine or something, so they 

asked if the moves had names. 

Nishio very happily gave names 

to each one. Since he’d done it 

all on his own, he would come 

up to me and say, “Here’s what 

| want to name them, what do 

you think?!” And I’d say, “Oh 

no, | don’t think that’ll work.” 

*laughs* He was so happy to do it. After that, every fighting game 

had names for every move. 

NAKAYAMA: That’s still going on now. Then again, I’m of the 

generation that read Gamest, so part of it was deliberate because | 

like when they have names. 

NISHITANI: That’s nice. 

NAKAYAMA: You know how Vega’s jump kicks all had the same 

graphics? 

NISHITANI: They sure did! 

NAKAYAMA: But they each had different move names, so | figured 

they were different moves.. 

NISHITANI: You were fooled ‘by the names. *laughs* 

NAKAYAMA: Exactly, 

NISHITANI: It’s Vega, so that was from Champion Edition on. Nishio 

sure was happy to do all that naming. He loves that stuff. He really 

loves coming up with background details and lore... | seem to 

remember him even creating side stories. 

NAKAYAMA; Like Eliza and Guile’s wife Julia being sisters. And Datta 

(Dhalsim’s son) being Guile’s daughter's pen pal. It’s like, “Do we 

really need these things to be connected?” *laughs* There was 

also some pretty harsh stuff, like M. Bison killed Dhalsim’s pet 

elephant Kodal’s mother as a test of his power. 

NISHITANI: We came up with some of that stuff, but I’m pretty sure 

Gamest randomly made up about half of it. 

NAKAYAMA: Another one is, one of Guile’s dislikes is “the natto Ryu 

made him eat”, 

NISHITANI: | came up with that one. *laughs* 

NAKAYAMA: It’s like all the characters are surprisingly close. 

NISHITANI: Also, most of the dates of birth were taken from staff 

members. Ryu has Yasuda-san’s. 

NAKAYAMA: ...actually we carried on that tradition with SFV, *laughs* 

NISHITANI: You did?! 

NAKAYAMA: For V’s characters, yes. 

NISHITANI: So the dates of birth belong to people. 

NAKAYAMA: It’s a game that pays respect to SFIl, so we tried to 

include whatever elements we could. 

NISHITANI: | see, | see. 

NAKAYAMA: And after all, it’s what | was raised on, So the next 

time a new SFV character comes out, you can assume they have 

someone's birthday. “laughs* 

THE BACKBONE AND LEGACY OF NISHITANI-ISM 
NISHITANI: There was a moment when my perspective changed 

very abruptly, which was when we were developing Final Fight. You 

could say my way of looking at things changed drastically. So much 

so that | almost feel like | became a different person. This might be 

a confusing way to put it, but up until then I’d approached game 

development looking at things more from a player’s perspective 

than that of a creator. But with Final Fight, suddenly it was like 

| was able to look at things from a bird’s eye view, So on the 

flipside, | couldn’t just enjoy games at face value anymore. You 

start to consider the logic behind things. This is where the game 

is taking up memory, this obstacle is here because it has to be, et 

cetera. You start noticing things like health item placement as you 

play, and next thing you know... the innocence is gone. Even with 

movies, | used to be like “Wow! Boom! Blam! This is fun!” but 

now it’s like “Oh, that quick cut just now must mean something.” 

| started thinking about storyboards, frames, pacing, that sort of 

thing. If you make people play for too long they get exhausted, 

things like that. “There have to be peaks and valleys or it starts to 

drag.” | really started thinking about things like that. 

NAKAYAMA: Speaking of Final Fight, there are moments like 
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Sodom’s appearance where he’s sitting down. You didn’t need to 

make those graphics, and yet in the game you walk up to himina 

forced scrolling segment and show him sitting. 

NISHITANI: Right. Until around that time, it was sort of a bad thing 

in development to allocate memory for those sorts of theatric 

effects. Memory was limited, after'all, so the feeling was you 

couldn't afford to do that stuff. 

NAKAYAMA: Sodom’s sitting scene, and also there were the fodder 

enemies sitting on the side of the road in the middle of the stage, 

NISHITANI: At the time, the mood seemed to be, “Seriously? You’re 

going to allocate memory for that?” But | really wanted it to feel 

like the enemies were “there,” so | went for it. | always wanted the 

movement to look human, toa degree, so.| went with that logic. | 
thought it would be better not to let it get too gamey. 

NAKAYAMA; | guess the “natto Ryu made him eat” thing was born 

from that same idea. *laughs* 

NISHITANI: What about you, did you ever have that sensibility? 

NAKAYAMA; | think | had a different starting point than you. | did 

art throughout college, and what | ultimately wanted to do was 

become a mural restoration specialist. The reason for that was I'd 

been studying religious art for along time and'l’m a big fan of the 

genre. To restore it would mean | got to work with and be around 

something | love twenty-four hours a day. Behavioral psychology 

is fan psychology. You want to do something to that thing. So with 

Street Fighter, too, it was fan psychology. | would think, “What 

would Nishitani-san think of this?” or “What did | find neat when | 

was just afan?” 

NISHITANI: When you put it that way, | feel like your “fan 

psychology” was extremely important to SFV. 

NAKAYAMA: Thank you! 

NISHITANI: Same’ goes for the Shadaloo Combat Research Institute! 

That must have cost so much and taken so much work. 

NAKAYAMA: At the start | did almost everything on my own, so 

the cost was no issue. *laughs* | wrote a ton of back story for the 

characters, and had our scenario writer write up some lore and the 

narrative “backbone” for each character. | wanted it to help people 

further appreciate the world of Street Fighter. 

NISHITANI: | really get that sense. | mean, SFV’s recent Arcade 

Edition was so loaded with bonus stuff. | thought, wow! 

NAKAYAMA: | just like everything about the Street Fighter world, 

and | want to take good care of it. Part of me still feels like I’ve 

been let in on something. That’s the biggest thing. So | want to 

absorb as much as possible through talking to you, like what 

you were saying a moment ago about theatrical elements. | like 

thinking about things like that, like, “This part was done in such- 

and-such a Way, so that must be why it’s like this.” | really like 

breaking down the togic of things like, say, hospitality, and trying 

to enact that logic. That’s how | create. There are several game 

creators | really respect, but even among them, | consider you and 

Gunpei Yokoi gods. 

LOGIC+FEELING=FEEGIC 
—You made up the word “feegic” from the combination of “logic” 

and “feeling,” but what exactly does this mean? 

NISHITANI: | had forgotten about this, but | think KIMOKIMO 

recently mentioned it in a tweet. It’s a good word. | think of 

myself as someone with a stronger rational side, so there’s a part 

of me that’s wary of relying on reason alone. With arcade games 

in particular, if it doesn’t feel good in your hands on that first 

100 yen, we’re not going to get that additional second hundred 

yen [for a continue], so... that’s not a matter of logic, is it? | think 

logic-driven gameplay is for when you play a game, say, five or ten 

times and realize, “Ah, so that’s 

what I’m supposed to do.” | try 

to place importance on that 

distinction. With fighting games, 

the first thing is whether or 

not the controls feel nice and 

light. Fighting games are about 

hitting, so if the hitting doesn’t 

feel good, who would play it? | 

try to place importance on that 

stuff, first of all. That said, if 

your frame data is a mess, you'll 

quickly wind up with infinite 

loop bugs and so forth. So you 

have to treat logic and feel like 

the two axles of a car. I’ve always felt that way. 

NAKAYAMA: Between the two, when | have to choose one or the 

other | go with feel. *laughs* Like, “this seems right,” “bigger is 

better,” “bolder is better.” | talked about this with AKIMAN-san in 

the past as well, but there’s something good about big characters. 

NISHITANI: AKIMAN-san made a word for it: dekakkoji [“big-cool”]. 

NAKAYAMA; Right, right. Like, [big= cool]. In the old days, games 

didn’t have that kind of memory, so to allocate that much space 

just for the characters was unquestionably cool! That wasthe 

logic. And | feel that way myself. So | go for big and flashy. That’s 

the reason SFV's Abigail is so enormous. First we established “big” 

as the concept. BENGUS-san, our designer, was a huge fan of 

metal and hard rock, so he said, why not take the character in that 

’ direction. That’s why his BGM is death metal. Even the lyrics ere 

about Mad Gear. » 

NISHITANI: You’re kidding! atigiie* | had no idea... 

NAKAYAMA: We put everything in there, and | mean everything. . 

*laughs* We kept Mad Gear from total annihilation so that they 

could make a comeback at any time. 

NISHITANI: Such attention to detail. *laughs* 

NAKAYAMA: Final Fight is thirty this year, after all. 

NISHITANI: Oh, is it thirty years erin I'd sure like it to make a 

comeback. 

After that, every fighting gamehad 
names for every move. (NISHITANI) _ 

ALL ABOUT Capcom Fighting Games 1987-2000 cover illustration 
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WHAT MAKES FOR A SYSTEM ANYONE CAN ENJOY 
NISHITANI: Hmm. | think it goes back to the same idea | was talking 

enough to have a pretty good time. Back in the day, 

| for that was just making it easy to throw a Hadoken, 

: not to misread that. Ultimately | think it’s the same 
mt “1 made that combo,’ “| pulled off that move.” 

simple, ‘but wow! Bam bam-bam, just like that | hit 

1 perfect agreement with you, and that was 

lice Just by pressing two buttons, as 

NAKAYAMA 

the case witt 

say that it dumbs +8) Bs down too much. That it alianates the gap 

between beginners and high- level players. That’s what they say, but 

actually | think there is a gap. If you master the system you'll still 

set yourself apart asa master, so it’s absolutely essential that it be 

accessible to everyone. And go simple with the controls. We balanced 

it by having both timer- based and instant-activate types, and a 

variable number of V- Gauge bars. | wanted it all to connect back to 

what you've said about making. it simple to pull off cool things. 

THE LEGENDARY PIXEL ARTIST 
NAKAYAMA: Mori-san, who did the pixel art for Sagat, had a special 

pixel art method that created a distinct disparity between the parts 

he wanted to move and the paris that didn’t move. Morrigan’s 

idle animation in Darkstalkers was a prime example; her hand 

animation uses this incredible pattern, but she just slides forward 

and backward. There’s a clear difference in temperature where 

she’s most expressive. 

NISHITANI: Oh, you know he’s the one who gave Sagat his scar. 

NAKAYAMA: Really?! 

_NISHITANI: | didn’t tell him to. | said, “Mori, what is this?” and he 

said “It’s the scar from where he got nailed by Ryu’s Shoryuken.” 

But it was interesting so we decided to go with it. 

NAKAYAMA: Mori-san’s characters are really unique, like Kakyoin 

in JoJo’s Bizarre Adventure. He has no idle animation at all, just his 

4AA ee ee eR ay en et ra rr 

Street Fighter li overseas pamphlet illustration 

I think it’s okay to change your “-isms”, but 
having some sort of tradition can give youa 
foundation to build on, so I hope you feel free 
to put those ideas to use. (NISHITANI) 

bangs flapping in the breeze. *lJaughs* He took it to an extreme 

with Scorpion in Saturday Night Slam Masters. His feet are 

completely still, with just his belt swaying. 

NISHITANI: That’s true, he barely moves! 

NAKAYAMA: And yet in SFi/l you have Elena doing all kinds of fancy 

footwork. | heard a rumor that he did that out of spite after someone 

told him “Gee, Mori-san, your characters don’t really move.” *laughs* 

NISHITANI: “Let me show you what | can do!” *laughs* 

THE FIGHTING GAME SCENE IN RECENT YEARS 
NAKAYAMA: When | look at tournaments like EVO, sometimes | feel 

like things have gone past the realm of what we ever imagined. 

Pretty soon the protagonists won't be the characters, they'll be 

the players. It’s been a reminder that what we make needs to be 

enjoyable to those players. The heroes aren’t going to be Ryu and 

Ken, they’re going to be the people playing the games. So'l hope 

our work serves as a way for those people to have a good time. | 

think fighting games and other games are a “communication tool”, 

so the'spaces that are, born out of that, where the people who like 

those games come together, are such a happy place for developers. 

At the same time, | feel very strongly that you have to take a step 

back and.iook at things. Not everyone competes in tournaments; 

there are some people just having fun. Not all users come to 

tournaments, so | think you have to take care of those people as 

well. “Take care of” might be a bit of a rude way to put it, but I’ve 

been reminded that we have to make something that’s fun those 

people as well. The Shadaloo Combat Research Institute is part of 

that—I feel like we have to do some things for those people out 

there saying, “I’m not any good at it, but | like Street Fighter.” 

NISHITANI: The most fair, balanced fighting game would be one 

where everyone plays as the same character. There’s no sport 

out there where the players each have completely different tools. 

There’s a bit of that. Like, you can use the gear you like that falls 

within the regulations, but there’s no sport where the tools vary as 

much as they do in fighting games. 

NAKAYAMA: That’s what makes them interesting. We strive to make 

our games interesting in that way. Also, sometimes strategy guides 

divide the characters into tiers, designating one character strong and 

another weak, but in the end those are the opinions of people playing 

the games, and sometimes they differ completely from the views of 

the developers, who know all the parameters and internal structure. 

NISHITANI: That definitely happens. It happens incredibly often. 

IN FIGHTING GAMES, THERE’S NO NEED FOR WORDS 
NISHITANI: We refer to fighting games as “silent conversations”. As 

you gradually master the game, you can start to think like a robot, 

choosing which move to use when based on probability. But you 

won't improve much doing that, so you put ona little act to make 

your opponent want to act a certain way. You’re not talking, but you’re 

having a conversation. You create a nice, silent story, and... “All right, 

caught ‘em!” *laughs* | think it is as you say, it’s communication. 

NAKAYAMA: When you get good enough and come to understand the 

theory, you can make the opponent think you’re going to act a certain 

way, bait them, and hit them with a counter. That’s pretty neat. 
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Street Fighter Alpha 

Launched 1995 [AC/CP System II]-> [PS][SS] 
An all-new title depicting the period between Street Fighter and Street Fighter II. 

In addition to new mechanics such as the Air Guard, Alpha Combo, and Alpha 

Counter, it also featured characters from past Street Fighter titles and Final Fight. 
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CHAPTER 2 | STREET FIGHTER “S’ ARCHIVE 

BIRDIE 

AKUMA 

This main illustration was actually also used for a pamphlet I’d requested. We narrowed it 

down to just young Ryu and Ken, and rebooted the art style for SF Alpha, going for something 

simple and symbolic. We switched main illustrators at around this time. With more spin-off 

titles coming out, it was a period in which we were thinking about how to transition to the next 

generation. The finished product was of a different flavor than what we'd seen so far—just what 

you'd expect for a title representing a new start. The catalyst that kicked off plans for SF Alpha 

was BENGUS’s “Street Fighter 1” artwork (P187). That led to BENGUS drawing all the opening 

and ending cinematic artwork for SF Alpha on his own—a tremendous amount of work. (SHOE!) 
M. BISON 
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Street Fighter Alpha 2 
_ Launched 1996 [AC/CP System II] [PS][SS][SNES] 

Building on Street Fighter Alpha, this game added a “Custom Combo” system as 

well as five new characters, including Sakura. The game was packed with secret 

content, such-as.Chun-Li’s outfit from the SF// series and Shin Akuma. 

CHARLIE | CHUN-LI DAN GUY 
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ROLENTO 

DHALSIM 

CHAPTER 2 | STREET FIGHTER “S* ARCHIVE 

BIRDIE 

M. BISON 

ZANGIEF 

The composition of this piece pays homage to an illustration from a Gamest video 

depicting a face-off between Sagat and Ryu. The new heroine, Sakura, has also been 

subtly included. The character artwork was now handled by multiple team members. 

The new generation had joined and the team was well integrated at this time. Our 

development environment was also transitioning to digital during this period, and this 

title was our last analog production using paint and paper. (SHOEI) 
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Street Fighter Alpha 3 

Launched 1998 [AC/CP System I!]> [PS][SS] 

Adding six new characters including Cody and Karin, this 

title also introduced the new “ISM” system, allowing 

players to select from three different fighting styles. 

This essentially tripled the number of characters, 

covering players ranging from beginner to advanced. 
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Street Fighter Alpha 3 Upper 

Launched 2001 [AC/NAOMI]> [GBA] 

Switching to the Dreamcast-compatible “NAOMI” system board, 

this version was capable of linking up with Street Fighter Alpha 

3: Saikyo Dojo. The addition of four characters, including Guile, 

brought together the entire SFi// series roster. 

Street Fighter Alpha 3 MAX 

Released January 19, 2006 [PSP] 

Essentially an Alpha series compilation, taking content from 

both the arcade and console versions. Featuring the entire 

character roster of past versions, this version also added 

Ingrid from Capcom Fighting Evolution. 

SAKURA 

RYU 

This was the first title for which all artwork was produced digitally. The main 

visual made full use of digital techniques, tweaking the saturation and brightness 

of the background characters to make Cody pop in the foreground. We had 

a tedious process at this time, using print-outs as our base artwork (genga), 

photographing them, developing photo positives, and submitting those to the 

printers. The color on our monitors didn’t sync up with the printed material at 

all, so we went through a lot of trouble. (SHOE!) 
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M. BISON 

E. HONDA 

BLANKA 

CAMMY 
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STREET FIGHTER 

MANGA TALK 

rtlude ee Street ee Ul] i Gaiden (Shogakukan, Shonen Sunday 

cial issue/1994), Street Fighter Alpha (Shinseisha, Gamest/1995-1996), Sakura 

Ganbarul (Shinseisha, Comic Gamest/1996-1997), and Street Fighter Ill; Ryu 

Final {Shinseisha, Gamest, 199721998), Othen major works include Sadamitsu 

the Destroyer (Shuetsha, Ultra Jump/1995-2005), Dream Buster (Tokuma Shoten, 

Month! v Comic RyG/1999-2005), and Akai Kemono (Home-Sha, Garakunomori). 

AKIRA MUSCLE 
OOBA KITAURA 
KBP ED YY AAR 
‘reelance editor affiliated with Former editor at Gamest and Arcadia, 

Stodio Channel Seven. During his Currently employed by Capcom, where 

timeat Shinsetsha, he managed he was the managing editor. for SF20. 

sahiko Nakahira and was involved The Art of Street Fighter, SF25: The Art 

he production of Street Fighter of Street Fighter, Darkstalkers; Official 

fan, Sakura Gonbarul, and Street Complete Works, and other works. He 

i: Ryu Final served as interviewer for this piece 

HE STREET FIGHTER SERIES 
hey say even people on the Street Fighter 

ork and thought, “Oh, so that’s what these 

Today I’d like to ask about how those comics 

how you went about digging into the Street 

@ was already a strict “creator check” process 

ts and proofs, as well as for the manga 

in the middle of the Sakura Ganbaru! run, 

peak with Funamizu-san, and he told me, 

need to undergo name checks anymore, so 

NAKAHIRA: Oh, 

OOBA: So for th 
the final volumes 

Fina) 

but... 

NAKAHIRA: Let’s ae we didn’t, *laughs* 
OOBA: So anyway, Nakahira-san was given the okay to do whatever 

he wanted. Even the PR section, who were our official point of 

contact, said they it was fine as long as the dev team was okay with 

it, so they made it extremely easy for us. 

MUSCLE KITAURA: The Street Fighter Alpha comic starts off with 

a depressed Ryu acting as bodyguard to a drug dealer. On paper 

it’s a startling premise to kick things off. It’s amazing you got away 

with that. 

NAKAHIRA: Ryu is the main character, and everyone knows him. | 

figured every reader would have their own notion of “Ryu”, so if | 

drew my version of Ryu, people would say it was off. So | thought, 

| might as well start with something that has everyone saying 

alf we had quite a bit of freedom, and for 

‘Sokura Ganbaru! and Street Fighter Ill: Ryu 

well, we kind ‘of dropped the ball with the final volumes, 
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“That’s not Ryu” for a big impact, and then gradually approach the 

Ryu that everybody knows as the series progresses. 

OOBA: There was definitely an element of “feeling it out”. It was 

my first time taking on a comic adaptation for the Street Fighter 

series as well. | was afraid of the so-called “creator check”. They'll 

tell you, “Can't do this,” “That’s no good,” without batting an eye. 

*laughs* 

NAKAHIRA: They sure will. 

MUSCLE KITAURA: It’s like, “You're rejecting everything? You're 

telling me this now?” *laughs* 

OOBA: To begin with, you’re talking about a sort of “fiction within.a 

fiction”. He was drawing a what-if scenario, so we figured anything 

was fair game. There were times | wanted to say, “If you're going to 

reject that, give us something else to work with,” That wasn’t with 

Capcom, for the record. *laughs* 

IT STARTED WITH FINAL FIGHT 
MUSCLE KITAURA: What exactly made you want to become’a 

manga artist? 

NAKAHIRA: It simply seemed like a quick way to make money. 

*laughs* When | was in college [Osaka University of Arts, College 

of Art], it'was in an incredibly remote place, so there wasn’t even 

anywhere to work'a part-time job. The assignments were also a 

tremendous workload, so while | was plugging away at home, | 

got to wondering if there wasn’t some way to make money. Then 

| saw an ad in a manga magazine for a “such-and-such contest”, 

and, with no particular basis, | thought | could probably win. That 

was my first time actually taking a pen and drawing a comic, but 

| did consult a “how to draw manga” reference book, drawing 

my submission by imitation, At that time | took influence from 

Katsuhiro Otomo and Tetsuo Hara. 

MUSCLE KITAURA: I'see. 

NAKAHIRA: So after l’d drawn a few one-off comics, Shogakukan 

had apparently been planning a strategy guide and manga for the 

release of the Super Famicom version of SFil, | believe, but it got 

scrapped. The reason was, apparently, the same plan was moving 

forward at Shueisha. So that was that. 

MUSCLE KITAURA: But that didn’t pan out either, did it? 

NAKAHIRA: | think it eventually led to Saturday Night Slam 

Masters. So some time after that, they came to me to discuss 

Super Street Fighter Il: Cammy Gaiden, saying the editor had 

Masahiko Nakahira’s Street Fighter comics even received messages of support 

from Capcom's developers. The three pieces above were drawn by BENGUS. 



MASAHIKO NAKAHIRA AKIRA OOBA 
‘<MUSCLE KITAURA 

° * NAKAHIRA: Let’s pretend that didn’t happen. *laughs* 

Ryu is the mam character, and everyone knows MUSCLE KITAURA; Getting back to the Street Fighter Alpha comic, 

him. I figured every reader would have their it fet like you got a lot of good use out of the characters’ back 

own notion of “Ryu” (NAKAHIRA) stories, like Chun-Li being an |CPO detective, and dug deep into the 

lore with every issue. 

NAKAHIRA: As the writer | wasn’t that conscious of it. The 

already created a plot outline and gotten Capcom’s approval. The characters already had well established profiles. You got a general 

idea was to synchronize the schedule with the release of the anime __'dea of their personalities through their victory dialogue, so the. 
movie. writing went relatively smoothly. Even with the fight scenes, this 

MUSCLE KITAURA: | heard the dev team read that, liked it, and was a magazine where you needed only flip a few pages to find 
incorporated details from it into the game out of respect. strategy articles, so | was able to plot out and draw the fights 
NAKAHIRA: There were some restrictions, though. Like | wasn’t without any trouble. 
allowed to show Ryu or Chun-Li, and | couldn’t draw Cammy MUSCLE KITAURA: The “to be continued” at the end of each issue, 

naked. The toughest one was, they told me | couldn’t reveal any the so-called cliffhangers, as well as the way you dropped little 
information related to her ending. In her ending, you know how hints, were really skillfully done and memorable. Did you have the 

you see Cammy’s unit and commanding officer? In the end, | drew story plotted out well in advance? 
them anyway, but... OOBA: No, the ideas rolled out on a week-to-week basis. 

MUSCLE KITAURA: So that’s why Colonel Wolfman had a different NAKAHIRA: “Okay, here’s what I’ve drawn up to now. What should | 
design in Chapter 1. Wouldn’t have guessed it was a Capcom do for the next one?” *laughs* 
issue... So did you actually play SFil? MUSCLE KITAURA: It was that down-to-the-wire?! 

NAKAHIRA: It was popular at the arcades at the time, but | couldn’t. | OOBA: The end goal was already set—it had to sync up with the 
get my hands on it. The crowds were too intense. | was always on game’s ending—so we just headed in that direction. 
Final Fight. | guess | was waiting for an opening in the crowd so | MUSCLE KITAURA: Sagat’s portrayal as Ryu’s mortal nemesis and 
could try it out. *laughs* a martial arts master also fed back into the games, starting with 

MUSCLE KITAURA: So that’s why the Final Fight characters are Alpha 2. His image as one of the Four Heavenly Kings of Shadaloo 
depicted so vividly in your work. *laughs* shifted to a more independent role, and | think that was due to the Ate 

influence of your manga. 

NAKAHIRA: | guess it just played out that way while | was drawing. 

STREET FIGHTER ALPHA, THE COMIC Sagat is someone whose will must be acknowledged, even M. 
MUSCLE KITAURA: So after that, you moved on to Shinseisha. 

NAKAHIRA: The catalyst for my Shinseisha run was that I’d put out 

a book at Comiket. 

OOBA: | didn’t know that. 

NAKAHIRA: My assistant at the time wanted to do a video game 

manga, so after we’d put out a couple volumes, | think one of 

Bison. 

OOBA: While we were doing the Street Fighter Alpha comic, — ‘ 

Street Fighter Alpha 2 came out, and that’s when Sakura Kasugano s 

showed up. | thought, “Oh, if we put her in toward the final 

showdown with Bison, we can connect it to the next thing,” and | 

Shinseisha’s editors (the boss at the time) reached out. I think it allowed me to say “let's do this 

OOBA: That editor wasn’t much for video games and couldn't 

pull off Nash’s Double Flash—that’s why they brought me in. | or that’ * from as close toa player's 
remember executing moves to show them to you. | was a big perspective as possible. oe 

gamer at the time. 

NAKAHIRA: That’s right. 

OOBA: Then eventually they said, “Ooba, you get video games, you 

handle this,” and that’s how | became Nakahira-sensei’s manga 

editor. l’m not sure if my approach was right or wrong, but | think it 

allowed me to say “let’s do this or that” from as close to a player’s 

perspective as possible. So after the start of the series’ run, | met 

with Nakahira-san once every two weeks to sync up. 

NAKAHIRA: That’s every other week. So there were a few times 

things weren’t progressing so well... *laughs* 

OOBA: Even for Gamest, where things tended to move slowly in 

general. *laughs* 

NAKAHIRA: | heard my manuscripts were among the last 

submissions pretty much yr nee From left: Ooba, Nakahira, and interviewer Muscle Kitaura. it’s a 

OOBA: The final installment of Ryu Final was the very last scene brimming with an enthusiasm for Street Fighter that calls to 

manuscript submitted for that issue, and | messed up the last line. mind the meetings that took place during the comic’s run. 
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Chapter 1; have him overc ne this thine and eventually become 

the Ryu we all know. 

MUSCLE KITAURA: Yasuda-san AKIMAN) Votid say, “Sagat is like 

a resurrected Kamen Rider kai n [supe villain].” He’s defeated by 

Ryu in SF1, then returns even stronger in SFI, That’s all signified 

by the scar on his chest. Y aged that premise for your story, 

making the scar the result of Ryu’s Shoryuken after he’s consumed 

by the Satsui no Hado, causing Ryu to swear off use of the move. 

NAKAHIRA: Right. It’s an easy-to-understand fall from grace. 

“Satsui no Hado” was a handy key phrase to convey a “dark side” 

SAKURA GANBARU! 
MUSCLE KITAURA: After the serious tone of the Street Fighter 

s Ryu’s headband after it drops Alpha comic, you make a hard pivot to a more cheerful style with 
other memorable character in Sakura Ganbaru!, with appearances from Final Fight 2’s Guy and 

! Maki. If | recall correctly, Maki’s appearance predated Capcom vs. 

SNK 2. 

OOBA: | decided on my own to include Maki. SNK’s KOF (King of 

Fighters) series was popular at the time, so as | was considering 

the viability of that sort of crossover, | remembered Final Fight 2. 

! So | said, why don’t we say there’s a street fighting tournament 

dd. vada. *laughs* —_ going on in Setagaya as a way to incorporate Maki? | lent Nakahira- 
san a Super Famicom to give him a look at what kind of character 

she was. ( 

MUSCLE KITAURA: Sakura Ganbaru! ran in the monthly magazine 

rain Gamest, so you went from a biweekly to monthly cadence. 

‘the action to play out differently; that was something that 

was okay to change. So | remember saying, “Let’s head toward that 

end goal, but that doesn’t mean we can’t have some fun with it.” 

Like in the issue where Ken shows up, | figured there was no harm 

_ in making his Shinryuken really flashy. It wouldn’t have been very 
interesting to just use the in-game imagery verbatim. Some game 

companies are strict about that sort of thing. They'll say, “Can‘t 

do that, that’s not how it is in the game.” [Censored] was strict in 

those days. *laughs* 

MUSCLE KITAURA: It was originally off limits to show the face 

of the character Dan, but after he became a playable character 

“in Street Fighter Alpha it was like suddenly he was fair game for 

Sakura Ganbaru! 

A MARTIAL ARTS MANGA WITH CREDIBILITY 
NAKAHIRA: There was a karate dojo near our workplace back then. 

Near there was a bookstore that carried a lot of technical books on 

that sort of thing. So | was able to get my hands on a lot of books 

The session went over the planned time and continued 

in another room for a “bonus round”. The interview 

continued with that distinct editor-artist dynamic, 

Ooba introducing topics and Nakahira offering his 

interpretations and responses. 
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Nakahira’s comic series was a major contributor to 

further establishing Rywand Akuma as opposing 

characters standing at two extremes. 

for reference... for instance, books full of men’s bodies... 

OOBA: This information seems likely to invite misunderstandings. 

*laughs* 

MUSCLE KITAURA: So that’s why the work has such credibility, even 

from a martial arts perspective. 

OOBA: At its core, it’s a martial arts manga after all. 

NAKAHIRA: There’s martial arts as they exist in the Street Fighter 

games, and then there’s actual martial arts. For example, to target 

the legs in real life you would use a low kick, but in the games you 

would crouch and sweep. Having such access to reference material 

was also handy for confirming those sorts of discrepancies. 

MUSCLE KITAURA: They twist things in order to make it work as a 

game, so it must be hard to turn that back into convincing martial 

arts. 

NAKAHIRA: To be sure, there was always a pretense that this was 

“yideo game martial arts”. As Ooba-san said, | had to make the 

moves look flashy. | couldn’t have them come out the gate doing 

realistic martial arts when later on Sakura would be diving into.a 

world with Hadokens flying all over the place. *laughs* 

MUSCLE KITAURA: Sakura Ganbaru! was set in Shimokitazawa, 

Setagaya, an actual place. 

OOBA: As it happens, there’s a place right in Setagaya called 

Sakura-machi. | thought that was good. Sakura lives in Setagaya in 

the games, so | figured she must live there. *laughs* But Capcom 

I got invited to some game convention at the 
time, and there Karin was, already moving 
around on the screen. *laughs* (NAKAHIRA) 

The Alpha series saw a Jeap in popularity for characters like Sakura and even\Dan. Was 

Maki’s appearance in Sakura Ganbaru! responsible for her becoming a playable character? 

(Artwork is from Capcom vs. SNK 2) 

was surprised when | brought it up. 

NAKAHIRA: Sakura is just a normal high schooler, so when it looks 

like she’s about to set foot into a dangerous world, someone like 

Chun-Li or Cammy comes in to act as her “breakwater”. | think | 

was able to express that as one of Sakura’s innate virtues, if you 

will—an aspect of her character. 

OOBA; | mean if you think about it, there’s no way a regular high 

school girl could win against a bunch of assassins and underground 

pro wrestlers. *laughs* We had also considered an alternate 

outcome for Sakura Ganbaru!’s final issue. 

NAKAHIRA: She was going to become an office worker, right? 

OOBA: It was going to end with her still showing up tardy, going, 

“\t’s my first year out in the real world—gonna give it my best 

shot!” But | think making her a PE teacher was the right call. In 

SFV she’s an arcade clerk, so... maybe in SFV/ we'll see “Phys Ed 

Sakura”. *laughs* 

ENTER KARIN KANZUKI 
NAKAHIRA: Ooba-san had talked about giving Sakura a rival, and 

previously on a research visit to Capcom, some of the materials 

they’d shown me had a version of Sakura wearing leggings,so! 

thought, why not put the rival in leggings to contrast with Sakura’s 

athletic undershorts. It would be another girl, and she’d be a 

social elite to contrast with Sakura, who was an average citizen. 

For the name, too, since Sakura’s last name, Kasugano, contains 

the character for “spring”, Karin’s is derived from Kannazuki [the 

traditional name for the tenth month], for autumn. And that’s how 

she came together. me 

OOBA: If you ask Nakahira-san, he'll say if he hadn’t come up with 

Karin the character probably would’ve been a very poor girl. But 

then that would’ve overlapped with Sakura, both 

of them fighting their way up from the bottom. 

Karin’s fighting from the top down, and | think that 

Was a big success. 

MUSCLE KITAURA: She even made it into the 

actual game with Street Fighter Alpha 3, so... 

OOBA: She just showed up all of a sudden. 

*laughs* 

NAKAHIRA: | got invited to some game convention 

at the time, and there Karin was, already moving 

around on the screen. *laughs* Funamizu- 

san goes, “Karin’s in this. | won’t be taking any 

complaints.” What could | say besides “Okay”? 

*laughs* 

OOBA: At the time we thought it was just for 

Alpha 3. But she kept showing up throughout the 

series after that. *laughs* So now | realize we 

(Left) Illustration from ALL ABOUT STREET 

FIGHTER ZERO2 ALPHA. (Above) Karin Kanzuki 

as a playable character in Alpha 3. She would 

go on to become a popular character with 

recurring appearances throughout the series. 
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should’ve made sure Nakahira-san would get paid every time Karin 

made an appearance. *laughs* 

MUSCLE KITAURA: Even in SFV, the Kanzuki Zaibatsu plays a major 

role in the resistance against Shadaloo. 

NAKAHIRA: Karin’s hair is quite voluminous, so it was hard to 

draw her with the right balance, but | had no trouble writing her 

dialogue when creating the story. | did struggle with how to make 

her a match for Sakura as a fighter. The Kanzuki-ryu fighting style 

was a cross between muay thai and aikido, and just as | was trying 

to figure out what that looked like, they showed mea finished 

product in Street Fighter Alpha 3, so | just went with that. *laughs* 

RYU FINAL 
NAKAHIRA: With Sakura Ganbaru! over, Ooba-san said, “For the 

next manga we’re gonna kill Ryu. We’re going to end him.” 

OOBA: If we did an Alpha 3 manga with Karin Kanzuki and all, it 

probably would have turned into a direct continuation of Sakura 

Ganbaru!, so this time | decided to we should bridge SFi/ and SFIl/ 

instead, with Ryu passing the baton to Alex at the end. 

NAKAHIRA: Though he told me not to worry about SFI// when | was 

making it. 

MUSCLE KITAURA: SF Alpha featured artwork by BENGUS, while 

SFill had artwork by AKIMAN and Kinu Nishimura, so | imagine it 

must have been quite hard adjusting your art style. 

OOBA: We paid a visit to Capcom at the time with Gamest’s then 

editor-in-chief Zenji Ishii, and AKIMAN-san said something like, 

“SFill’s animation is ‘subdued, yet fancy’ in terms of its visual flair.” 

It’s subdued but the movement is fancy, something like that... 

NAKAHIRA: He was explaining Ryu to us the whole time. He gave us 

quite a bit of his time. But to be honest | didn’t understand it very 

well back then. 

OOBA: It’s like he’s making artwork on a different level. Nakahira- 

san’s pictures are there to show the manga; what those guys are 

doing must be a lot like “advertisement illustration”, where a single 

piece has to explain everything. 

MUSCLE KITAURA: With manga there’s a continuity to the panels. | 

guess it’s the difference of being able to see motion in the pictures. 

So anyway, you made a Street Fighter I/] manga. 

NAKAHIRA: Considering we were going to “end Ryu” as | said 

earlier, the art had to match the occasion, so | think | decided to 

lean more into Capcom’s illustrations, showing the drama in each 

individual drawing rather than focusing on the action» That meant 

| had to reference Kinu Nishimura’s art, which was a tall order. 

*laughs* 

OOBA: She’s:someone who produces one-of-a-kind work. She’s 

very thoughtful, as an artisan. It’s not a job, it’s a craft. 

RYU’S FINALE 
OOBA: | remember conferring at length about what it meant to 

be a “true martial artist”. What moves he would use, and so on. 

Eventually we settled on a “single, ultimate punch”. Nakahira-san 

was knowledgeable about boxing. 

NAKAHIRA: That’s why the Dudley battle had such granular 
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I think that right up until the scene where Ryu 
is standing in wait for Alex, it’s “Street Fighter 
2.9”. SFIII starts there. (OOBA) 

commentary. It was fun to draw though. 

MUSCLE KITAURA: In Ryu Final, you portray Akuma and Sagat as 

“father” or “master” figures to Ryu, guiding him. 

OOBA: Nowadays | think they could go ahead and just call Akuma 

and Ryu father and son, but of course those background details 

hadn’t been established back then, and we were worried that 

might be overstepping the official canon, so we kept it murky. But 

if you think about it, that would’ve also explained why Akuma 

saves Ryu from a bear, and why Ryu is raised by Akuma’s brother, 

Gouken. 

MUSCLE KITAURA: Strictly speaking, those things haven’t been 

addressed. Everyone has a different image of Ryu, and the way he 

pursues the path of battle is like Musashi Miyamoto, something 

that occupies the collective subconscious of the Japanese. 

OOBA: He’s reticent, a man of few words. The scene in the 

animated movie where he silently takes his leave at the fork in the 

road after fighting Fei Long—that felt like Ryu to me, | liked that. 

NAKAHIRA: When | was unsure of what to do with Ryu’s new 

moves or his becoming a “true martial artist” in the end, he had 

a sort of anchor, or—I can’t put it into words, but in order to lend 

a sense of credibility to the drama, | remember doing a lot of in- 

depth research on martial arts. With so many paths to the ultimate 

destination, what would Ryu pick up and what would he discard? 

MUSCLE KITAURA: There’s an air about him like he’s looking for a 

place to die. There’s an atmosphere to Ryu Final that’s reminiscent 

of American New Wave cinema. 

NAKAHIRA: Yeah, | was conscious of those sorts of road movies as 

well. That’s why in the end it isn’t, “I’m off to see the big strong 

guy,” it’s “I’ll be waiting.” Like he’s inherited Akuma’s good parts, to 

pass them down to the next generation. 

OOBA: Another thing | conferred with Nakahira-san about back 

then was the “Shin Goku Satsu”, another “ultimate technique” 

we’d been considering. The image was that wherever Akuma trod, 

For pivotal battle scenes, 

Ooba came up with move 

names and peppered the 

pages with catchy accents. 

The “Shun Goku Satsu” 

during Ryu Final’s last 

battle wowed readers with 

its memorable imagery. 
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only death would remain. Nakahira-san tookthat image and put 

together a storyboard for a “tree committing suicide”. | suspect 

that’s when Nakahira-san’s thoughts onthe nature of Akuma 

solidified. Like death is swirling around inside him... 

NAKAHIRA: Ah, ah, ah, ah, ah... | may have been thinking 
something like that. |'may have also referenced Apocalypse Zero a 

little. 

OOBA: Akuma’s Shun Goku Satsu is like a final boss attack, so it 

was my own ad lib to add in the Chinese characters for that scene, 

which read, “One instant, a thousand blows; mountains move, the 

world subdued; ghastly wails and weeping moans; thus it is the 

Raging Demon.” It’s cool when the artwork contains text like that. 

The “Shin Shoryuken” in the Alpha comic was also an ad lib. 

MUSCLE KITAURA: We worked that Shun Goku Satsu scene back 

into the SFIV games, like the scarred-over hole in Evil Ryu’s chest. 

*laughs* 

OOBA: Also, | think that right up until the scene where Ryu is 

standing in wait for Alex, it’s “Street Fighter 2.9”. SFI// starts 

there. Oh yeah, before we started the SF/// manga, | checked with 

Funamizu-san if it was “okay to kill Ryu”, and he said “Sure, you can 

kill him off.” So in the comic’s afterword, he says, “At long last, Ryu 

has died... and yet he hasn’t.” Depending on how you see Ryu in 

the final panel, it leaves you to wonder. We figured we could leave 

it up to the readers to judge. 

NAKAHIRA;: Although | was told to “kill Ryu”, as a point of 

compromise I’d wanted there to be some kind of saving grace. 

Somehow | managed to work it out in the final scene. 

OOBA: That red headband that goes flying during the showdown 

with Akuma—ultimately it’s Alex who gets his hands on it. That’s 

the baton pass. 

STREET FIGHTER’S COMIC ADAPTATIONS 
NAKAHIRA: Simply put, it was easy to work on. The characters 

were already firmly established, and there was an ending. On my 

way there, | was free to do as | liked. With manga adaptations, 

adhering to the original work is supposed to be a struggle—but 

all the freedom | had meant | was able to give more back to the 

series, and I’m glad for that. 

OOBA: | think your manga presents a world where all the 

grandstanding is justified. As you’re flipping the pages, the 

exaggerated theatrics just keep coming in rapid succession, and 

that’s entertaining, that’s good manga. Your manga is full of that 

stuff, and | think that’s the great thing about it—both chapter-to- 

chapter and on the whole, it keeps you reading to the end. | always 

looked forward to getting your storyboards. 

MUSCLE KITAURA: There’s “real” and then there’s “realistic.” 

| suppose you don’t just draw the “real” as-is, but you draw 

“realistically” —you’re skilled at depicting things in a convincing 

All the freedom I had meant I was able to give 
more back to the series, and I’m glad for that. 

(NAKAHIRA) 

>< MUSCLE KITAURA 

Quietly but with passion, Nakahira talks Street Fighter. His 

work fleshed out a vision for characters like Ryu and Akuma 

that will likely continue to be passed down hereafter. 

way. That’s why the development side all got behind your work 

with such praise. Every time, it was like the characters had been 

designed that way, and they’d get shared around internally among 

the developers. 

OOBA: | guess it’s kind of like the characters “existed” outside the 

manga. They weren't confined. 
NAKAHIRA: If | brought things too close to reality, the fighting 

game action would come off as “fake”, so | think | was careful not 

to let go of the core, not to deviate from the game aspect. That 

said, fighting games have a showiness all their own that | felt like | ae 

had to adopt. Ah 

OOBA: If you.don’t draw the moves how they look in the games, 

some people will say it’s “wrong”. E; ; 

MUSCLE KITAURA: | think the way you made it an extension of the © 

games gave it a high level’ of credibility and persuasiveness that _ aa ; oe 

was really great. 

-NAKAHIRA: There were a variety of restrictions in play during + 

Cammy Gaiden, so | may have: had aJot of pent-up ideas. Perhaps 

being given free rein allowed my ideas to circulate better. 

MUSCLE KITAURA: Things chained together nicely, and | think that — 

helped carve out and expand the Street Fighter world. 

STREET FIGHTER’S 30TH ANNIVERSARY 
OOBA: The very fact that we’re looking back on it now—what, 

twenty years later?—makes me glad we put in all the hard.work. 

Along with works like Shinseisha’s Geese Howard Gaiden (Etsuya 

Amaji), these were evidently some of the more well received 

manga adaptations of video games, and for that I’m grateful. 

NAKAHIRA: Happy thirtieth anniversary to the series. Should. 

the opportunity arise, I'd like to work on another Street-Fighter 

adaptation sometime. 
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Street Fighter EX 

Launched December 1996 [AC/ZN-1] 

While it was the first Street Fighter game to feature 3D polygon graphics, Street Fighter EX battles still took place on a 

traditional 2D plane. The game was created through a partnership between Capcom and Arika, and featured a mix of classic 

Street Fighter characters and original characters created by Arika. Street Fighter EX ran on Sony ZN arcade hardware, which 

would later allow for easy porting of a version of the game to the Sony PlayStation. 

ZANGIEF | 
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CHAPTER 2 | STREET FIGHTER "S" ARCHIVE 

C. JACK 

HOKUTO 

D. DARK BLAIR DAME | 
| 
| 

PULLAM PURNA SKULLOMANIA 

M. BISON 

GARUDA | 

ALLEN SNYDER 
This Street Fighter game was developed outside Capcom, but with Nishitani-san at the helm, we consider it 

a “hallmark title” alongside the rest of the series to date. The characters are rendered in 3D polygons, but 

we decided to go 2D for the character select and promotional posters, so we asked BENGUS to take it on, 

since he’d worked on numerous fighting games in the “Versus” and Darkstalkers series. (SHOE!) 
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Street Fighter EX Plus 

Launched March 1997 [AC/ZN-1] 

A rebalanced version of the game released three months after EX. In addition to making 

the once CPU-exclusive M. Bison and Akuma playable, the game also added four brand new 

characters including “Evil Ryu”. The gameplay also received minor tweaks. 

(orthoses, hoe 
Bot, RBCHinErEce Hy HoTH 
kent, 

ec. ALAC TRAST 
Wesco 2t—t9749 17 TH 
BL tUsr 4, comes. Bd 
ah ect ty +t — Beem 
Fle%ez)—+r-sebaoesce 
®, <= os-+e7 eR BL 

This brochure-style 

illustration (top) 

evokes Showa-era 

children’s books, and | 

is thought to be an 

homage to AKIMAN’s 

“Shadaloo Secret 

Base” piece (right), 

which was based 

on M. Bison’s stage 

in Street Fighter II. 

Remnants of this 

logo, which was | 

created at the time 

by design department 

head SHOEI, can | 

still be seen in the 

“Shadaloo Combat | 

Research Institute” 

logo. (Editor) 
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| STREET FIGHTER "S' ARCHIVE 

Street Fighter EX Plus a 

Released July 17 1997 [PS] 

A port of EX Plus. By way of new features, this version added two 

new characters—Sakura and Dhalsim—and improved the story 

elements with new ending cinematics. Another standout feature 

was “Expert Mode”, in which players completed missions by 

executing combos and other challenges with each character. 
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Street Fighter EX2 

Launched May 1998 [AC/ZN-2] 

importance on combo research. Also 

including-Blanka and Vega. Kairi’s appearance was also 
drastically changed as a result of the story’s progression. 



HAYATE 

SHARON 
ZANGIEF 

BLANKA 

NANASE 

Starting with the second game in the series, we 

tapped Ikeno to take over as designer. His characters 

have a distinct “humanness” about them that we 

thought was a great fit for the EX roster. The design 

team had also increased in headcount, so a number 

of other artists provided drawings as well. They did 

a good job unifying their style, so looking back now 

| can’t tell who drew whom. (SHOEI) HOKUTO | SKULLOMANIA | 
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Street Fighter EX2 Plus 

Launched July 1999 [AC/ZN-2]>Released May 31, 2000 [PS] 

The final arcade version, which added powerful “Meteor Combos” 

that expend an entire gauge, and rebalanced all existing game 

systems including Excel Combos. Added Sagat, Rosso, and Area as 

new characters, while also bringing back classic characters. 



CHAPTER 2 | STREET FIGHTER "S" ARCHIVE 

VULCANO ROSSO 

SAGAT 

DARUN MISTER 

PULLUM PURNA 

M. BISON 

> Street Fighter EX2 Plus character select portraits for new/revived characters 

With EX2 we had some new blood handle the artwork, with oversight from Ikeno. (SHOEI) 
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Street Fighter EX3 

Released October 26, 2000 [PS2] 

The EX series’ final installment, released alongside the launch of 

the PS2. Distinct features included a Tag Battle system, allowing 

players to switch characters mid-match. “Ace”, who can learn 

and use other characters’ moves, joined the roster as a new 

character. 
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This was the last game in the EX series. It had more designers 

involved than any other game in this series. As a team effort, 

we were diligent about achieving a unified art style. (SHOEI) 



| STREET FIGHTER "S" ARCHIVE 

me iy 
| SAKURA HOKUT 

mgr 

ZANGIEF 
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“FIRST ENCOUNTER WITH STREET FIGHTER 
| Though we’re all long-time acquaintances, please introduce 

yourselves to the readers and explain how you got involved 

in the series. 
MURATA: My narne is Murata. | joined Capcom in 1990, and spent 

about my first three years working on a title called S/ipstream. 

But when it was time to break away from that, | got an invitation 

from Funamizu-san, and ended up working on Super Street Fighter 

li, As \ recall, for one of the main features we were planning a 

system called “Tournament Battle”, which was a sort of analog 

matchmaking that let up to eight people participate at the same 

time and fight their way to the top. After that | stayed involved 

with Super Street Fighter I! Turbo and the whole Street Fighter 

Alpha series. 

FUNAMIZU: Basically, | had Murata on board for most of the 
ones | was involved with. | had him coming up with names for the 

moves and things like that, but | would always unload the list on 

him when timing was really tight. It was like, “You'll handle this, 

right?” “How many moves is this? You’re a moron, right?!” | feel 

really bad. 

MURATA: “By tomorrow morning” was the typical pattern. And 

you'd tell me after business hours were over. *laughs* 

FUNAMIZU: Yeah, we had really toxic working conditions. *laughs* 

MURATA: So like that, | mostly worked on fighting game titles up 

until about 2000. | guess Itsuno is next? 

FUNAMIZU: We're going to have to go non-toxic in the coming 

generation. *laughs* 

ITSUNO: I’m Itsuno, thank you. | joined in 1994, and in the 

beginning they told me to make three quiz games for the arcade. 

That ended after two games: Quiz & Dragons and Tono-sama 
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STREET FIGHTER 

DIRECTOR TALK 
Funamizu has long overseen the planning and development of Street Fighter series titles, 

beginning with the foundational and monumental Street Fighter I/. He joins fellow developers 

Murata and Itsuno for a look back at the past. 

h Cooperation From: Kair Nakamura, KIMOKIMO, Muscle Kitaura 

NORITAKA 
FUNAMIZU 
fis 7k 42 = (photo center) 

Producer. Born 1965. After joining Capcomiin 1985, he 

served in the arcade business division, producing titles 

in the Street Fighter series.as well as Monster Hunter. 

Currently the president of Indigo Game Studios. 

HIDEAKI 
ITSUNO 
{FS FF 5 AB (photo right) Twitter: @tomge 
A Capcom game director. Notable titles include Street 

Fighter Alpha, Star Gladiator, Rival Schools, the Devil May 

Cry series, and Dragon’s Dogma 

HARUO 
MURATA 
WT F344 (photo left) 

A Capcom game director. Served as planner and designer on 

the Street Fighter Alpha and Darkstalkers series. 

no Yabo 2. \n those days, | used to show up to work early every 

morning and play stuff like King of Fighters on the NEO-GEO. 

Funamizu-san probably saw that and asked me if | wanted to do 

Street Fighter Classic, and | said “You bet!!” 

FUNAMIZU: Is that right? *laughs* 

ITSUNO: That was the only true Street Fighter game | worked on, but 

later on all three of us worked on the entire Capcom vs. SNK series. 

—Street Fighter Classic—that was the project that was pitched on 

the basis of the original Street Fighter getting ported, inspired by 

BENGUS-san’s “Street Fighter ’94” illustration series (P187), and 

that later turned into Street Fighter Alpha, right? 

ITSUNO: That’s right. After that we said, “We’re making 3D games! 

We’re making 3D games for Capcom arcades!!” and | worked on 

those. Star Gladiator, Rival Schools, Power Stone, and so forth. 

STREET FIGHTER ’89 AND FINAL FIGHT 
FUNAMIZU: | started with SFI/, but wasn’t that involved at first. 

Our so-called meetings weren’t held in meeting rooms; it was 

more like I’d find AKIMAN and Nishitani sitting on the floor talking 

and talking, and I’d join in. That’s how all of SFil’s characters were 

made. Those two were particularly fond of the floor, and they’d put 

out copy paper like this, and scribble away. And I’m pretty sure I’d 

be saying, “Wow, that’s amazing!” “This is awesome!” And toward 

the end | sort of helped out with anything and everything. 

MURATA: We produced so many bugs, the circuitboard factory 

manager got really mad. One time he came after us at about four 

in the morning. But the dev team was all still at work, even at that 

hour *laughs*, and so he was like “Oh sorry, you were actually 

working” and went back. 

FUNAMIZU: To begin with, it was Capcom USA’s president, Bill, 



NORITAKA FUNAMIZU >< HIDEAKI ITSUNO 

He came after us at about four in the morning, 
saying, “Are you idiots actually doing your 
jobs?!” But the dev team was all still at work, 
even at that hour. *laughs* (MURATA) 

who said during a visit to Japan that the original Street Fighter was 

doing well in America. At a meeting, he said something like, “These 

‘fighting games’ are in.” There was no Tokyo Game Show like we 

have now, so games were mainly demoed overseas. When we 

went overseas and saw for ourselves, a beat-‘em-up game called 

Double Dragon had become insanely popular. Nishitani apparently 

thought, “This is what we’ll do next!” So we all made a beat-‘em- 

up game. It had fighting in it, so we never once doubted that it was 

a “fighting game”. We called it something like Street Fighter ’89 at 

first. *laughs* When we showed what we’d come up with to Bill, 

he got mad: “This isn’t what | meant! | want you to make agame 

where you fight against each other!” | thought, “You should’ve 

said that from the start!” *laughs* What we hadn’t realized was 

the interpreter didn’t know much about video games, and had 

conveyed a very different nuance. Bill said, “‘Fighting game’ means 

a game where you fight man-to-man, a versus game.” “Ohh, so 

that’s what you meant.” But out of that misunderstanding came 

the hit game Final Fight. Up until then, characters were always 

incredibly small in proportion to the rest of the screen. Final Fight 

was the testing ground for former animator AKIMAN’s ambition of 

having bigger characters with animation frames like in a cartoon. 

THE FIGHT THAT FOLLOWED SFI! 
FUNAMIZU: So we had to ask ourselves what we were going to 

do about a follow-up to Street Fighter, which is what we were 

supposed to be making. We said, “Let’s make versus battle the 

main focus.” But there was still a question of whether a versus 

game would even catch on in Japan to begin with. Its eventual 

acceptance was thanks to the invention of the “versus cabinet”, 

wouldn’t you say? | don’t hold anyone in higher regard than 

whoever invented that. *laughs* What a bright idea. 

ITSUNO: | was a student back then, but | remember thinking, 

“Now, two people can play for just a hundred yen! What a deal!” 

Every other game was two hundred yen for two players. 

FUNAMIZU: That’s right, you could play for a hundred yen. But for 

the arcade operators, income didn’t just double. It was an amazing 

invention. 

—Funamizu-san, what was your role after SFI/?_ 

FUNAMIZU: Some things happened that led to Nishitani quitting, 

so Okamoto-san (Yoshiki Okamoto) told me, “You do it.” So it was 

me and Mucchii (Murata), and Nishitani was still around for a 

little while, and we got together and tried to figure out how those 

tournaments that came up earlier would work. Oh, and Tezuka, too. 

MURATA: It was so much fun. We really thought, “With this 

invention, we’re guaranteed to get two hundred million yen 

apiece!” *laughs* 

><HARUO MURATA 

FUNAMIZU: That was really the setup we wanted to sell, but 

Capcom wanted to sell their cabinets, so it was out of'our hands. 

Four-terminal tournament battle cabinets, in sets of two, making 

eight terminals. But the arcade operators only wanted the arcade 

boards within *laughs* so they were disassembled in no time. 

In some cases one arcade would buy a set and divvy them all up 

among everyone. 

ITSUNO; | was in Kyoto at that time, and! had to travel really far 

out of my way to play on a tournament setup. 

FUNAMIZU: So with that, well, we started making Super Turbo, 

Midway through, SFil copycat boards became a bigger problem. 

Some of them let you shoot fireballs in midair, or play the game 

at an incredible speed: Those were a big hit, |'tried it myself, but, 

well, it was a mess. Then the order came down from Okamoto-san 

to “Make this, but not a mess.” | didn’t know what to do, *laughs* 

—What’s commonly referred to as “SFIl; Rainbow Edition,” right? 

So he wanted to achieve that gameplay in an official capacity. 

FUNAMIZU: | thought, “No way, it’s impossible,” but our main 

engineer, Ueyama, was really fascinated by those gameplay 

systems. He wanted to try those sorts of things. And that was the 

start of our new life making Super SFi/ on the one hand, and SFI/ 

Turbo on the other. At that time we'd still only made the characters 

Package art'for Gamest video 

STREET FIGHTER ZERO 
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You couldn't well say something like “Let’s make a bunch 
of changes” in that climate. But our response to that was, 
“We'll show them!” (FUNAMIZU) 

for Super. Fei Long, Cammy, and T, Hawk. | think Dee Jay was 

decided a little later... Originally there was one more character 

who was a face-swap of Fei Long. He had a queue [braid] and 

looked like he should have the character for “China” [P] written 

on his forehead, but we scrapped him. *lJaughs* Around that time, 

someone from the business side told us that Turbo’s faster game 

speed was unpopular. But in reality that wasn’t the case, everyone 

was saying “| like that speed better!” So anyway, the business side 

got their way, ana Super SFIl didn’t get the turbo treatment. 

FUNAMIZU: With Super SFI/, to achieve consistency between 

the old characters and new characters, we added new moves. 

There wasn’t much time, so we just asked young people within 

the company what kinds of moves they wanted for the returning 

characters. Meanwhile, since Murata could draw, | said “Mucchii, 

just start drawing!” and had him draw up'some storyboards. 

MURATA: | did a few of the new moves. 

FUNAMIZU: Around that time we were going to Osaka’s 

Seidokaikan a lot to watch matches. 

MURATA: Like Andy Hug’s axe kick. 

FUNAMIZU: You said, “That’s so cool!! | want to add in an axe 

kick!” and added one in for Ken. 

FUNAMIZU: Early on in Super SFIl Turbo’s development, KIMOKIMO 

brought me a character plan for Akuma, What I'd been telling 

people was, “I came back to my Seat to find KIMOKIMO had 

plopped his Akuma plan on my desk,’ but | found out that was 

wrong. *laughs* Apparently he took it to Okamoto-san first. 

Okamoto-san gave his “okay”, but then he put it on my desk 

without telling me that. *laughs* Oh, KIMOKIMO is the one who 

drew the animation frames for Anakaris in Darkstalkers, among 

others. 

Super Street Fighter Il; The Tournament Battle illustration 
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FUNAMIZU: It was Murata who invented the Super Combo. | didn’t 

want to make “super moves”. Not so much because they already 

existed, but because | didn’t want them to determine the matches. 

MURATA: Back then, combos were a coveted skill, and it was 

considered amazing if you could pull them off. You could chain 

together normal attacks with no pause in between and end the 

match in no time. | think | was trying to find a good way to deliver 

that same great feeling to people who weren’t necessarily super- 

players, via a game system. 

FUNAMIZU: | looked at Murata’s pitch document and said, “This 

is interesting! Let’s do this!” | went to consult our programmer, 

Ueyama, saying we wanted to put in moves that used a gauge. 

| don’t know if it was just too much trouble to introduce a new 

system, he wasn’t very willing. 

MURATA: Even within the company, there was a fairly prevalent 

school of thought that Street Fighter “must be as it is.” They'd 

say things like, “Ryu is already complete, so we mustn’t add 

new moves.” Amid that sentiment, we sort of felt like, “Can’t we 

exercise a degree of freedom here?” 

FUNAMIZU: We approached Super very fearfully. That conservative 

camp accounted for about ninety-nine percent of us. *laughs* 

MURATA: Ninety-nine percent? That’s almost everyone. *laughs* 

FUNAMIZU: They were like, “Don’t touch anything!” You couldn’t 

well say something like “Let’s make a bunch of changes” in that 

climate. But our response to that was, “We'll show them!” We 

also had a lot of help from Kinu (Nishimura). Kinu had an extreme 



fondness for Blanka, and kept making him prettier and prettier. He 

very quickly went from man-beast to heartthrob. *laughs* 

—Kinu-san’s Super SFI! Turbo poster art was so intensely 

powerful, | often hear people say it’s what inspired them to 

become a creator. 

FUNAMIZU: Oh, Kinu is amazing. Of course, so is BENGUS. 

MURATA: When it’s a character or theme Kinu-san likes, she’s 

incredibly fast. She worked so fast during Cyberbots, too. 

FUNAMIZU: That’s easy to understand. *laughs* 

NORITAKA FUNAMIZU < HIDEAKI ITSUNO 
><HARUO MURATA 

STREET FIGHTER ALPHA 
FUNAMIZU: Had we switched to CP System I! (CPS-II) for Super 

SFII? 

MURATA: Yeah. Super SFIl was the first game. 

FUNAMIZU: And to sell CPS-Ils the company was offering trade-ins, 

so we had heaps of traded-in arcade boards, all lined up in our 

factory warehouse in lga-Ueno. Figuring out what to do with those. 

became a theme, Around that time, BENGUS had drawn some 

SF1 artwork fora magazine project (Street Fighter “94, P.187), and 

everyone who saw it said “This is great!” That conversation clicked 

right into place with our need to mitigate our CP-I inventory, and 

we began development of Street Fighter Alpha. Originally it was 

“Street Fighter Classic,” and Okamoto-san gave it the title “Street 

Fighter Zero” later'ohn. Meanwhile the number of characters 

decided itself based on memory capacity, and... 

ITSUNO: The development period was insanely short! 

FUNAMIZU: It was about three months. As usual, we had a 

people shortage, and this time even our standby, Ueyama, wasn’t 

available. as 

ITSUNO: The bulk of our staff were on the SFil/ team at that time. 
Nishio-san and all of them. cas 

FUNAMIZU: The new generation of character designers had started 

the project that would later become SFil/. Yasuda and | had no 

hand init at all: Our, ethos was, “Let’s make something new with 

who we’ve got!” It played out the same way it had with SFi/—the 

corporate side was saying, “SFiflis what we want!” and so it turned 

into SFI. : , 

—I see. And meanwhile, you got to work on Street Fighter Alpha. 

FUNAMIZU: There were a tremendous number of people who 

couldn’t follow along with that “orthodox SF// style” Murata 

mentioned. So we thought, let’s loosen it up. | was working on 

Darkstalkers at that time, so | was like, “Let’s give ‘em combos that 

don’t need to be well timed and won’t make them rub their eyes!” 

We also decided to make special moves looser and easier to pull 

off, even if it meant the occasional misfire. We also decided to use 

Darkstalkers’ coloring technique for the pixel art. This Darkstalkers’ 

coloring style was an ambition of the dev team. When you 

color with gradation, each drawing takes time, guaranteed. So 

I was trying to find a good way to deliver that 
same great feeling to people who weren't 

necessarily super-players, via a game system. 
(MURATA) 
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NORITAKA FUNAMIZU < HIDEAKI ITSUNO 
><HARUO MURATA 

(7°) RMR Ne PERN: 
ITSUNO: We had to squeeze him with the little gaps in memory 

here and there. *laughs* Dan’s origin was as the martial artist 

whose head Sagat is clutching in a piece of artwork AKIMAN-san 

drew for SFI/. (P119) 

SAKURA KASUGANO JOINS WITH SF ALPHA 2 
FUNAMIZU: First I said to AKIMAN with my usual light attitude, 
“Draw a new character,’ and he was like, “Sure thing.” He was 

into it, so by the next morning there was already a rough sketch 

on my desk. When | brought it to the team, they said “No way.” 

When | asked why, they said they didn’t want to doa character 

that was so on-the-nose. *laughs* Then Okamoto-san said it was 

fine, so we decided to make her after all. Only then did someone 

come forward and say, “Actually, | did want to make this character.” 

*laughs* | think it might have been Fujiwara. 

MURATA; Yeah, | wouldn’t go so far as to say | didn’t like her, but | 

too had this sense of, “Not sure about this at a glance.” But when | 

saw her in pixel form she looked really cool. 

ITSUNO: And then there was the animated movie. We saw Ryu and 

Ken’s fight with M. Bison, and... 

FUNAMIZU: The “Dramatic Battle”. Once again, we decided 

this with like two weeks until our deliverables were due, over 

barbecue. | said to our engineer, Okada, “Could we do two-against- 

one battles?” and he said, “ExCUSE me?!” *laughs* I'd built up to 

it, prior to that. Originally he’d told me you couldn't do two-on-two 

or three-on-three battles with multiple characters because the CP-I 

couldn't display that many. We’d had that talk, but at the time, the 

engineer had said, “As long as you can display the characters, it’s 

doable!” So | used that against him, saying, “Last time, you said 

it was doable, right? Well, we’re on the CPS-II now, right?” and 

twisted his arm. He asked if | was the devil, but still. 

ITSUNO; He did say it was only doable because it was Ryu and Ken. 

FUNAMIZU: Ryu and Ken are practically the same character, so 

somehow it worked out. 

FUNAMIZU: Then | hopped over to the sound team and said, 

“Make Itoshisato Setsunasato Kokorozuyosato!” 

ITSUNO: We were told that this was top secret, just like Akuma. 

They only let us do the bug testing in the middle of the night. 

Because we couldn’t let the Dramatic Battle leak. 

FUNAMIZU: Of course, there was a JASRAC sticker right there on 

the arcade board, so it quickly leaked anyway. *laughs* But that 

was the best scene in that whole movie. It was truly great. 

ITSUNO: It was amazing. And what fun. 

FUNAMIZU: If we hadn’t all been so into it, it would’ve been 

grueling work. *laughs* The engineer had it the hardest, but he 

was having a good time. 

MURATA: Everyone really rallied behind it. 

—The Street Fighter Alpha series ran concurrently with Masahiko 

Nakahira’s comics, which gave additional depth to the characters’ 

background lore. Do you have any thoughts on that? 

FUNAMIZU: It was Nakahira-sensei who illustrated the relationship 

between Sakura and Dan. We really left quite a bit up to him there. 

MURATA: That’s right. 

Once again, we decided this with like 
two weeks until our deliverables were 

due, over barbecue. (FUNAMIZU) 

Chun-Li, Street Fighter III 
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- FUNAMIZU: Back then they would send the storyboards over via fax, 
and first and foremost I’d think, “These are so good!” It was my first 

time seeing a professional manga artist’s work, so | was amazed. 

MURATA: First there was Cammy Gaiden, then Street Fighter Alpha, 

- then Sakura Ganbaru!, then... Ryu Final, right? | have a signed copy 

of Cammy Gaiden! 
_ TTSUNO: Back then, you had three or four arcade magazines 

meri out each month, it was so. much fun. 
« 

a saat FIGHTER TT 

a new ROM in there, leis play it.” After we set it ny 

i gathered, and they had a lot to say about it. 

oe “You re going to release it with ihebe graphics?” | 

ery about it though. *laughs* 

i was like BRON fast food into a French restaurant. 

SUNO: We kept calling it “Parrying”, didn’t we. 

AMIZU: 3rd Strike was where the team brought everything 

gether. With SFII/, it felt like the team was all bringing good 

sredients, all chopped with incredible precision, but they weren’t 

e able to. cook them properly. Yasuda would say, “It’s not be 

at Ryu, Ken, and Chun-Li aren’t all here. She should be here.” 
. was in 3rd Strike that they all came together, and indeed that is 

: said to be the definitive version. 

os ITSUNO: Makoto and Chun-Li joined in 3rd Strike. “True battle is 

beauty,” was it? 
-FUNAMIZU: I liked Yun and Yang—also Elena. 
ITSUNO; Elena’s pixel art was a lot of trouble too. There were so 

many drawings, even using one per frame they had some left over. 

Wait, why do | know this? *laughs* 
MURATA: Her victory pose had a tremendous number of frames, 

didn’t it? 

ITSUNO: Whoever wanted to create would just create to their 

heart’s delight and bam, that’s what would get submitted, so when 

it got balanced for the game there'd be lots of drawings left over. 

Then later the artist would get angry—“The drawings | wanted to 

use aren’t getting used!” *laughs* Even though | had nothing to do 

with it | know so many stories like that. | wonder why. 

FUNAMIZU: Guess they weren’t able to hold back that power of 

youth. *laughs* 

I'm so glad I got to have those occasional 
encounters with new talent. (FUNAMIZU) 

176 = STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 

WHAT IS STREET FIGHTER? 
ITSUNO: For me, the Street Fighter series has absolutely been a 

teacher. I'd get arcade boards or spec documents handed to me 
\” 

and be told, “Look and learn!” As | created, I’d watch my senior 

colleagues and try to top them, or I’d think, “What the heck are 

we doing?” so to me the series has always been a teacher, and the 

things it taught me will always be here inside me. Even now. From 

my way of thinking to everything else, it was a teacher to me, so 

every game I’ve made has these things at its core. It was a total 

mentor to me. 

MURATA: When | think back the period during which | was involved 

with Street Fighter, or rather with fighting games, as | mentioned 

at the start, | was originally on a separate title, and it really wasn't 

going very well, and sometimes | didn’t know how to proceed with 

my work. In those days, it wasn’t very common to have designers 

who were freewheeling, like the /ibero in soccer, but getting 

involved in fighting games led me to discover that a position was 

possible. 

FUNAMIZU: Mucchii, you’re just special. There’s still nobody who 

fulfills that position. *laughs* Taking on everything from UI design 

to world building. We want those people, but there aren’t any. 

MURATA: | think in part it’s that the scope of things back then 

allowed one person to take that all on, but it wasn’t just about 

doing your job a certain way or copying how your senior colleagues 

did things; | realized there was quite a bit of freedom as far as 

method and style, as long as everyone was happy with the work. 

When | got stuck on an idea or felt like | had become prisoner to 

something, | was able to reflect and approach it from a different 

way of thinking—that was a really big deal. 

FUNAMIZU: Street Fighter to me is about... the people | met, or 

rather the staff | met, | suppose. It started with the original team, 

meaning Yasuda and Nishitani and the others. Then | met the new 

generation, including Murata. That led to the birth of a new art 

style and gameplay systems. And when | still hit a dead end and felt 

like it was a lost cause, then | met Itsuno and his peers. That led 

to a whole new series. I’m so glad | got to have those occasional 

encounters with new talent. 

—Thank you for this valuable discussion today! 
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Street Fighter Ill: New Generation 

Launched March 1997 [AC/CP System III] 

Set roughly six years following the events of Street Fighter Il, 

this successor title featured a large roster of fighters of a new 

generation. Stand-out features included a “Parrying” system, 

which allowed players to deflect the opponent’s attacks, 

allowing for both offensive and defensive mind games. The 

playable roster was largely overhauled, with only Ryu and Ken 

returning from past titles. 
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ELENA 

NECRO 

DUDLEY 

This “Ryu vs. Alex” piece was the package art for the console release, Street Fighter I/l: Double Impact. A main 

illustration for the arcade version had been in progress, but was ultimately left unfinished. Thus, there was no 

group artwork for SFi// until 3rd Strike (to my great dismay). The in-game character select portraits were drawn 

by AKIMAN-san, while Kinu-san did the individual character art. (SHOE!) 
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Street Fighter Ill 2nd Impact: Giant Attack 
Launched September 30, 1997 [AC/CP System III] 

Added three characters to the SFI// roster—Hugo, Urien, and 

Akuma—while also giving Yang a tune-up, changing him from a 

duplicate of Yun to his own distinct character. Also introduced new 
gameplay systems, such as the meter-spending “EX Special Moves”. 



HUGO 

» Street Fighter III Victory Poses 

CHAPTER 2 | STREET FIGHTER ‘S* ARCHIVE 

URIEN 

With SFi/l, we struggled to produce our main 

illustrations. As with the previous iteration, there was 

no group character piece for this game, so we used a 

cut of Hugo and Alex, creating it in the image of Street 

Fighter II: Champion Edition’s “one-on-one” piece. The 

character select portraits for newcomers Hugo and 

Urien, as well as the victory and defeat screens, were 

drawn by Kinu-san. (SHOEI) 
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Street Fighter III 3rd Strike: Fight for the Future 

Launched May 12, 1999 [AC/CP System III] 

Released June 29, 2000 [DC]Released July 22, 2004 [PS2] . 

The final version of SFIII, adding five more characters including series 

favorite, Chun-Li. Of every title in the series that’s been released as of 

spring 2018, this game falls latest in the story's chronology. 



CHAPTER 2 | STREET FIGHTER "S" ARCHIVE 

MAKOTO 

TWELVE 

KEN 

As part of the SF/// renewal effort, the baton was passed to Ikeno for the 

character select portraits and poster artwork. This was the first group 

piece featuring the entire character roster. It's one of Ikeno’s hallmark 

AKUMA works, and also helped pave the way for SFIV. | think it really sizzles with 

the strong personalities of these street fighters. (SHOE!) 
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FIRST ENCOUNTER WITH STREET FIGHTER 
— How did each of you first encounter Street Fighter Il? 

BENGUS; | first saw it when | worked at an arcade. 

YOSHIZAKI: | was reading magazines like Gamest back when | 

Was a student. was just one arcade game fan among many, but 

while | was aspiring to become a manga artist | would test my 

skill by submitting pieces to the magazine. So that’s where’ | saw 

SFIl become a hit, and it’s also where suddenly one day BENGUS 

showed up. It was new artwork for Super Street Fighter I/.\| 

thought, “What is this artwork?” 

BENGUS: Oh, is that right? *laughs* But actually, the very first 

licensed artwork | did was Chun-Li for a mook called Gals Island 2. 

I'll get into that later. 

YOSHIZAKI: First and foremost, today | want to clear up the mystery 

of where “BENGUS” came from. *“laughs* 

BENGUS; Very well, *laughs* | joined the company right around 

when SFIl Champion Edition was out and they were bug-checking 

Turbo. | sat in on some of the location tests, too. As far as art goes, 

it was just sort of a normal hobby for me—basically | was like, 

“Gee, it'd be nice to make a living off art.” I'd been into gaming 

itself since | was a kid, and went to the arcade so much | actually 

got in trouble at school. *laughs* 

YOSHIZAKI: Same here. *laughs* Speaking of which, were you— 

BENGUS; | was'born in 1970. 

YOSHIZAKI: I’m 1971, so we're a year apart but the same 

generation. 

BENGUS: Indeed. As far as Capcom games, | played Vulgus and 

SonSon. My friends and | used to say, “Capcom? That’s a weird 

The legendary'mook Gal's Island 2 (Shinseisha) was a\compilation|of arcade game heroines, 

and featured a cover adorned with this original Chun-Li piece by a young BENGUS. The piece 

left such a powerful impression that it has come up again and again in'this very book. 

186 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 

STREET FIGHTER 

ILLUSTRATOR TALK 
The Street Fighter series had a major influence on the games, anime, and manga that 

came after it. Mine Yoshizaki, a manga artist with strong ties to arcade games, plays 

impromptu interviewer and hits BENGUS with his burning questions. 

With Cooperat From: Gomoku Akatsuki; Kana Urasawa, Muscle Kitaura 

name for a company.” *laughs* 

YOSHIZAKI: My image of Capcom back then is that you saw them on 

a lot of department store roofs. And they had a high penetration rate 

among mom-and-pop candy shops.'| got money for New Year's) and 

that day | went and played more games—like Pac-Land—than was 

typically even possible. Next thing | knew my thousand-yen bill had all 

but completely dissolved. It’s the kind of thing that makes the blood 

drain from you face. Like modern-day “microtransactions.” *laughs* 

BENGUS: | know the feeling: *laughs* At the arcade, | thought 

Capcom’s graphics were really cool, and | liked all the other 

companies too—most especially | was a fan of Irern’s games, with 

their slightly subdued graphics. 

YOSHIZAKI: As far as graphics, Irem’s were somehow more urban, 

while Capcom’s had more of'a rich, robust impression. | liked 

comparing the characteristics of the different makers. 

BENGUS: Back then | wasn’t drawing that actively, but | liked the 

feel of Irem’s slightly desaturated hues. After joining Capcom, | got 

to see AKIMAN-san’s genga, and | thought, “These are gorgeous!” 

It changed my taste. 

BENGUS: Going back to the start of the discussion, when | worked 

at the arcade and the first version of SF// showed up, originally 

there was only one cabinet, but it quickly turned into about efght. 

*laughs* The manager said, “That’s what everyone plays.” 

YOSHIZAKI:'So was it like, you'd open the credit box and it'd be 

packed to the brim with hundred-yen coins, like, “Whoooa!” ? 

BENGUS: Yeah, it was! And we’d'stay and play after closing. “laughs” 

YOSHIZAKI: | saw the staff start to get fidgety around closing ime 

on a few occasions myself. *laughs* 

ok a=) 
Twitter: @yosRRX 

Mangaartist, Hallmark works include Arcade Gamer Fubuki, Sot. 

Frog, and Kemono Friends (concept & character designs), Early on, 

his numerous comic adaptations of licensed works established 4 

reputation for their consistently high level of faithfulness to the 

original work (Detana!! TwinBee (Shinseisha), Dragon Quest Monsters 

+ (Square Enix), VS Knight Ramune & 40 Fire (Kadokawa Shoten), etc). 

A Capcom illustrator and character designer. After doing the 

cutscenes for D&D Tower of Doom and Alien VS Predator, he 

was hand-selected to join the design department, where he was 

involved in illustration and cutscene work for not only the Street 

Fighter series, but also the Darkstalkers and CAPCOM VS. series, 

and many other titles. Of the many pen names he used during 

that time, BENGUS is particularly well known. Currently he is an 

illustrator for Street Fighter V. 

ANVAA 
Twitter: @bengasu 

Illustration: Mine Yoshizaki 



BENGUS: Because they wanted to close early. *laughs* | mean; 

couldn’t even throw a Hadoken properly back then, but I’d at least 

watch the endings. | was going to a vocational school at the time, 

for data processing. 

YOSHIZAKI: So not for art. 

BENGUS: Right. And right when | had to:start applying for jobs, | 

happened to spot Capcom in a recruitment column. For graphics. 

| liked drawing, so as a way to test my skills | figured | might as well 

apply, and if it didn’t work out maybe I’d get a job in computers. 

YOSHIZAKI: So at that point you didn’t know whether or not you’d 

be doing art for a living. 

BENGUS: Right, and even the hiring manager seemed perplexed— 

‘You're not applying to bea programmer?” Luckily | got accepted, 

and joined Capcom. Initially | was assigned to D&D (Dungeons & 

Dragons). They let you choose what artwork you were responsible 

for In those days, Capcom divided things broadly between “scrolls 

(background art) and and “objects” (the characters that move 

around in the game). | had a little trouble choosing, but with 

“scroll” work you got to make the cinematics, You got to do the 

pixel art for big pieces. So.|'went to the scroll side. The cinematic 

scenes for D&D, Dutch Schaefer in Alien VS Predator... 

YOSHIZAKI;: So that’s why D&D’s opening is in your style! 

BENGUS: Around that time, | got called over to'the design 

department, and this was the first SF// piece | drew (P186). When 

the conversation first came my way, litold them] can’t do it,” but... 

YOSHIZAKI: Wait, you'couldn’t do it?! *laughs* 

BENGUS: I’d never done a proper color illustration before. Yasuda-san 

said, “I'll teach you,” so| had him watch while | painted. This was my 

first time using Liquitex, and |\couldn’t believe how easy the paints 

were to spread on. The brushes too. Until then)I’d only ever used 

paints like the ones you see in elementary school art class. *laughs* 

YOSHIZAKI: I’m not a fan of Liquitex. It comes out uneven. | wish 

someone had taught me that stuff, like what paper to choose. 

BENGUS: This was watercolor paper. It’s a little bumpy. 

YOSHIZAKI: Oh, so the bumpiness is’a quality of the paper. And this 

Was your first illustration. But from the user’s point of view, Super 

” 

__. “Street Fighter 94” 

The original Street Fighter character 

roster, drawn by BENGUS for a 
magazine project. These illustrations 

became a hot topic of discussion 
even within Capcom, and led to the 
development of Street Fighter Alpha. 

MINE YOSHIZAKI < BENGUS 

SFil came first. People saw that rugged piece with the standing 

characters and thought, “Here comes a new artist!” 

BENGUS; The order in which we drew them versus when they 

came out tended to differ. After this Chun-Li piece, | continued 

drawing forever. 

YOSHIZAKI: | read in some book that the Capcom design 

department was originally a place for creating logos: It’s pretty 

uncommon for a company to draw their own logos internally, 

isn’t it? Did the department start to lump illustration and design 

together around the time of SFI/? 

BENGUS: Pretty much. SHOEI-san had said, “| want to create a 

place for drawing pictures.” 

YOSHIZAKI: | guess there was an increased need for character art. 

BENGUS: By the time Kinu-sensei and | joined, it had pretty much 

become an illustration studio. 

THE ARCADE SCENE BACK THEN 
YOSHIZAKI; | think that back then, the genre of choice for so-called 

“arcade gamers” was the shoot-‘em-up. So shoot-‘em-ups were 

mainly what | played as well—From Galaxian and Galaga | moved 

on to Xevious and Tiger-Heli, and dabbled in pretty much all of 

them. Somewhere around Truxton 2 | started feeling like I’d hit my 

limit *laughs* 

BENGUS; Fire Shark and the like. 

YOSHIZAKI: After that it seemed like arcade games were starting 

to wind down a little, and that’s when “experience” games started 

coming out, and while ! do think those are fun and impressive, it 

was a bit of a different trajectory from the table games I'd enjoyed 

up to that point. After that came the Tetris craze, and... | did 

play it. | played it even as the arcade landscape gradually shifted 

away from what | liked, and around that time is when SF// came 

out. Though it’s well established now, at the time it was more 

mainstream for the jump to be mapped to a button. Jumping by 

tilting the stick up was less common. And there were six buttons. 

*laughs* So at first | mostly just ‘watched. Plus, the idea of sitting 

down next to a stranger to play against them was a bit of a hard 
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sell. *laughs* I’d think, “Huh, | guess that’s what in right now” 

while still choosing to play games with that familiar arcade feel, 

like Detana!! TwinBee. Nevertheless, | finally tried SF// outa little 

thanks to the advent of the “versus cabinet.” 

BENGUS: You don’t have to see your opponent's face. *laughs* 

YOSHIZAKI: After that | finally got used to tilting the stick up to jump, 

as well as the six buttons, and discovered what was so neat about 

SFil, albeit late. This was from, around the tail end of Champion 

Edition to SFil Turbo. SFIl Turbo was a ridiculous amount of fun—Ken 

spins all over the place and those Shoryukens hit like crazy. *laughs* 

BENGUS: Had SFii come out on the Super Nintendo at that point? 

YOSHIZAKI: We also played it all the time at my client’s place, 

where | was an assistant. 

THE MYSTERIOUS LONE ILLUSTRATOR 
YOSHIZAKI: You’ve used a lot of names besides BENGUS, haven't 

you? 

BENGUS: That’s right, | would change it up for each title. “BENGUS* 

is just one of them. 

YOSHIZAKI: You frequently changed your name, so this perception 

grew that you were this mysterious character who couldn’t be 

pinned down. 

BENGUS: From a company standpoint, too, | figured it would be 

better to create the impression that there were lots of illustrators. | 

mean, the art kept changing anyway, intended or not. *laughs* 

YOSHIZAKI; Your art style and name kept changing, so from the 
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outside it was hard to tell how much of it was the same person. Even 

with Darkstalkers and Street Fighter Alpha, just going off appearances 

the art could pass for either the same person or different people. As 

far as materials, did you pretty much stick to Liquitex? 

BENGUS: Pretty much. | worked with Gouache a little, but it wasn’t 

for me. This was Copic markers (P187, Street Fighter “94). 

YOSHIZAKI: It looks like Copic. The feel of transparency is 

wonderful. 

BENGUS: Someone on the business side or somewhere saw this 

and laid down the directive to make an SF1 remake, which turned 

into the Alpha series. 

YOSHIZAK!: Looking at it from an artist’s perspective, from what 

I’ve heard of your background, it’s really astounding that you were 

able to suddenly produce such a distinct world in your art. 

BENGUS: | wonder. It’s probably because I’d been watching 

AKIMAN-san and Kinu-sensei from so close up. 

YOSHIZAKI: There’s no question those two are incredible, but it’s 

like your hidden artistic soul had awakened and came spilling forth. 

BENGUS: Thank you very much!! 

YOSHIZAKI: Did you study sketching, or undergo any other 

foundational training? 

BENGUS: | didn’t do any special studying. School art class was 

pretty much the extent of it. 

YOSHIZAKI: The fact that you skipped over that stuff and yet were 

still implementing concepts like “backlighting” (see the “Gomen 

ne!” Chun-Li piece below) is just increasingly mysterious. *laughs* 

BENGUS: | guess with that stuff, |... 

YOSHIZAKI: Did you just try it and it came 

naturally? 

BENGUS: You know how sometimes when you're 

drawing you just stumble upon a flash of an idea? 

Like, “I don’t know what this is, but it might be 

good...” | guess you find those things and forge 

your way ahead in that direction. It’s like, “I dug 

a little and found something good, so | might as 

well keep digging here.” 

YOSHIZAKI: Back then it seemed like suddenly 

all these illustrators showed up in the Capcom 

design department who were top-level in their 

field—including games, anime, and manga. Until 

then, I’d never been very conscious of precise 

Original illustrations drawn for Gal’s Island 3 (Shinseisha). The 

fantastical concept of eight Ghun-Li’s riding a single bicycle was 

inspired by the fact that Super Street Fighter introduced eight 

new colors (plus the original two colors) from which to choose. 
For the “Gomen.ne!” (“Sorry!”) Chun-Li piece, in order to show 

a background light source, BENGUS intentionally left the inner 
surfaces of her skin uncolored to create reflective “backlight” 

and bring out a sense of dimensionality. 



musculature or three- dimensional consistency. . 

BENGUS: At the time, we had an overabundance of muscle 
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just absorbed it naturally mi 

YOSHIZAKI:| don’t think 
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Akuma. 

BENGUS: In how he’ S drawn? 

YOSHIZAKI: As well as how you express his ch sracter 

time Akuma’s like this.” This time he’s more reserve Pit 

time he’s more savage, and so forth. We ; 

BENGUS: During this period (during Street Fighter Alph 

| was particularly strapped for time, so | just had to chu’ 

them out in one big push. 

YOSHIZAKI: Adon’s hair here exudes peesibe pow 

along with his chin. He looks so amused. “laughs™ | had | 

drawing Birdie’s sideburns. ; 

ARTISTIC TOUCHES 
YOSHIZAKI: Back then you really had the workload of a co 

illustrator”, didn’t you? 

BENGUS: At one point there were three ainerent titles. with r 

overlapping production. Plasma Sword was high volume on 

its own, but there was also Marvel vs. Capcom and Power 

Stone, and | was drawing the draft sketches for each title’s 

Cover illustration for a Super Street Fighter Il Turbo “Gamest 

Mook”. This piece employs the backlighting and blue-tinted 

shading style that BENGUS was fond of at the time, providing a 

striking depiction of the game’s female fighters, new and old. 
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(Left) Rose, the fortune teller. (Right) Guy, Is that fellow 

Bushinryu practitioner Zeku behind him? To think he would 

become a playable character in SEV more than|ten years later... 

poster art, character art, character select portraits, cinematics, and 

endings. 

YOSHIZAKI: So did your artistic touches around that time stem 

from the transition to digital coloring with Plasma Sword? Still, 

you weren't just drawing in high volume, but also taking a new 

approach each time. 

BENGUS: When there’s high volume, | need there to be some kind 

of element'that gets me going, otherwise things don’t progress. 

| guessiit’s like the wind-up to a pitch. | find something | want to 

draw or that seems like an interesting angle, and always churn out 

_ the drawings in a.erunch. 

YOSHIZAKI: It’s grueling work drawing these big character rosters 

_ on rotation every fime. 

- BENGUS: Yeah. When | quit Capcom in 2005 | was at peak burnout. 

For awhile | was like, “Geez, Zangief again?” *laughs* 

YOSHIZAKI: It’ seems like you got to rest a little. Now, time for more 

 Zangief! But you seem at ease. *laughs* 
' BENGUS: Thankfully drawing has been tun again lately. 

i i i YOSHIZAK|:: With modern games, the content volume is beyond 

what a single illustrator could handle, so | think it’s gotten harder. 

_ BENGUS: With so-called social-network games it’s incredible. In 

part | just think | could never do that. 
YOSHIZAKI: They're getting stricter about things like visual 

~ consistency. With your past work on Series titles, was it left up to'you, 
to some extent, what artistic touches you employed for each title? 

- BENGUS: | don’t think they left it up to me, per se, so much as 

they let things slide. “If you can get this much work done by the 

deadline, we won’t nitpick.” 

_ BENGUS: Another thing is, the junior artists who joined after 

i me would feel like they had to preserve the existing art style, so 

making things too rigid would just make it harder on them, and | 

~ thought maybe giving the artwork a broader range would let things 

expand without getting too narrowly focused, | do feel like we 

could take a bit more of a relaxed attitude toward what we draw. 

~ YOSHIZAKI: Rather than insisting on a fixed art style. 

| BENGUS: Which is what you're supposed to do, actually. | get 

“asked, ‘Which of Chun-Li's faces isthe real one?” *laughs* 

YOSHIZAKI: When)| used to try to match the game artwork for my 

BENGUS’s victory screen genga 

for Street Fighter Alpha and Street 

Fighter Alpha 2 (see next page). 

Mine Yoshizaki regards these pieces 

as excellent snapshots capturing 

the essence of each character. 
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illustrations of Rose dnd Guy for Street Fighter Alpha'News. The level of 

substance in each piece indicates the tremendous amount 

of work BENGUS took on during the Alpha period. 

anthologies, I'd think, “How did 

they draw this?” or “| want to 

try drawing that.” It was very 

educational forme, plus'| figured 

it Was better to ensure that fans 

of the games didn’t think it felt 

off, so | worked very hard at it. 

So | looked at things like how 

your artwork has bluish or purplish highlights in the backlighting, 

depending on the series. Sometimes there’s a strong purple tone, 

sometimes it’s blue, sometimes there’s no color at all. I'd look at 

those details and figure out the art style for a given series, which was 

a really fun way to draw, It was an opportunity to take a'good long 

look at a lot of artwork. 

BENGUS: Likewise when! look at your artwork, | think, “Wow, he 

was really looking!” It’s like our pictures are having a conversation. 

That’s something that made me happy, And you've always been 

great at personifying things. Your designs are amazing. Even 

Kemono Friends is steeped in anthropomorphizing. 

YOSHIZAKI: Thank you. | like things, after all, For example, if | draw 

an expensive motorcycle, | have it at my fingertips and it feels as 

if (ve obtained it. In order to do that, | think extremely carefully 

about where to convert and rearrange which lines. Because | want 

to obtajn that thing, either by drawing it or personifying it, Just 

adding a single horizontal line can change the feel of the piece, and 

the balance of surfaces is enough to change your distance froma 

motif, so it’s trial-and-error, 

— You did quite a large number of designs for Kemano Friends, 

too, didn’t you? 

YOSHIZAKI: It was assumed that there would be a lot of characters 
to draw, so | decided on making them three to four heads tall so 

they’d be easy to produce in bulk. The first one | drew was Serval, 

and from there | designed a variety of animals: 

BENGUS: | was late to start designing. It was only after leaving the 

company that (started to get a feel for what design was. 

YOSHIZAKI; In the end, | think it comes down to what you like. | feel 

like when you think through the creation process you don’t end up 

with very interesting designs. 



BENGUS: Teach me more, 

please. *laughs* 

YOSHIZAK): I’m not 

worthy. *laughs* For 

me, the ideas only start 

coming once | have.a 

goal, like “Il want to do 

such-and-such with this 

design.” Then my brain starts taking notes, you could say. | suspect 

Street Fighter’s characters were created that way as well. Especially 

Akuma. He first appeared as a sort of covert secret character, but 

since he was positioned as an inverse of the protagonist, | think 

the design would’ve come together whether it was assumed they 

would share the same body template or not. 

BENGUS; Originally (Yoshiki) Okamoto-san had said, “Draw a Super 

Saiy*n,” and AKIMAN-san just drew one verbatim. But he thought 

it was too obvious, so he slept on it a night, woke up, and drew the 

Akuma we have now. 

YOSHIZAKI: | want to see the Super Saiy*n. *laughs* Did you do 

the wild-looking line art Akuma piece for Super Turbo? 

BENGUS: Yeah, | did. 

YOSHIZAKI: It’s interesting that even though AKIMAN-san had 

drawn him too, yours got to come out first. 

BENGUS: They must have prioritized scheduling over quality... 

*laughs* 

YOSHIZAKI: | guess you had to get him out there before it was 

expected of you. *laughs* All that buzz surrounding Akuma—what 

a nostalgia trip. 

FANS AND THE WORLD OF STREET FIGHTER 
— Yoshizaki-sensei, is there a piece of merchandise you have that 

you’re particularly fond of? 

YOSHIZAKI: Oh, | think the ultimate fan item is the game board 

itself, My heart was pounding with excitement when | went to 

Akihabara. | have Super Street Fighter II, Night Warriors, and 

Darkstalkers. When you buy an arcade board, it comes with little 

pop inserts, like the moves lists, so those are my most prized 

MINE YOSHIZAKI < BENGUS 

possessions. | still treasure them. 

BENGUS: So CP System 2, then. Did they have the title stickers? 

YOSHIZAKI: They did. Super Street Fighter II’s title sticker is 

beautiful, it’s in full color. The CP System 2 cartridges are so cool 

looking, you could use them as decorative objects. 

— I thought we’d be talking about fan merchandise, but you 

went straight for the peak. *laughs* 

YOSHIZAKI: In the end, no art is cooler than that which you see 

onscreen. 

BENGUS: With games, the in-game graphics are the real deal, after 

all. The pixel graphics. : 

YOSHIZAKI: That said, if there was something like a figure that 

performed the Hadoken motion right before your eyes when you 

did'the stick input, I'd want it. Those sorts of images spring to 

mind, because the actual artwork of you and your peers already 

pops with dimension, even though it’s drawn on paper. 

— lsuspect that fans the world over, not to mention in Japan, share 

the same sensibility you just articulated. Every fan has their own 

“Street Fighter world” that bloomed out of the graphics and artwork. 

YOSHIZAKI: Capcom’s art is the world’s art, after all: But you know, 

lately Street Fighter characters change their clothes a lot. That’s 

fine for what it is, but | feel like it only leaves their moves to define 

them. ny 

BENGUS: Right, the image of the characters, their designs start to blur. 

YOSHIZAKI: In Street Fighter IV, for example, you had shirtless Ryu. 

That kind of thing is fun. Or the relaxed, souvenir-peddling Akuma 

you drew back in the day. You'd already drawn it, twenty years ago. 

You were really doing great things. 

BENGUS: Thank you very much!!! 

YOSHIZAKI: It’s a shame that when the work is too great, it’s 

difficult to recognize that, ina way. When you line up all these 

standing portraits in an art book like this, it’s easy to just think, | 

“Huh; that’s a whole lot of drawings.” But if you laid out each and 

every genga on the floor, it’d be a tremendous undertaking. 

BENGUS: It can be fun to line up all your work together. 

YOSHIZAKI: | have a sort of line-up file system myself. *laughs* 

When. I’ve drawn about twenty of the Kemono Friends, when 

I've lined them all up together, the consistency starts to emerge. 

Ili start thinking, “Well | did this with this character, so for that 

character I’ll do this.” | think you have an incredible knack for that 

as well. I’d like to scan your brain. *laughs* 

BENGUS: When you'line them up and get a look at the whole, it’s 

easier to see the deficiencies. “Oh, | need to do a little more of this 

here.” 

YOSHIZAKI: You see the approaches you haven't taken yet, and you 

add one in, and again the work gets a little bit better as a whole. — 

BENGUS: With group shots too, sometimes you'll find all the 

characters fit together nicely even though you drew them all at 

random, however you wanted. 

— If you internalize the world of a given work, the art you output 

naturally will be consistent with it. 

BENGUS: If you just keep plugging away matter-of-factly at 

whatever you have to do, at some point it’Il be done. I’m stating 

the obvious, *laughs* but anyway I’ll keep working hard at my art. 

I’m looking forward to seeing more of Yoshizaki-sensei’s manga 

and design work. 

YOSHIZAKI: Right, and I’m looking forward to more Street Fighter 

and new artwork from BENGUS-san. 
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Street Fighter IV 2 

Launched July 18, 2008 [AC/Taito Type X2] 
Released February 17, 2009 [PS3] [Xbox 360] oe 

The first arcade release in about ten years. Developed as a return 

to the series’ SFI/ roots. As with the EX series, this game used 3D 

graphics. Character lineup included the twelve characters from SFI 

plus Akuma and four new characters. 



CHAPTER 2 | STREET FIGHTER 'S' ARCHIVE 

ABEL | C. VIPER RUFUS 

EL FUERTE RYU KEN 

CHUN-LI E. HONDA BLANKA 

This was the first numbered installment to use 3D models. Since then, we’ve used a mix 

of standard 2D as well as CG-retouched artwork. We were still in a transitional phase 

regarding CG retouches, but | think it served as a prototype for SFV. (SHOEI) 
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BALROG VEGA SAGAT 

| M. BISON SETH AKUMA 
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GOUKEN > Street Fighter IV Main Visual 

FEI LONG | SAKURA 

ROSE DAN GEN 
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Ss Fighter IV 

Released April 27, 2010 [PS3][Xbox 360] 

Released March 27, 2011 [NDS] *3D Edition 

Launched December 16, 2010 [AC/Type X2] 

An upgraded version of SFIV which was reverse-ported to 

the arcade as “SFIV: Arcade Edition” following its release on 

PS3 and Xbox 360. The arcade version’s tagline, “To the place 

_ where someone stronger than me awaits,” was selected from 

| a public submission. 



| STREET FIGHTER "S" ARCHIVE 

| 
| 

RYU | KEN CHUN-LI 

E. HONDA 

GUILE | DHALSIM BALROG 
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SAGAT M. BISON 

C. VIPER EL FUERTE 

ABEL 
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SETH AKUMA 
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| 
GOUKEN CAMMY | FEI LONG 

SAKURA ROSE GEN 

| 

DAN | T. HAWK | DEE JAY 
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GUY CODY IBUKI 

DUDLEY ADON 

HAKAN JURI YUN 
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EVIL RYU 

201 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 



Mi 

rg’ 

VED 

| Ultra Street Fighter IV 
) Launched April 17, 2014 [AC/Typex3]> 
Released August 5, 2014 [PS3][Xbox 360]Released May 26, 2015 

The final version in the SFIV series, addirig even more features to Super 

Street Fighter IV. Added the new “Ultra Combo Double” system, which 

allowed players to use both Ultra Combos at the expense of attack power. 

This iteration had the largest:foster in the series to date, with a total of 

forty-four characters. Continuing off SSFIV, the game’s illustrations were 

handled by Polygon Pictures. Both the character artwork and main visual 

carry on the previous title’s combination of pencil and ink effects. 



CHAPTER 2 | STREET FIGHTER "S" ARCHIVE 

ROLENTO 

Starting with this title, SF/V artwork was handled 

by Polygon Pictures. The ink effect from the 

previous iteration, SFIV, was carried over here and 

combined with the pencil style of the characters. 

DECAPRE | POISON 

» Character Select Screen 
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> #1: Chun-Li [offered May 2014] 

Three Ultra Street Fighter IV tapestries. These were offered as amusement arcade prizes in 2014, each featuring 

original artwork by Kinu Nishimura that garnered high popularity. Even now in 2018, these are hard-to-obtain gems. 

Fulllength:120cm Agesi13andup _ Sold by: Taito 
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> #3: Sakura [offered August 2014] 

> #2: Cammy [offered June 2014] 
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STREET FIGHTER I] LAUNCHES 
A CAPCOM GOLDEN AGE 
TSUJIMOTO: To start with the first game, Street 

Fighter, this was not a typical table game, but 

rather something unique, where you controlled 

punches and kicks using light or heavy inputs — 

_to a pressure sensor. We had Atari, who were 

extremely famous in the arcade industry at the 

time, design us an upright cabinet. | managed 

location tests and things like that for the 

department | was in back then, so I’d go to 

arcades and gauge the response. Sure enough, 

what surprised users the most were the “secret 

moves”, which were a landmark innovation. When 

we'd set up the machines, we would casually 

input commands and try producing Hadokens 

and Shoryukens. The people around us who were 

watching would get so surprised. Because we 

didn’t publicize the special move commands. 

—So they thought, “What in the world was that?” 

TSUJIMOTO: They were “secret commands”, so 

they created a lot of buzz. The only thing was, 

pressure sensors back then were extremely hard 

to push, so it was like an “experience game” that 

was too realistic. “laughs* To resolve that issue, 

we switched toa normal “stick and six buttons” 

table game system, at which point it became a hit. 

—And that led to Street Fighter I/, correct? 

TSUJIMOTO; The important thing that happened 

between the two was Final Fight. On the 

development side, they made a sort of “image 

video” —a reel of assets collected from various 

movies—and said, “This is what we want to create.” 

lt seemed incredibly interesting, and they even had 

a good story and character lore. So we had very 

high hopes for Final Fight before its development 

even started. And indeed it wound up a global 

success, and that led to the next title, Street Fighter 

I. Prior to that, around the time | entered the 

LAS 5h 
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HARUHIRO 
TSUJIMOTO 
President and COO of Capcom Co, Ltd. 

Began working at Capcom part-time while 

attending university, repairing equipment and 

performing other front-line tasks to acquire 

experience. Formally entered Capcom upon 

graduating university in 1987. He participated 

in the launch of the then-new arcade 

operation business, and starting in 2004 

pushed forward a company-wide structural 

reform. In 2007 he was named president and 

chief operating officer (COO). Also serves 

on the Board of Directors for the Computer 

Entertainment Supplier’s Association (CESA). 

STREET FIGHTER 

E-SPORTS TALK 

company, delays were very common in video game 

development. You might only put out two games 

in a given year, and you'd think, “Is this company 

really all right?” *laughs* This sequence of Street 

Fighter, Final Fight; Street Fighter Ii helped us form 

a good develapment cycle, which | think is what 

allowed us to have our first golden age. 

— So did the fact that Street Fighter and Final 

Fight were hits in the global market have a big 

impact on the development of Street Fighter II? 

TSUJIMOTO: Companies that made games for 

commercial use had to consider what would 

sell on a global level, and by nature they looked 

at not just Japan, but also overseas as a major 

market. Breakout originally came over from 

America, then Taito made Space Invaders 

and Namco made Galaxian. Back then the 

commercial-use games business targeted the 

entire world, so Capcom, too, was thinking about 

how to sell video games globally from the start. 

ONO: Back then there was a big arcade market 

even in America, and video games were found not 

only at arcades, but often at\bars as well. Patrons 

who were there playing pinball would get drunk 

and say, “Let’s see who’s stronger!” and instead of 

duking it out with their fists they’d have a Street 

Fighter match. One of my more cheerful senior 

colleagues told me a lot of stories like that about 

what it was like overseas back then. 

TSUJIMOTO: Street Fighter II also originally had 

the players sit side-by-side on a single cabinet, 

but this was a hard sell at Japanese arcades. 

ONO: So they split the screen signal between two 

cabinets using a harness, making a face-to-face 

“versus Cabinet.” 

TSUJIMOTO: Right, right. And that created an 

environment where it was easier for Japanese 

people to play one another. This wasn’t 

something Capcom proposed, but was based 

(Above) The package art for Street 

Fighter: 2010, which was developed as 

a side-scrolling beat-‘em-up sequel to 

Street Fighter. (Right) Changing with the 

times, the street fighters themselves now 

wage battle as 3D models. 

Reporting: Daisuke 

“Versus fighting games” have garnered attention as an important category of esports 

thanks to their high playability. Two key influential figures not only at Capcom but 

within all of Japanese esports share their enthusiasm on the subject. 

> Kihara Photography: Koji Yabushita 

By nature they looked 
at not just Japan, but 
also overseas as a 
major market. 
(TSUJIMOTO) 
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to see your opponent, 
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CLUB is one facet. It comes down from Tsujimoto 

himself— we want to assertively build the i 

why even now, ieatineks often says we shoul 

explore user perception and try to deepen our i ii 

understanding. ; community into something that’s visible, and 
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TSUJIMOTO: They did that everywhere back then. — caught up. 
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— February ist of this year marked the inauguration of the Japan 

Esports Union (JeSU), at last giving “pro gamers” a more defined 

form in Japan. Street Fighter V: Arcade Edition is among the 

officially recognized titles, but looking ahead, what sort of stance 

do you intend to take within Japanese esports? 

TSUJIMOTO: Esports are in a thriving state overseas. Meanwhile 

Capcom is trying to push Street Fighter, and thus has been 

doing the Capcom Cup and Capcom Pro Tour events in the 

North American market since 2014. We started to notice the 

fervor surrounding it even at Capcom headquarters, and\when 

we did some research we found that in Japan the environment 

surrounding esports wasn't very good, 

TSUJIMOTO: Meanwhile, esports have been selected as an official 

event for the 2022 Asian Games in Hangzhou, China, and Japan is 

trying to figure out how they should handle it. It’s rather difficult 

on the Japan side to roll out these sporting events on an individual 

company basis. There needs to be something with a big impact to 

kick it off, and in Japan we’re trying to develop esports using the 

PS4 platform, so in 2018 we'll be holding the Capcom Pro Tour 

Japan Premier at Tokyo Game Show 2018. 

TSUJIMOTO: For the CESA (Computer Entertainment Supplier’s 

Association) as well, where I’m on the board of directors, we felt 

that for esports to spread in Japan a unified organization needed 

to’ be formed. Then, at just the right timing, esports received a lot 

of attention at Tokyo Game Show 2017. For the first time, it was 

Street Fighter Eternal Challenge (UDON version) cover illustration 
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The moment you attach the word sports, 
the players become the subject. That goes 
for anything. (ONO) 

made clear what could and couldn’t be done in Japan, and that 

accelerated the creation of a unified organization, leading to the 

establishment of JeSU. 

ONO: We may not have called it “esports”, we were holding SFi/ 

events at the Kokugikan back in ’91, so the idea of a “gamer 

tournament” isn’t particularly new to us. 

ONO: But, to be sure, those were a category of marketing. For the 

next phase, the focus was put on the players participating in those 

events, and | think that’s “esports”. | often hear people express 

the opinion that they “don’t like the word esports itself”, but in my 

mind there’s a fairly clear distinction. It’s not a market for Capcom 

or whatever other company to earn business profits; the moment 

you attach the word sports, the players become the subject. Up 

until now, with gaming events there was a strong implication of 

marketing. But the way we see esports from our official position is 

that the players are taking the field. 

— The players are the subject. 

ONO: Right. Around those players, there’s a big audience, and 

finally, on the outer rim of that are Street Fighter and other titles. 

As Tsujimoto just noted, he did a lot of flag waving at TGS 2017, 

and for better or worse, it laid bare all the issues surrounding 

Japanese esports. For instance, while Capcom USA, Inc. had been 

running the Capcom Pro Tour since 2014, in Japan there were 

a variety of circumstances making it hard for Capcom Japan to 

run their own events. While we were struggling to find a way to 

alleviate that situation, Tsujimoto raised the issue at the CESA, and 

that’s when things started to move. | think for the next few years 

we'll need to make an effort to present esports as “sports with a 

focus on the players” rather than “gaming events”. 

— Approaching esports as something that makes the players the 

subject—! think that’s easy to understand. 

ONO: With the establishment of the Japan Esports Union (JeSU), 

| understand that it raised a number of concerns and questions 

about how the business would have control over the players. But 

to be sure, this is a community-centric, player-facing move. So for 

the specifics of the pro license, we had JeSU give first and central 

consideration to the players. As for the policy on selecting pro 

players, we’ve been using a ranking system in the Capcom Pro Tour 

for years, so they'll be granting the designation to Japanese players 

who ranked within the top 100 last year. Of course, I’m sure that’s 

not the only thing that will determine the “pro” categorization, 

and we'll continue to thoroughly talk this out and deepen our 

comprehension, and | think a variety of things will determine 

which titles the pro players carry, but | think we in the industry just 

need to take an adaptive stance. 

— Will you be tapping into the knowledge and ideas you’ve 

acquired from these last few years of attending events around 

the world? 

ONO: For a Japanese organization, | feel JeSU’s regulations turned 

out quite focused on the end user, with a high degree of freedom. 

| think my company’s understanding of the information and 

conditions | saw overseas have had an influence on CESA and JeSU. 

Looking at it globally, Japan is actually the only place that has this 

sort of pro license in the video games industry. | think we should be 

assertive about giving the pro players a platform for their activity, 

and | hope this is something we can build together with the players. 
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A FOUNDATION FOR FUN AND GAMES 
— The “pro” categorization—the so-called “high-end players” 

who have the most mastery—will see the rapid development of 

platforms for their activities. By contrast, will you also be putting 

effort into events for average users like those that have been 

conducted up until now, and into how you approach that ground- 

level player base? 

TSUJIMOTO: Indeed. As'‘long as we're calling it “sports”, it’s a 

simple fact that we have to increase our statistical parameter— 

the number of players—or it won’t thrive. With that in mind, 

grassroots events like the ones being held at Plaza Capcom 

Kichijoji will likely be very important for getting different people 

to experience “esports” and see what it’s all about. We want 

to people to realize, “Oh, if this is what esports is, let’s try it 

ourselves,” “I want to go pro too.” The video streaming you have 

nowadays is fine too, but in the end | don’t think anything beats 

the energy you feel at in-person events. 

ONO; From here on out, we’re planning more collaborative Street 

Fighter V tournament events with various companies than we’ve 

done in the past. “Red Bull Kumite”, which Red Bull has held in 

Paris since 2015, will have its first Japan preliminaries this April 

through May, and there’s also the'Cajppcom Pro Tour’ Japan Premier, 

which we’re planning for Tokyo Game Show. 

TSUJIMOTO: Capcom wants'to use this year to create a firm 

foothold in the Japanese market with esports. We want to bring it 

to a point where people associate esports with Capcom and Street 

Fighter V. That’s our thinking. 

ONO; Right, this will likely be the year we see if all the chess pieces 

we've laid here and there yield any “promoted pawns”. 

TSUJIMOTO: We want to draw a lot of attention to the Capcom Cup 

in December, which will be the culmination. 

ONO; Ideally--Capcom Pro Tour’s final event, the Capcom Cup, is 

invariably held somewhere on the west coast. That’s where there's 

a strong movement, after all, but... if we’re allowed someday, 

we'd like to bring the finals over to Japan. This is the country that 

brought Street Fighter into being, after all, and the people who 

make the games are here. Capcom aside, it’s also about showing _ 

how far Japanese esports have come, so we want to make it a goal 

to hold the world tournament finals here in Japan. 

A MESSAGE TO SERIES FANS 
TSUJIMOTO: First, we’re extremely grateful that so many people 

still love the Street Fighter series, not only in Japan but all over 

the world. Now we have other global titles like Resident Evil and 

Monster Hunter, but at the end of the day it was Street Fighter 

that supported Capcom as a global business, and it’s only thanks to 

the backing of the players that we were able to make it this far, so 

we’re grateful from the bottoms of our hearts. 

ONO: That’s right. Meanwhile | think the generational shift among 

players, the changeover from old to new, ought to proceed: Since 

this book was made for Japan, what I'd personally like to say to 

the Japanese people is, we’re trying to create a situation where 

the things you've read about in this book will make sense to the 

random person you meet at your usual bar, or the person who 

In the end I dont think anything beats the energy 
you feel at in-person events. (TSUJIMOTO) 

happens to be your neighbor. In specific terms, when i'm bouncing 

back and forth’ between Japaniand America and they ask me what 

| do at the entry visa inspection, | answer, “I work at Capcom,” and 

pretty soon they’re. talking about Street Fighter, 

ONO: Then they look me up on their smartphones and go, “Ono— 

that’s your!” ithink it’s because the Street Fighter and Capcom 

hames have transcended generation and permeated their society 

that much. But that’ § not the case in Japan. Like | mentioned earlier, 

they'll say, “i used to play SFi/ back j in. the day.” On TV, too, what | 

usually hear about from various celebrities Is “Street Fighter We 

| think we need to make it our ici vision to burp that into. 

“Street Fighter Ye) ee arses Aa 

—Isee. As you celebrate thirty years, your re ee furrner ahead. 

ONO: I’m personally one of the few people who was involved in 

creating the logos for the 15th, 20th, 25th, and 30th anniversaries. 

So! Want to do a good job looking after the series, and while i'm at 

It) Want to keep Street Fighter: § fire—its flame—burning. 

TSUJIMOTO: As Ono said, we consider it a major issue that Street 

Fighter, SFIl in particular, | is seen as a “thing of the past”. In the 

midst of this major le movement, we don’t want people 

saying, “I’ve heard of it” or “lt used'to play it”—-we want to get 

_ those former players Divine once again with our latest game, 
We're trying to offer a game, service, and operation that will 

garner lots of players, from the younger generation to those of 

our own generation who played in the past. As we celebrate thirty 

years of Street Fighter, we ae you tcontinue mp RO rae, ene. 

series hereafter, 

Street Fighter Eternal Challenge (UDON version) cover illustration 
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STREET FIGHTER ee: 

These QUO Cards were prepared as rewards for Capcom questionnaires and other such services. The illustrations ae eee 
feature characters representative of the company's more notable titles. Ryu was selected as the Street Fighter — 

representative for these images. Given that they're not available for sale, they're quite the rare pieces of work! — 

ie epee 

Art: Tatsuro lwamoto [2013] 

Art: Gouda Cheese [Bengus, 2010] 

Art: Ryuta Fuse [2016] 
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Chapter 

When it comes to Street Fighter, there's always gotta be a Bonus Stage segment! | don't know if everyone's 

interested in it... But it's all about content you can enjoy beyond the "fighting game" aspect of the series. 

In that vein, this segment is chock-full of bonus info! Check out the "Shadaloo Combat Research Institute" 

pages for new information on the fighters! 



STREET FIGHTER 

WHAT COUNTRY ARE YOU FROM? 
In this segment we'll go over the various national origins of the playable characters from the Street Fighter 

series. This is a compilation of the latest information from the Shadaloo Combat Research Institute! 
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DISTRIBUTION OF FIGHTERS BY COUNTRY 

{@...Asia (10 countries) 

(il...Americas (5 countries) 

...Europe (5 countries) 

..Unknown/Shadaloo 

..Africa(2 countries) 

| 2 chars (2.1%) 

| 

| 14 chars 
(14.4%) 

Of 97 fighters, we can confirm the origins of 79. For | 

2 we only have a vague estimate of their birthplace | 

(somewhere in the Middle East), and 16 others are | 

completely unknown. 

In terms of region, most fighters hail from Asia by far, 

with a whopping 41 fighters from 10 Asian nations. 

But even within Asia, Japan nas the most fighters... an 

astounding 21! The next-largest region by fighter count 

is the Americas, with 24 fighters across 5 countries. 

Among these countries is the United States of America, 

with 16 individual fighters. That makes the USA the 

second-largest single country by fighter count. Europe 

| > een 

I oe 
CR 
a aa 7 

has 5 representative countries just like the Americas, 

but only 14 fighters hail from Europe, making up 15% 

of the total. The same amount of fighters are in the 

Unknown/Shadaloo category. Africa comes in last, with 

just 2 fighters. 

>%:The mark after a character’s name indicates that their birthplace hasn’t been fully confirmed by the Shadaloo Combat Research Institute 
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Character Profiles 

Painstaking research by day and by night! For Shadaloo, by Shadaloo! That's the 

way the Shadaloo Combat Research Institute does it. Our brave boys and girls 

have been toiling night and day to observe, investigate, and uncover the secrets 

to the fighters' strength! Behold, the fruits of their labor! 

Yamato Nadeshiko | 

~ 9 af 
Height: 171cm 

Weight: 72kg 

Blood type: A 

Birthday: July 13 

Origin: Japan 

Likes: Traditional sweets, 

Shiba Inus 

Dislikes: Ball games 

(She's no good at them) 

Yasha Nadeshiko 
Height: 171cm 

Weight: 72kg 

Blood type: A 

Birthday: July 13 

Origin: Japan 

Likes: Brutality 

Dislikes; R, Mika 

Height: 178cm 

Weight: 54kg 

Blood type: Unknown 

Birthday: July 3 

Origin: Italy 

Dislikes: UV rays, 

Rising early | 

Colonel Wolfman giles adenancdabla | 

scar from a fierc Character 

specializes with rj Commentary 
| much. 

. He got his facial 
lard. In fights, he 

bit of talking too 

Height: 180cm 

Weight: 88kg 

Blood type: O 

Birthday: November 22 

Origin; Japan 

(later moved to 

Hong Kong) 

Likes: Booze, Taking naps 

Dislikes: Sharp objects 

A hot-blooded wrestler, and ring partner to R. Mika. She's the | 

only daughter of a family that runs a traditional Japanese inn, and | 

she's very honest and caring with her friends. Her hobbies include 

archery, flower arrangement, and performing tea ceremonies. Her 

finishing move in wrestling is a unique bow and arrow hold. 
y 

Don Sauvage By 

Height: 187cm 

Weight: 69kg 

Blood type: O 

Birthday: January 1 

Origin: Florida, USA 

Likes: Megaphones, 

Standing out 

Dislikes: Taxes 

A mysterious fighter who appeared after R. Mika and Yamato 

Nadeshiko broke up their partnership. She works the crowd by 

fighting dirty both in and out of the ring, and knows how to trash 

talk like a pro. 

y 

Go is a practitioner of Kenkasappo Buraiken, a brawling style based 

on karate. His son is Dan Hibiki, master of the Saikyo fighting style. 

He's a pretty important guy, strong enough to snatch away an 

eyeball from Sagat, the Muay Thai expert. Sadly, Sagat took his 

revenge, ending Go's life after a bloody struggle. 

Masters Family -Ken 
Height: 175em 

Weight: 83kg 

Blood type: B 

Birthday: February 14 

Origin: United! States 

Likes: His family, Pasta 

Dislikes: Salted plums, 

Soap operas 

Don was once a member of an unsuccessful rock band, but his big 

mouth caught the attention of the CWA, who scouted him as a 

ringside announcer. Right now he works as a freelancer for various 

organizations, bringing his lively banter to match after match. 

An affluent, picture-perfect family. Eliza is the sister of Julia, Guile's 

wife. That makes her his sister-in-law. 

[See entry #102 for more on Ken Masters] 

Masters Family - Eliza 

Height: 169cm 

Weight: Secret 

Blood type: A 

Birthday: May 21 

Origin: United States 

Likes: Her family, 

Shopping 

Dislikes: Sitting around 

at home 

Height: 85cm 

Weight: 13kg 

Blood type: B 

Birthday: February 8 

Origin: United States 

Likes:, Mommy & Daddy, 

Ratman 

Dislikes: Brushing his 

teeth 

| 005 | _ Sodom @ 

Height: 208cm 

Weight: 108kg 

Blood type: A 

Birthday: Unknown 

Origin: United States 

Likes; Sushi, Ukiyo-e art 

Dislikes: Guy 

Younger sister to Julia, Guile's wife. Guile's sister-in-law. Recently 

opened an organic café in New York City. 

He's recently taken a liking to learning finishing moves from his 

father. 

Former ringleader of the Mad Gear gang. He continues to work 

dutifully, each and every day, in the hopes of someday building his 

dreams back up. This hulking brute of a man admires Japanese 

culture. His personality is very dignified and reasonable, a far cry 

from his criminal past. 
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| BONUS STAGE 

| Height: 178cm 

Weight: 54kg 

Blood type: Unknown 

Birthday: July 3 

Origin: Italy 

| Height: 202cm 

| Weight: 140kg 

Blood type: O 

Birthday: September 3 

Origin: New York, USA 

Likes: Sherry wine, Likes; Hamburgers, Curry 

Bathing 

Dislikes: UV rays, Rising 

early 

with rice 

Dislikes: Wrongdoers 

Blood type: A 

Birthday: August 28 

‘Origin: United Kingdom 

irthday: March 9 

rigin:) Mozambique 

| Likes: Antiques, Apple 

| pile 

| Dislikes: Filing reports, 

kes; Sharpiobjects, 

"ocoa 

Dislikes: Spicy food, 

| Writing apologies Troublesome formalities 

od type. Unknown 

rthday: June 4 

| Origin: Singapore fo) igin: United States 

Likes: Motorbikes, His 

| girlfriend 

|, Dislikes: Showoffs 

Likes: Red bean jelly, 

Garden work 

Likes; The internet, 

| Manga, Occult oddities 

|| Dislikes: Exercise Dislikes: Ghost stories 

Height: 178cm f aia , ‘Height: 192icm 

| Weight: 70ke Weight: 76kg 
| Blood type: A Blood type: B we y | Blood type: B 

Birthday: May 5 | Birthday: November 8 Birthday: February 9 

Origin: Japan | Origin: Missouri, USA Origin: Oklahoma, USA 

Likes: Star-shaped stuff, Likes: His family, Cars 

| Renown 

| Likes: Tradition, 

| Water-walking | Dislikes: Injuries, 

| Dislikes: Earth-based 

| techniques 

Dislikes: Pickles, Being 

defeated 

Paparazzi 
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| Height: 216cm 

| Weight: 220kg 

Blood type: O 

Birthday: August 22 

| Origin: United Kingdom 

‘Heiak te 201cm 

Weight: 114kg 

Blood type: O 

| Birthday: August 22 
Origin: United Kingdom 

Height: 216cm 

| Weight: 230kg 

Blood type: O 

| Birthday: August 22 

|| Origin: United Kingdom 

| Likes: Beer, Musical stuff | Likes: Beer, Beef jerky, 

Dislikes: Kids 

Likes: Beer, Beef jerky, 

Swiping easy money Food in general 

| Dislikes: Kids, Cops | Dislikes: Kids, Cops, 

Hunger 

Weight: 61kg 

Blood type: O 

Birthday: March 10 

| Origin: China | Origin: United Kingdom 

| Likes: Roast beef 

Dislikes: Boorish fellows 

Likes: Real estate, Likes: Bao steamed buns, 

Xiaolongbao buns Writing classical-style 

| Ungentlemanly manners | Dislikes: Dental cavities poetry 

Dislikes: Crowds 

| Height: 172cm 

| Weight: 92kg 

Likes: Powerful foes 

Dislikes: Underhanded 

| foes, Shoryuken 

Dislikes: Sagat, Insincere 

| people 

Height: 162cm 
Weight: Secret 

Blood type: A 

| Birthday: September 14 

| Origin: United States 

Likes: Tom, Cookery 

Dislikes: Scary stories, 

Air travel 

| Birthday: July 29 

| Origin: United States 

Likes: Training, Patricia, 

tradition, Pro wrestling | Croissants 

| Dislikes: Unclear wording | Dislikes: Exhaust fumes, 

i Rodents 
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_EI Fuerte 
Height: 168cm 

Weight: 70kg 

Blood type: B 

Birthday: October 29 

Origin: Mexico 

Likes: Prickly pear cactus 

Dislikes: Additives 

Gouken | 
——— 

Height: 185cm 

Weight: 90kg 

Blood type: Unknown 

Birthday: Unknown 

Origin: Japan 

Likes: Dango dumplings 

Dislikes: Mosquitoes 

El Fuerte has many irons in the fire, working as both a cook and a 

luchador. His hot-blooded nature even rivals the Red Cyclone's! He 

travels the world searching for the ultimate cuisine, but... he's not 

actually much of a cook. 

Akuma's elder brother, and the man who trained both Ryu and Ken. 

He perfected the ansatsuken techniques, and passed them down to 

Ken and Ryu. 

| BONUS STAGE 

; Akuma 

Height: 178cm 

Weight: 90kg 

Blood type: Unknown 

Birthday: Unknown 

Origin: Unknown 

Likes: Unknown 

Dislikes: Unknown 

J | Ever since he shouldered 
the Satsui no Hado, Akuma 

has been able to defeat countless fighters. He has completely 
transcended all moral concept of right or wrong. His holds true to 
the path of destruction in his heart, even going so far as to beat 
Gouken, his own brother. All he cares about is finding a fighter 
capable of granting him the ultimate deathmatch. Recently, he's 
taken a particular interest in Necalli. 

Goutetsu 

Height: 188cm 

Weight: 81kg 

Blood type: Unknown 

Birthday: Unknown 

Origin: Japan 

Likes; Ascetic devotion, 

Growing vegetables 

Dislikes: Weakness 

Gouken and Akuma's master. He fought proficiently with a staff, and 

was the original master of the ansatsuken techniques that would 

eventually be passed down to Ken and Ryu. Sadly, he was killed by 

Akuma's Raging Demon technique after the latter was consumed by 

the Satsui no Hado. 

Dorai 

Height: 182cm 

Weight: 89kg 

Blood type: A 

Birthday: June 6 

| Origin: Hong Kong 

Likes: Clay pigeon 

shooting, Historical 

fiction 

Dislikes: Crime 

Chun-Li's father. A master of the Chinese martial arts, he taught 

Chun-Li many of the kicks she'd make use of later in life. He served 
as an officer for the Hong Kong police force, and was well known 

for his sense of morals and justice. He spearheaded a raid on 
Shadaloo's activities in the area, but ended up mysteriously going 
missing... Bison likely had something to do with it. 

Demon Coach Yoko 

Height: 170cm 

Weight: 115kg 

Blood type: O 

Birthday: January 8 

Origin: Japan 

Likes: Pro wrestling, 

Coaching 

Dislikes: Lower back pain 

Yoko is the president of the lwashigahama Japan Women's Pro- 

Wrestling federation; she even takes part in the fighting now 

and then. She runs a street bar called the Ring Post, north of 

Iwashigahama station, and has current plans to open a 2nd venture 

along one of Japan's National Routes. She specializes in attacking 

with weapons, or if she's unarmed she has a penchant for the 

brainbuster move. 

Me: Sunrise Nishisenba 

Height: 174cm 

Weight: 72kg 

Blood type: A 

Birthday: ‘October 28 

Origin: Japan 

Likes: Booze, Karaoke 

Dislikes: Hangovers 

Maple Storm 

Height: 189cm 

Weight: 86kg 

Blood type: B 

Birthday: June 4 

Origin: Canada 

Likes: Yoko 

Harmageddon, Pro 

Wrestling DVDs 

Dislikes: Poverty 

She was invited into the world of wrestling by her upperclassman 

in university, Yoko Harmageddon. She's been notorious for her 

clumsiness ever since her debut. Not one for finesse, she focuses 

on brute strength blows. Her finishing move is the Tequila Sunrise 

Lariat. 

A former football player from Canada. Her team made it to the 

big leagues, but broke up due to a scandal involving their coach. 

She borrowed a DVD that featured Yoko Harmageddon, and was 

so impressed that she decided to go to Japan. She has a good 

relationship with Yamato Nadeshiko. 

Raika 

Height: 163cm 

Weight: 58kg 

Blood type: A 

Birthday: February 14 

Origin: Japan 

Likes: Her mask 

collection, Guacamole 

Dislikes: Weak foes 

One half of the Furai Shimai tag-team. She's endured training 
in high altitude environments, giving her high stamina and solid 
jumping ability. She maintains a good relationship with wrestling 

| organizations in both South and North America, and looks after 
wrestlers who end up visiting Japan. She interprets for speakers of 

Japanese, English, Korean, and Spanish. 

Fuka 

Height: 156cm 

Weight: 56kg 

Blood type: O 

Birthday: May 8 

Origin: Japan 

Likes: Napping 

Dislikes: Studying 

The other half of the Furai 
Shimai tag-team. Even if 
they're facing stronger 
foes, their devastating, co- 

ordinated combos make short work of the enemy. She went to 
Mexico to train for six months before finally returning home. She's 
not so good when it comes to communication skills, so she just 
relies on her constant forward momentum to get through situations. 
Her finishing move is called the Superhuman Pinwheel Hold. 

Vivian Nishi Ki 

Height: 153cm 

Weight; 54kg 

Blood type: AB 

Birthday: October 31 

Origin: Japan 

Likes: Skull-themed 

merchandise, Occult 

books 

Dislikes: Crickets 

At Yoko Harmageddon's suggestion, Vivian adopted a spooky vibe 
for her wrestling persona. The result was startlingly popular! She 
fights dirty and skirts the rules, using these underhanded tactics 

to defend her position as |WPW champ a total of three times. Her 
finishing move, 16 Knots, involves thwacking her foe multiple times 

with a barbed wire baseball bat. 

Pepe Ishiwata 
) 

Height: 155cm 

Weight: 61kg 

Blood type: A 

Birthday: March 3 

Origin: Japan 

Likes: Her grandma, 

Mystery novels 

Dislikes: Wasabi 

Born in Hawaii and currently living in Japan, Pepe is very much a 

grandma's girl. Don't ever judge this book by her cover! Pepe is a 

| strikingly talented technical wrestler. She likes to keep her identity 

secret in the ring, so she applies plenty of makeup before fighting. 
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| Unknown 

Origin: Shadaloo 

Likes: Gathering intel 

| Blood type: Never tested 

| Birthday: Forgotten 

| Origin: Brazil 

Likes: Swords, Chili 

beans 

e | Weight: 52kg 
| Blood type: B 

| Birthday: August 28 

Origin: Japan 

| Likes: Tapioca, Brawling 

| Dislikes: Tiresome things, 

|| Being treated like a girl 

“Birthday: August 12 

"Origin: Japan 

Likes: Salmon tea rice, 

Chilled tofu, Sneakers 

Dislikes: Western-style 

writing 

rigin: Hong Kong 

Likes: Movies, Cats 

| Fermented tofu 

Weight: 82kg 

| Blood type: A 

| Birthday: May 7 

| Origin: Brazil 

| Likes: Reading, Record 

| collecting, Matsuda 

| Jiu-Jitsu 

| Dislikes: Reckless people, 

Blood type: A 

‘Birthday; September 3 

|, Origin: United States 

| Likes; Work, Sports 

| Dislikes: Shadaloo 

Unknown 

ight: Unknown 

Blood type: Unknown 

| Birthday: Unknown 

Origin: Unknown 

Likes: Unknown 

Dislikes: Unknown 

Birthday: July 30 

Origin: Brazil 

| Likes: Sean, Meat, 

Fighting 

|| Dislikes: Veggies, 

Dislikes: Rulebreakers | Boredom 

Height: 173cm 
| Weight: 62kg 
‘Blood type: B 

| Birthday: September 9 

Origin; Hong Kong 

Likes: Meat buns 

Dislikes: Casual people, 

Century eggs 

| Blood type: Unknown 

| Birthday: Unknown 

Origin: Unknown 

Likes: Turtles, Yummy 

food 

Dislikes: Tedium 

| Weight: 68kg 

Blood type: O 

| Birthday; August 15 

Origin: Brazil 

| Likes: Basketball, Games 

il Dislikes: His'sister (She's 

| scary!) 
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| BONUS STAGE 

| Height: 166cm Height: 188cm | Height: 164cm 
Weight: 59kg | Weight: 82kg | Weight: 71kg 

| Blood type: A Blood type: A Blood type: O 
Birthday: January 11 | Birthday: March 28 | Birthday: December 2 

| Origin: Japan Origin: Japan Origin: Brazil 
» Likes: Tatami mats, Enka Likes: Boiled eggs Likes: Her family, 

Dislikes: Greasy foods Dislikes: Traffic jams, Dancing 

| Power outages 

Blood type: O 

Birthday: March 25 

Origin: Brazil 

Birthday: July 1 

Origin: Japan 

Likes: Her family, DIY 

| Dislikes: Pickled Ginger 

Birthday: April 9 

| Origin: Brazil 

} Likes: Laura, Crafting 

accessories 

Likes: Pranks, Music, 

| Basketball 

Dislikes: Studying | Dislikes: Insects of any 

kind 

| Weight: 52kg 

| Blood type: Unknown 

| Birthday: September 18 

Origin: Kenya “Origin: United Kingdom 

Likes: Music, Dancing Likes: Black tea, Roses Likes: Preparing laundry 

Dislikes: Environmental Dislikes: Impolite people | Dislikes: Crass things, 

Tardy people | destruction 

| Weight: 95kg 

| Blood type: B 

| Birthday: September 10 

| Origin: United States 

Likes: Street fighting 

Blood type: A 

| Birthday: April 1 

| Origin: United States 

Likes: Himself, Gambling, 

bal Shiny stuff 

| Dislikes: Plain and dull 

| stuff 

Origin: Japan 

| Likes: Puzzle games 

| Dislikes: Homework, Dislikes: Hairy 

Tidying up | caterpillars 
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Height: 240cm 

| Weight: 200kg 
Blood type: Unknown 

Birthday: May 19 

Origin: Germany 

| Height: 174cm (variable) 

Weight: 60kg 

Blood type: Unknown 

| Birthday: Unknown 

Origin: Russia 

Likes: Nothing 

| Dislikes: Nothing 

Likes: His sister, Leather Likes: Poison, Potatoes 

jackets Dislikes: People looking 

down on him 

Height: 198cm 

Weight: 85kg 

Blood type: Unknown 

Birthday: Unknown 

| Origin: Unknown 

Height: (185cm 

Weight: 80kg 

| Blood type: O 

| Birthday: April/18 

| Origin: United States 

| Likes: Picking fights 

Dislikes: Being lectured 

ght: 52ke 
| Blood type: Unknown 

hday; December 7 

rigin: United States 

Likes: French fries Likes: Scheming 

| Dislikes: Cops Dislikes: Dependent 

humans 

: 218cm aes Height: 230em 
ight: 201kg e 

| Blood type: A 

Birthday: September 10 

| Origin: United States 

| Likes: Strawberry 

| Blood type: O 

| Birthday: July 21 

| Origin: Mexico Origin: Brazil 

Likes: Samantha (his | Likes: ‘Animals, Hair 

mom), Pirarucu fish, | sundaes, Cold hard cash decorations 

Tropical fruits | Dislikes; Effort Dislikes: Deception 

| Dislikes: Army ants 

‘Height: 188cm 

| Weight: 92kg 

Blood type: A 

Birthday: May 26 

Origin: Poland 

eight: 192cm 

eight: 125kg 

| ‘Origin: Mexico Origin: United States 

Likes: Popcorn | Likes: Pure water Likes: Oil paintings 

Dislikes: Deception, Dislikes: Hot drinks 

| Alcohol 

Dislikes: Shady people 
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Height: 191cm 

| Weight: 176ke 

Blood type: AB 

Birthday: October 2 

Origin: United States 

Likes: Fire, Gasoline 

Dislikes: Flame-resistant 

| objects 

| BONUS STAGE 

| Height: 198cm 

| Weight: 97kg 

| Blood type: A 

“Height: 175em 

Weight: 56kg 

| Blood type: AB 

| Birthday: July 18 

Origin: United States 

Birthday: January 23 

| Origin: United States 

| Likes: Lord Bison, Order 

Dislikes: Weak-willed 

people 

| Likes: Lauren, Money 

| Dislikes: Working 

‘| overtime 

| ue ght: 185cm (topknot 

| included) 

| Weight: 137kg 

| Blood type: A 

Birthday: November 3 

Origin: Japan 

Likes: Bathing, Chanko 

| stew, Tiramisu 

| Dislikes: Indecision 

Weight: S7kg 

| Blood type: B 

| Birthday: April 1 

| Origin: United Kingdom 

Likes: Cats, Dogs, Her 

work friends 

| Dislikes: Bad weather 

| Origin: Japan 

Likes: Knitting, Sweet 

foods, Cockatiels 

| Dislikes: Onions 

Height: 184cm 

| Weight: 92kg 

| Blood type: AB 

| Birthday: October 31 

Origin: Jamaica 

i 

| Weight: 74kg 

Blood type: O 

| Birthday: November 25 

Origin: Hong Kong 

| Likes: Yelling, Dancing, Likes: Provocation 

Singing 

| Dislikes: Silence 

Dislikes: Seaweed, Brats, 
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| Height: 180cm 

| Weight: 81kg 

| Blood type: O 

Birthday: November 15 

| Origin: United States 

Likes: Discipline, 

Regulation 

Dislikes: Weakness, 

| Laziness 

‘Height: 157cm 
| Weight: 42kg 

|| Blood type: A 

Birthday: March 15 

| Dislikes: Math, Facing 

| her brother in video 

| games 

Height: 195cm 

Weight: 98kg 

Blood type: B 

Birthday: Unknown 

Origin: Unknown (South 

America) 

Likes: A certain power, 

Snakes 

Dislikes: Those who lack 

courage 

| Birthday: November 13 

| Origin: Turkey 

Likes: His wife, His 

daughters, Chanko stew 

Dislikes: Fire, Cigarettes 

Origin: France 

| Likes: Gun maintenance, 

Competitive gaming 

| Dislikes: Free time 

Birthday: May 17 

) Origin: Japan 

Likes: Meditation, Sushi 

Dislikes: Guns, Knitting 

Height: Unknown 

leight: Unknown 

| Blood type: Unknown 

i] Birthday: Unknown 

| Origin: Unknown 

Likes: Unknown 

Dislikes: Unknown 

irtthday: March 27 

Origin: Germany 

Likes: Reading, Chess, 

|| Board games 

| Dislikes: Talking to 

| strangers 

| Birthday; June 30 

| Origin: Germany 

| Likes: Reading, Cats 

Dislikes; Car horns 

Height: '167cm 

Weight: 57kg 

| Blood type: A 

Birthday: January 16 

Origin: Spain 

Likes: Chocolate, Herbal 

tea 

| Dislikes: Dehydration 

Weight; 55kg 

| Blood type; O 

| Birthday: April 7 

Origin: Italy 

| Likes: Dancing, Music 

Dislikes: Animals 

[ Height: 164cm 

| Weight: 49kg 

| Blood type: B 

| Birthday: July 22 (?) 

Origin: Germany (?) 

| Likes; Avocados 

'| Dislikes: Cramped spaces 
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Height: 177cm 

| Weight: 64kg 

Blood type: O 

Birthday: August 9 

| Origin: Ethiopia 

| Likes: Sports, Animals 

Dislikes: Injections 

Likes: Growing Veggies 

| Dislikes; ‘Chatterboxes 

jeight: 165cem 

Weight: 84kg 

Blood type: B 

Birthday: June 19 

| Origin: Colombia 

Likes: Driving, Watching 

pro wrestling 

Dislikes: Difficult parking 

spots, Onions 

| Height: 206cm 

| Weight: 144kg 

| Blood type: A 

Birthday: August 11 

| Milk 

Dislikes: Sneak attacks 

Height: 165cm 

Weight: 53kg 

Blood type: A 

Birthday: September 10 

Origin: China 

| Likes: Spicy stuff, 

Dumplings, Kung fu 

q movies 

| Dislikes: People who 

| badmouth others 

sirthday: December 18 

Origin: Russia 

| Likes: Dogs 

Dislikes: Cammy, 

| Ambiguity 

| Origin: United States 

Likes: Car maintenance, 

‘| Comic books 

Dislikes: Cramped spaces 

| Blood type: Unknown 

| Birthday: September 3 

| Origin: Unknown 

Likes: Pool 

Dislikes: People who are 

all talk 
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| BONUS STAGE 

Weight: 53kg 

| Blood type: B 

Birthday: September 10 

Origin: China 

| Likes: Spicy stuff, 

Dumplings, Online 

shopping 

Dislikes: Organizing 

| things, Tidying up 

| Blood type: A 

| Birthday: May 3 

Origin: India 

Likes: Curry, Cinema 

Dislikes: Horror flicks, 

Sour things 

Blood type: A 

| Birthday: July 6 

| Origin: Brazil 

Likes: His three sons, 

Beach volleyball 

Dislikes: Crooks, Liars 

Weight: 85kg 

Blood type: A 

Birthday: November 5 

Origin: France 

Likes: Dogs, Bears 

| Dislikes: Oysters 
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Blood type: B 

Birthday: October 24 

| Origin: United States 

| Dislikes: Criminals 

Likes 

Dislikes: Rust 

Bananas 

Birthday: July 21 

| Origin: Japan 

| Likes: Red bean jelly, 

| Martial arts 

Dislikes: Spiders 

Fighting Style: Martial 

arts based on the 

Ansatsuken 

| Birthday: February 14 

| Origin: United States 

| Likes: His family, Pasta 

| Soap operas 

Fighting Style: Martial 

arts based on the 

|, Ansatsuken 

Likes: His family, Cookery 

| Dislikes: Pickled plums, 

Height: 204cm 

Weight: 145kg 

Blood type: O 

Birthday: July 21 

wae)... ieee | Height: 125cm aye te 
, | Weight: 24kg 

Blood type: O 

Birthday: October 16 

Origin: China Origin: United States 

| Likes: Pandas, Likes: Rare-cooked 

Programming steaks 

Dislikes: F.A.N.G Dislikes: Cody 

| Height:\186cm 

| Weight: 88kg 

Blood type: O 

| Birthday: August 10 

| Origin: United States 

| Likes: Both his 

| daughters, Retro games 

‘Height: 193cm 

Weight: 105kg 

Blood type: B 

Birthday: April 9 

Origin: United States 

Likes: Authority, 

Diamonds 

| Dislikes: Haggar, Zombies | Dislikes: Working 

| overtime 

| Blood type: O 

| Birthday: July 21 

| Origin: Japan 

| Likes: Defeating mighty 

| foes 

Dislikes: Weaklings 

Height: 175cm 

Weight: 83kg 

| Blood type: B 

| Birthday: February 14 
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Height: 169cm 

Weight: Secret 

Blood type: A 

Birthday: March 1 

Origin: China 

Likes: Crepes, Fruits, 

Candy 

Dislikes: Bison, Crime, 

Ambiguous people 

Fighting Style: Chinese 

martial arts 

| BONUS STAGE 

Zangief 

Height: 214cm 

Weight: 181kg 

| Blood type: A 

| Birthday: June 1 
Origin: Russia 

Likes: Wrestling, Cossack 

dancing 

Dislikes: Projectile attacks 

(like the Hadoken) 

| Fighting Style: A mix of 

Russian and American pro 

wrestling moves 

Chun-Li serves as an officer of Interpol, battling to destroy the evil 

organization named Shadaloo with her magnificent legs. She's 

relentless in her quest for vengeance against M. Bison, the man 

who killed her father. She, along with Guile, pursues Shadaloo, well 

aware of their shady involvement in world events. > 

> Convinced that Shadaloo is behind the Black Moon incidents and 

the cases of hackers going missing all over the world, Chun-Li readily 

charges in to pursue them. 

A famous professional wrestler known as the Red Cyclone, Zangief | 

| is one beefy boy. He might look terrifying, but he's actually a really 

friendly guy. He's a devout believer in the supremacy of a muscle- 

bound bod, and he's dedicated years of training to perfect his 

| bulging biceps. » 
sin —— 

Zangief Dhalsim 

Height: 176cm(variable) 

Weight: 48kg(variable) 

Blood type: O 

Birthday: November 22 

Origin: India 

Likes: Curry, Meditation 

Dislikes: Sweet food, 

Meat 

Fighting Style: Esoteric 

Yoga 

» R. Mika is a lifelong fan of his, and he's also friends with Azam 

and Laura. While in New York on a pro wrestling tour with Alex and 

Mika, he witnessed the Black Moon incident and was invited by | 

Karin to take on Shadaloo. 

Dhalsim's strict ascetic training transformed him into an undisputed | 

master of yoga, to the point where he's almost deified by his people. | 

| He can utilize the power of Agni, the flame god, to manipulate | 

flames. He acts as a guide to Ryu, helping him overcome an internal | 

conflict. » | 

| > He suddenly finds himself face to face with Necalli, who appears 

| in the wake of a global catastrophe. Sensing that the future is in dire 

peril, Dhalsim joins Karin in order to set things right. 

Left: Datta, Dhalsim’s son 

Blood type: June 7 

Birthday: O 

Right: Sally, Dhalsim's 

wife 

Blood type: February 11 

Birthday: A 

‘Nash : J 

Height: 186cm 

| Weight: 93kg 

| Blood type; Unknown 

Birthday: Unknown 

Origin: Unknown 

Likes: Nothing in 

particular 

Dislikes: Justice, Scotch, 

| Bison 

Fighting Style: Special 

attacks that utilize his 

| physical skills 

Dhalsim’s son, Datta, and his wife, Sally. Datta supports his father's 

activities within India whenever he can. Both his wife and child 

practice yoga, but their limbs don’t stretch out like his does. Sally 

happens to be an excellent cook, too! 

Once, Nash was a lieutenant in the United States Air Force, and he 

was Guile's best friend. He died, but somehow came back to life. 

Ever since then, all he has cared about is bringing an end to M. 

Bison's life. » 

> Before he died, Nash was a calm and collected kind of guy. He 

had a serious attitude and a strong passion for justice. But since 

| reviving, he hasn't trusted anyone but himself. The warmth in his 

personality seems to have died with him—now all that remains is a 

cold, calculating disposition. 

Height: 162cm 

Weight: 59kg 

Blood type: B 

Birthday: September 15 

Origin: Japan 

Likes: Total victory 

Dislikes: Those who fail 

to meet their obligations 

Fighting Style: Kanzuki- 

ryu 

A proud woman who insists that she must always be the winner. 

Not only is she a fighter, but she's also the head of the Kanzuki 

family, and she sits at the head of one of the world's leading | 

conglomerates. Her family is staunchly opposed to Shadaloo, | 

standing against the organization wherever it can. > J 

» She may seem to be thoughtlessly arrogant to onlookers, but that 

| doesn't mean she isn't capable of compassion. Whenever a friend | 
of hers is in need, she won't hesitate to be there for them. She's 

rarely seen without her exceptional butler, Shibasaki. 
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Shibasaki ae 

Height: 178cm 

Weight: 75kg 

Blood type: A 

Birthday: May 7 

Origin: Japan 

oe Likes: Black Tea, Lady 

| Karin 

| Dislikes: Messy eaters 

ff ee ; er 
| Aman who's never too far away from Karin. He learned much from | 

| Azam via long-distance internet seminars, and is now considered a 

| rising star in the international butler community. 
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|| Height: 168cm 

Weight: 70kg 

Blood type: O 

| Birthday: March 15 

| Origin: Japan 

| Likes: Zangief's Pro Wrestling 

ight: 216cm 

| Weight: 230kg 
Blood type: O 

} Birthday: August 22 

|| Origin: United Kingdom 

Likes: Beer, Beef jerky, 

Swiping easy money philosophy, Beach running, 

| Dislikes: Kids, Cops 

| Fighting Style: 

|| Headbutting and 

| chain-snaring 

| Finger push-ups, Neck 

| bridges 

| Dislikes: Disrespectful juniors 

Fighting Style: Pro Wrestling 

| Blood type: O 

Birthday: January 27 

Origin: Spain 

| Likes: Beautiful things, 

Himself, Roses 

Dislikes: Ugly things, The 

| blood of his victims 

| Fighting Style: Spanish 

Ninjutsu 

|| Height: 178cm 
|| Weight: 85kg 

|| Blood type: A 

Birthday: June 7 

Origin: Middle East 

Likes: New experiences, 

Movies, His friends 

Dislikes: Fighting women 

|| and children, Loading 

|| times 

| Fighting Style: Wind and 

Parkour 

Origin: Unknown 

Likes: World domination 

| Height: 190cm 

|| Weight: 113ke 
| Blood type: Unknown 

|| Birthday: January 11 

Origin: Unknown 

Likes: Powerful souls 

|| Dislikes: Man-made 

| things, Mankind 

Fighting Style: Raw and 

| violent might 
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Height: 175cm 

| Weight: 72kg 

| Blood type: O 

| Birthday: July 30 

| Origin: Brazil 

| Likes: Her brothers, 

| Meat, Fighting 

| Dislikes: Veggies, 

| Boredom 

Fighting Style: Her own 

| spin on Matsuda Jiu-Jitsu 

leight: 175cm (variable) 

Veight: 85kg (variable) 

Blood type: Unknown 

| Birthday: Unknown 

Origin: Unknown 

Likes: Unknown 

| Dislikes: Unknown 

| Equipment: Chest rig, 

Headset, Psycho armor 

(shoulderpads), Psycho 

| stungun, Psycho grenade 

Duties: Serving the Grand 

| Masters, Close combat, 

| Base security, Sabotage 

| BONUS STAGE 

| Height: 212cm (222cm fully 

| extended) 

| Weight: Unknown 

| Blood type: Unknown 

Birthday: February 2 

| Origin: Somewhere in Asia 

| Likes: Experiments, The 

number 2, Lord Bison 

| Dislikes: Lord Bison's 

enemies, The numbers 1 & 3 

|| Fighting Style: Poison Kempo 

70cm (variable) 

i 60kg (variable) 

od type: Unknown 

+B hday: Unknown 

| Origin: Unknown 

| Likes: Unknown 

'| Dislikes: Unknown 

if 

Origin: Thailand 

| Likes: Asceticism, 

Challengers 

Dislikes: Weak people 

ent: Night-vision 

, Psycho Power 

| Origin: China 

Likes; Experiments, 

Research 

| Dislikes; Violence 

ght: 157cm 

Weight: 49kg 

| Blood type: O 

| Birthday: December 3 

| Origin: Ireland 

ment: Psycho armor 

(shoulderpads) 

| Duties: Serving the Grand 

| Masters, Battlefield 

Likes: Walking, Reading 

Dislikes: Exercising 
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ot 
|) Height: 164cm 

Weight: 61kg 

Blood type: B 

| Birthday: January 6 

|| Origin: United Kingdom 

|| Likes: Cats 

| Dislikes: Everything (at 

ight: 163cm 

ight: 54kg 

Blood type: B 

| Birthday: May 20 

Origin: United States 

| Likes: Motorcycles, 

Watermelon 

| Dislikes: Dust clouds | least when she's in a bad 

mood) 

| Blood type: A 

| Birthday: May 3 

| Origin: Japan 

kes: His wife, Utter | Likes: Skateboarding, 

| victory 

islikes: Defeat 

Ramen 

Dislikes: Gloomy places, 

| Rain 

ay: April 19 

rigin: United States 

Likes: Her cellphone, Dee 

sirthday: May 22 

gin: Japan 

Likes: Sake, A can-do 

Jay's new releases attitude 

Dislikes: Waking up early, | Dislikes: Red ginger, 

Spinach | Feeble-minded people 

Sy Sea 

Equ pment: Psycho armor 

sh ulderpads), Psycho 

| receiver, Shadaloo 

| membership card 

Duties: Base security, 

Sabotage, Odd jobs, 

Website updating 

Treating soldiers, 

experiments on live 

Moves: Psycho Tackle, 

Psycho Crusher (TBD) 

organisms 
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Weight: 78kg 

| Blood type: AB 
| Birthday; Unknown 

| Origin: France 

| Likes: Cross-legged 

| meditation 

| Dislikes: Noisy places 

| Weight: 65kg 
| Blood type: AB 

Birthday: February 14 

Origin: Unknown 

| Likes; Reading, 

Butterflies 

Dislikes: Unknown 



Equipment: Psycho armor 

(shoulderpads), Psycho 

buckle, Psycho beret, 

| Psycho Power receiver, 

| Shadaloo membership 

| card 

Duties: Base security, 

| Sabotage, Odd jobs, 

| Website updating 

Moves: Psycho Tackle, 

Psycho Divekick, Psycho 

Crusher (TBD) 

| Blood type: A 

| Birthday: May 25 

Origin: India 

Likes: Discipline, His wife 

| Dislikes: Disputes, 

| Poverty 

| Blood type: O 

| Birthday: November 12 

Origin: United States 

Likes: Dance, Songs 

Dislikes: Paparazzi, 

Arrogant people 

| Height: 168cm 

| Weight: 65kg 

Blood type: AB 

| Birthday: February 14 

| Origin: Unknown 

| Likes: Reading, 

Butterflies 

Dislikes: Military 

personnel, People that 

aren't Gill 

| BONUS STAGE 

Equipment: Psycho mask, 

Psycho Power receiver, 

Shadaloo membership 

card 

Duties: Base security, 

Sabotage, Base 

command, Supporting 

the Grand Masters 

Moves: Psycho Tackle, 

Psycho Divekick, Psycho 

Elbow, Psycho Crusher 

(TBD) 

> April 17 

India 

es: His predecessor's 

| teachings, Reading 

| Dislikes: Perfume | Dislikes: Weaklings, 

| Arrogant people 

Likes: Living beings, 

Napping 

| Dislikes: Things that are 

| not living beings 

lipment: Reinforced 

M-05S suit, Twin fire 

lasters, Super security 

pment: Reinforced 

M-03 Suit, Twin machine 

| guns, Security goggles, 

| Security boots | goggles, Jetpack 

Duties: Security, | Duties: Security, 

Peacekeeping | Peacekeeping, Disaster 

Moves: Rapid Machine relief 

Fire, Public Order Claw Moves: Blaze Blast, Public 

Order Knuckle, Body Slam 
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\| Equipment: Anti-vehicle Equipment: Uniform, 

\ missiles, Twin fire Laptop 

y blasters, Twin machine 

fl guns, Winch 

| Duties: Security, 

Peacekeeping, Disaster 

relief, Riot suppression 

Moves: Blaze Blast, Rapid 

| Machine Fire, Public 

Order Strike, Super Body 

Slam 

: 89kg 

| Blood type: A 

Birthday: December 29 

| Origin: Japan 

Likes: Potato chips 

| Dislikes: Neck stiffness 

| Blood type: B 

Birthday: May 22 

Origin: Norway 

Birthday: May 5 

Origin: Norway 

Likes: The sea, Darts Likes: Booze, His family 

Dislikes: Rough waves, 

| Land 

Dislikes: Small details 

ght: 159cm 

| Weight: 49kg 

| Blood type: A 

Birthday: August 28 

Origin: Russia 

Birthday: February 24 

Origin: Norway 

Likes: Traveling, Likes: Tasty things, 

| Mathematics 

Dislikes: Coffee (too 

bitter) 

Secondhand furniture 

Dislikes: Boredom 
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Duties: Intelligence ops, 

Weight. 40kg 

' Blood type: Unknown 

Birthday: Unknown 

“Origin: Unknown 

Likes: The color red 

Dislikes: The Secret 

Society 

fxr 

Height: 223cm 

| ight: 174kg 

| Blood type: B 

| Birthday: October 8 

Origin: Norway 

Likes: Brawling, 

Deep-fried food 

Dislikes: Tooth decay 

Height: 173cm 

Weight: Secret 

Blood type: B 

Birthday: November 12 

Origin: United Kingdom 

Likes: Horseback riding, 

Parkin cake 

Dislikes: Thunder (it's 

| scary) 



| Ty as 
Height: 170cm 

Weight: 57kg 

Blood type: A 

Birthday: April 8 

Origin: India 

Likes: Yogurt 

Dislikes: Electric 

appliances 

Toli_ | 

Height: 163cm 

Weight: 55kg 

Blood type: B 

Birthday: November 17 

Origin: China 

Likes: Xiaolongbao buns 

Dislikes: Reptiles, 

Pigeons 

| BONUS STAGE 

Fair Libra 

Height: 174cm 

Weight: 59kg 

Blood type: AB 

Birthday: April 27 

Origin: United States 

Likes: Animation, Dance, 

Pizza, Hiphop 

Dislikes: Broccoli 

One of the Judgement Girls. She comes from India, and works as a 

movie producer. Right now she's tweaking the script for the sequel 

to Ajwain's Tears. She's related to Dhalsim's family, and practices 

yoga with Sally. 

The middle sister of three Chinese sisters who happen to be 

Judgement Girls. She's a bright, easygoing girl with a cheery 

disposition. She enjoys trying different foods and blogging. She can 

get along with just about anyone. 

hh 

| One of the Judgement Girls. This lively girl comes from Brooklyn 

| and has two brothers. Her father, Eric, is a professional saxophone 

player, so she grew up surrounded by music. She's especially fond of 

old school hip-hop. 

Height: 164cm 

Weight: 56kg 

Blood type: B 

Birthday: December 30 

Origin: China 

Likes: Sewing, Cookery 

Dislikes: Slimy things 

Bite: 
Height: 162cm 

Weight: 51kg 

Blood type: AB 

Birthday: June 28 

Origin: China 

Likes: Sports, Parties 

Dislikes: Singing (she's 

no good) 

Alex | 

Height: 195cm 

Weight: 111kg 

Blood type: O 

Birthday; May 15 

Origin: United States 

Likes: Training, His family 

Dislikes: Annoying 

people, Broccoli 

Fighting Style: Wrestling 

The eldest of three Chinese sisters who happen to be Judgement 

Girls. She looks after her sisters, having harbored childhood hopes 

of becoming a childcare worker. Her cooking abilities give pros a run 

for their money, and she makes plenty of healthy dishes. 

The youngest of three Chinese sisters who happen to be Judgement 

Girls. She loves talking and attending events. She's also had a love 

for being active from a young age. 

| A young fighter living out of a mobile home in New York. He trains 

| every day, hoping to increase his strength, but has never expressed 

any interest in leaving the big city. His father's best friend, Tom, has 

been worried about him. > 

Guile” 

Height: 182cm 

Weight: 99kg 

Blood type: O 

Birthday: December 23 

Origin: United States 

Likes: American Coffee 

Dislikes: Nattod (Ryu 

made him try some in 

Japan) 

Fighting Style: Martial 

Arts/Pro Wrestling Mix 

> He keeps his emotions on the unexpressive side, and generally 

he isn't much of a talker, but he's always clear about his intentions. 

Once he got wrapped up in the Black Moon incidents, his life took a 

new turn after he met Dhalsim. 

Though he may seem calm and level-headed, he's actually a hot- 

blooded man with an intensity that can't be matched. He's an 

American soldier through and through, fighting for freedom and 

peace. He views Shadaloo as a threat to that peace, and has a 

personal vendetta against them because of what they did to Nash. » 

> When fighting Shadaloo Guile is reunited with his friend, Nash. 

Despite his confusion at his best friend's new attitude and strange 

behavior, Guile commits to his duties like a true professional. He 

believes if you have a personal issue, you need to take it into your 

own hands. 

Height: 162cm 

Weight: 55kg 

Blood type: A 

Birthday: December 6 

Origin: Japan 

Likes: Don-chan (Her pet 

raccoon dog), Roasted 

sweet potatoes, Toads 

Dislikes: Supplementary 

lessons 

Fighting Style: Ninjutsu 

Balrog 

Height: 198cm 

Weight: 135kg 

Blood type: A 

Birthday: September 4 

Origin: United States 

Likes: Women, Bourbon, 

Cash 

Dislikes: Fish, 

Mathematics, Effort 

| Fighting Style: Brawling- 

style Boxing 

Born and raised in a ninja village, Ibuki specializes in physical skills 

and the use of ninja tools. In truth, she just wants to live a normal 

life as a schoolgirl. » 

ee 

> At present she's employed by Karin, but is rather reluctant to 

serve the Kanzuki family. She didn't have a good relationship with R. 

Mika to start with, but they gradually developed a strong friendship 

as they worked alongside each other. 

One of the four Grand Masters of Shadaloo. Born in the slums, 

Balrog punched his way up to the top. He was officially banned from 

the official boxing community after his dirty tactics left too many of 

his opponents permanently incapacitated. » 

STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 231 



| Blood type: AB 

"| Birthday: January 1 

Origin: Korea 

Likes: Spicy Food, Spiders 

Dislikes: Dull people, 

Rules 

Fighting Style: 

Taekwondo 

Weight: /114kg 
Blood type: A 

I Birthday: June 18 

| Origin: United States 

| Likes: His daily life, His 

islikes: Gill wife 

| Fighting Style: illuminati 

| Martial Arts 

Dislikes: Loud music 

| Moves: Axe Kick 

Blood type: A 

Birthday: April 3 

| Origin: Japan 

Likes; Making soba 

noodles, Haiku 

Dislikes: Junk food 

Likes: Soccer, His family, 

Dislikes: Humidity 

Moves: Spinning Choke 

Likes: Cheesecake, Warm 

places 

| Dislikes: Gold places 

Moves: Sacred Strike 

|, (Thrusting attack) 

| Moves: Successive 

| Kneestrike 

| Height: 164cm 

| Weight: 49kg 

Blood type: B 

Birthday: October 3 

Origin: Middle East 

Likes: Dance, Songs 

| Dislikes: Obstinate 

| people 

| Birthday; December 3 

| Origin: India | Origin: United States 

| Likes: Fighting new 

| attack 

Dislikes: Weak 
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| 168 | Bag Blair Dame | 

Height: 172cm 

Weight: 65kg 

Blood type: AB 

Birthday: June 13 

Origin: Monaco 

Likes: Brawling, Dressing 

smartly 

Dislikes: Complacent 

people 

Hokuto 

Height: 162cm 

Weight: 51kg 

Blood type: A 

Birthday: September 23 

Origin: Japan 

Likes: Smart dressers 

Dislikes: Instruction 

manuals 

Sole heir to one of the wealthiest foundations in Europe, Blair loves 

fighting. Her mother worries a lot, and has a bodyguard/butler join 

her on her travels. Her family owns many luxurious holiday homes 

around the world. She's a member of the Worldwide Young Ladies 

Club. r 

A young woman who carries the blood of the Bushinryu style's 

founder, and was entrusted with her family's Mizugami kobujutsu 

style. She fights while blending both arts. She learned that her 

brother was alive and went on a journey to find him. She has a sister 

named Nanase, and the two of them get along well. 

| BONUS STAGE 

Bloody Hokuto _ S 
= 

Height: 162cm 

| Weight: 51ke 
Blood type: A 

| Birthday: September 23 

Origin: Japan 

Likes: Nothing 

Dislikes: Nothing 

| The Mizugami family elders placed a Blood Seal upon Hokuto, | 

| suppressing her directive to kill her brother, Kairi. Fearing what 
| would happen if the seal was broken, Hokuto entrusted the family 

duties to her sister and set out in search of her brother. This is 
the true form of the Mizugami kobujutsu style, which was itself a | 
derivative of Ansatsuken. | 

| 71a | Kanzuki Family Ninja Army - Jonin Ninja 

Equipment: Ninja blade, 

Forehead protector, 

Chainmail armor 

Duties: Guarding the 

family estate, Dealing 

with intruders 

Moves: Fire Release 

- Great Flame Bullet, 

Kanzuki Style - Water 

Strike 

These are the ninjas strong enough to participate in the Kanzuki 

Style 100-man melee against Karen. They use various kinds of 

ninjutsu, featuring elements like water, earth, wind, and fire. 

Juni (Delta Red Era) 

Height: 162cm 

Weight: 46kg 

Blood type: AB 

Birthday: June 30 

Origin: Germany, 

Likes: Cats, Reading 

Dislikes: Car horns 

avAlom Kanzuki Family Ninja Army - Chiinin Ninja 

Equipment: Ninja blade, 

Forehead protector, 

Chainmail armor 

Duties: Guarding the 

family estate, Chores 

Moves: Fire Release 

- Great Blaze Bullet 

Height: 178cm 

Weight: 77kg 

Blood type: Unknown 

Birthday: January 14 

Origin: Japan 

Likes: Nothing in 

particular 

) Dislikes: Nothing in 

particular 

A former Doll protected by Delta Red, she often relies on Cammy for 

advice. She's a bit of a ditz and goes at her own pace, but she's kind- 

hearted and reliable. She's started to train with the other members 

of Delta Red. 

Amember of the Mizugami clan, and inheritor of their ancient style. 

He lost his memories after falling from a cliff. Only the words "you 

must challenge your limits" remained in his memories, calling him 

to battle. 

Kanzuki Family Ninja Army - Genin Ninja | 

174 Kairi (Second Profile) 

Height: 178cm 

Weight: 77kg 

Blood type: Unknown 

Birthday: January 14 

Origin: Japan 

Likes; Nothing in 

particular, 

Dislikes: Horrible 

memories 

| and seek out his past. He regains his memories in the midst of a 

| deathmatch against Hokuto and, upon reeling from the shock at his 

| sister trying to kill him, he resolves to live his life as a weapon. 

Allen Snider 

Height: 179cm 

Weight: 81kg 

Blood type: O 

Birthday: March 21 

Origin: United States 

Likes: Frogs 

Dislikes: Electrical 

appliances 

Formerly the strongest karate practitioner in America, Allen was 
knocked out in the first round of the All American Martial Arts 
Tournament by a then-unknown Ken Masters. Ken told him that he 
was just a frog in a well, but Allen completely misinterpreted this 

and now strives to be the world's mightiest frog. He's a curious guy 
without a bad bone in his body. 

Cracker Jack ae 

Height: 189cm 

Weight: 98kg 

Blood type: B 

Birthday: June 14 

Origin: United States 

Likes: Baseball, Soccer, 

Locally sourced alcohol 

Dislikes: Crowds 

Height: 163cm 

Weight: 62kg 

Blood type: A 

Birthday: May 19 

Origin: Japan 

Likes: Protecting his 

family, World peace 

Dislikes: Evil, Working 

| overtime 

Once the foremost member of the Las Vegas bodyguard organization | 

"Crackers", Cracker Jack left to travel and live life on his own terms. 

He's currently going wherever he pleases as a freelance bodyguard, 

his treasured wooden bat going with him, of course. 

Skullomania was once an average salesman called Saburo 

Nishikoyama. But one day his unfathomable passion for justice 

awakened when he was asked by his department store workplace 

to attract customers by donning a costume and participating in ‘| 

| superhero show. 
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Garuda J 

%)| Height: Unknown 

| Weight: Unknown 

Blood type: Unknown 

Birthday: Unknown 

Origin: Japan? 

| Likes: Unknown 

| Dislikes: Unknown 

Height: 165cm 

Weight: 54kg 

Blood type: O 

Birthday: February 19 

Origin: Japan 

Likes: Anmitsu jelly, 

Hokuto 

Dislikes: Traditional-style 

sitting 

Height: 177cm 

Weight: 76kg 

Blood type: B 

Birthday: April 5 

Origin: Japan 

Likes: Dried persimmons 

Dislikes: Wicked spirits 

| A demonic entity that lives on by taking in the souls of those 
| | 

| 

consumed by the Satsui no Hado. He feeds off dark energies and 

negative emotions such as hatred or anger. Before his transition to | 

this form, he was once a hero who saved a village. | 

| Younger sister of Hokuto and Kairi. She doesn't fight using Mizugami 

| kobujutsu, instead opting to use her staff. She has no memory of 

| Kairi, so she heads out in search of her sister. Nanase's personality is 

| bright and cheery. 

A young exterminator of demons and wicked spirits, Hayate 

| hails from the village of Kukunochimura. His father is a legendary 

| swordsman who slayed an orochi snake demon that once appeared 

| in the village. He keeps on training, day after day, to strike down an 

| ominous demon clad ina pale blue aura. 

Kei Chitose 

Height: 155cm 

Weight: 41kg 

Blood type; O 

Birthday: November 1 

Origin: Japan 

= 

4 

|| Likes: Cool boys 

| Dislikes: Thrill rides 

| 182 | Vulcano Rosso 

| Height: 187cm 

Weight: 87kg 

Blood type: B 

Birthday: October 12 

Origin: Italy 

| Likes: Vino Rosso, early 

Renaissance art 

Dislikes: Traitors, people 

| who don't understand art 

Height: 152cem 

Weight: 41kg 

Blood type; AB 

Birthday: September 5 

Origin: United Kingdom 

Likes: Research, Data 

collection and analysis, 

Her father’s inventions 

Dislikes: Sports 

She gleefully watches her best friend Sakura indulge in street 

fighting. She's a pretty average student, but she has a great memory | 

and can remember the names and faces of just about anyone she 

| meets. She likes to collect merchandise of an octopus-shaped alien. 

This dude was born in Bari, in the Apulia region of Italy. Rosso was a 

left after his lover was killed by a traitor in their ranks. He's now a 

rebellious, vengeful fighter. 

a fl 

| | 

member of a mysterious organization that gripped Europe, but he | 

| 

} 

J 

| A young inventor girl. She has a curious spirit, but when she gets 

| focused on one thing she usually doesn't notice anything else 

| around her. Her father is also an inventor, and he created battle 

| equipment for her named Cancer. She battles around the world in 

order to show this gear off. 

Shadowgeist 

| Height: 197cm 

| Weight: 100kg 

| Blood type: Unknown 

|, Birthday: Unknown, 

| Origin: Unknown 

Likes: Justice 

| Dislikes: Unjust society 

Sharon 

fa,| Height: 172cm 
|| Weight: 62k¢ 

!| Blood type; A 

|| Birthday: September 7 

| Origin: France? 

|| Likes: Her long lost 

parents 

Dislikes: Things she 

| refuses to believe 

Height: 180cm 

Weight: 80kg 

Blood type: None 

Production date: January 17 

Manufacturing site: 

Shadaloo 

Likes: Learning new 

moves 

Dislikes: Being treated 

poorly 

He once lived under the rule of a dictatorship, until his wife 

| was killed by the government and his cherished daughter went | 

mysteriously missing. Thirsty for revenge, he began cybernetically | 

| modifying his body and set off on a quest to fight for the victimized | 

people of his homeland. | 
if 

| Agirl who was orphaned and raised in a French monastery. She 

| often dreamed of reuniting with her long-lost parents, and ended | 

| up becoming an A-class spy with excellent gun-handling skills. She 

| was given orders to assassinate a particular individual. There's a rose | 

| tattoo on her chest. 

| A weapon originally designed to destroy Shadaloo, this lifeform 

| was commandeered by Balba and has been a great asset in the 

organization's plan for world conquest. Balba refused to make the 

| final adjustments, so the Shadaloo technology division made them. 
| 
| 

Cycloid B 

Height: Unknown 

Weight: Unknown 

Blood type: Unknown 

| Production date; 

Unknown 

Manufacturing site: 

Unknown 

| Likes: Unknown 

| Dislikes: Unknown 

Ace 

Height:) 182cm 

Weight: 83kg 

Blood type: B 

Birthday: May 5 

Origin: Japan 

Likes: Training 

Dislikes: |Horror movies 

189 | : Yuta Homura 

Height: 167¢m 

Weight: 63kg 

Blood type: A 

Birthday: June 16 

Origin: Japan 

Likes: Ascetic discipline, 

Steamed buns 

Dislikes: Centipedes 

An unidentified weapon discovered after Cycloid y escaped. It 

seems to want to pursue the escaped Cycloid y, and has the ability | 

to learn techniques from other fighters. } 

| Rumors say that he's an elite agent. There's a device embedded in 

| his spine that allows him to analyze and master various martial arts 

depending on the data card being read by the device. 

A youngster from the Glade of Ninjas. He's hot-blooded and 

brimming with passion. He likes to train with Ibuki and Sarai 

Kurosawa. He's good with martial arts, but less so much with 

ninjutsu. He's also pretty good with side-scrolling action games. 
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| Height: 159cm Height: 155cm 

| Weight: 49kg | Weight: 46kg 

Blood type: O Blood type: B 

Birthday: March 29 | Birthday: November 13 

Origin: Japan | Origin: Hong Kong 

Likes: Childishness 

Dislikes: Villains 

| Likes: TV, Games, Plastic 

i models 

Dislikes: Pickled plums 

ight: 171cm 

Weight: 98kg 

Blood type: O 

" Birthday: June 21 

| Origin: Japan 

B hday: April 1 

Origin: United States 

Likes: Cup noodles 

| Dislikes: Cooking 

Likes: Tempura with rice, 

Miso katsu 

Dislikes: Exercise 

| Blood type: A 

| Birthday: October 31 

| Origin: United States 

Likes: Travel, Poker 

| Dislikes: Selfish men 

! Birthday: January 9 

| Origin: Jamaica 

Likes: Music, Colorful 

1) birds 

| Dislikes: Alcohol (He's a 

lightweight) 

| Height: 183cm 

| Weight: 82kg 

| Blood type: B 

| Birthday: Forgotten 

| Origin: United States? 

Likes: Green salads, 

Gloomy places 

| Weight: Unknown 

| Blood type: Unknown 

| Birthday: Unknown 

Origin: Unknown 

Likes: World domination 

Dislikes: Weaklings, Inept 

| Dislikes: Steel pipes, subordinates 

Lizards, Worms 
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| BONUS STAGE 

Height: 152cm 

Weight: 42kg 

| Blood type: AB 

Birthday: July 1 

| Origin: Hong Kong 

| Likes: Chihuahuas 

Dislikes: Tomatoes 

“curry A 

islikes: The Skul! Cross 

Gang 

hday: January 9 

rigin: United Kingdom 

Likes: Health foods, Punk 

rock 

| Dislikes: Meat 

| Blood type: A 

| Birthday: November 11 

| Origin: United States 

Likes; Beer, Darts, 

Puzzles 

Dislikes: Annoying things 
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Height: 176cm 

Weight: 72kg 

Blood type: O 

Birthday: March 22 

Origin: United States 

Likes; Beer, Sexy women 

| Height: 178cm 

Weight: 70kg 

| Blood type: A 

Birthday: February 27 

Origin: United States 

Likes: Cars, Anything 

| Birthday: January 5 

Origin: United States 

Likes: His wife and kids, 

Days off Dislikes: Being lectured, with tires 

| Dislikes: Pointless 
| 

| chatter 

Waking up early Dislikes: Property 

damage 

Height: 202cm 

| Weight: 85ke 

| Blood type: AB 

| Birthday: January 3 

| Origin: United States 

Likes: Knives, Dance 

| Weight: Ske 

| Blood type: 0 

| Birthday: June 10 

| Origin: United States 
| Likes: Weight training, 

rigin: South America 

| Likes: Knife-throwing, 

Dislikes: Cops || Shopping 

Dislikes: Traveling by 

| train 

193cm 

90kg | Weight: 214kg 

| Blood type: O 

| Birthday: March 8 

Origin: United States 

Likes: Fried chicken, 

Birthday: May 1 

Origin: United States 

» | Likes: Motorcycles, Soda 

Birthday: May 1 

Origin: United States, 

Likes: Motorcycles, Soda 

"| Dislikes: Vegetables'in Dislikes: Vegetables in /|| Sweets in| general 

general general Dislikes: Pointless 

'| exercise 

| Height: Unknown 

| Weight: Unknown 

| Blood type: A 

| Birthday: September 4 

| Origin: United States 

| Likes: Hamburgers, 

| Blood type: Unknown 

| Birthday: April 2 

| Origin: United States 

| Birthday: Unknown 

| Origin: Unknown 

| Likes: Unknown 

Watching baseball 

Dislikes: Exercise 

Greasy foods | Dislikes: Unknown 
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Blood type: AB 

| Birthday: October 12 

Origin: Netherlands 

Likes: His mom, Playtime 

Dislikes: Things that get 

| in the way of playing 

| Weight: 205kg 
| Blood type: B 

4% | Birthday: May 10 
| Origin: Japan 

»,| Likes: Authority 

| Dislikes: Bushinryu 

Height: 183cm 

| Weight: 72kg 

| Blood type: A 

| Birthday; October 13 

Origin: United States 

| Likes: Basketball 

| Dislikes: Bugs 

Height: 170cm 

Weight: 68kg 

| Blood type: A 

Birthday: February 22 

| Origin: United States 

| Likes: Cigars, His 

subordinates 

Dislikes: Fried foods 

“Height: 195cm 
Weight: 185kg 

Blood type: O 

Birthday: January 3 

Origin: United States 

Likes: The scent of battle 

Dislikes: Tedious work 

| Birthday: February 12 

Origin: Hong Kong 

Likes: Sake, Yum cha 

Dislikes: Non-fresh foods 

Height: 174cm 

Weight: 97kg 

Blood type: B 

| Birthday: January 2 

| Origin: Japan 

Likes: Challenging other 

| dojos, Tests of might 

| Dislikes: Alcohol (he's a 

lightweight) 

| BONUS STAGE 

Weight: 67kg 

Blood type: Unknown 

Acrobatics 

Dislikes: Considering 

| others 

; ‘Horseback riding, 

Disciplined training 

t: 169cm 

| Blood type: O 

Birthday: November 20 

| Origin: Thailand 

| Likes: His father, Muay 

&| Thai 
| Dislikes: Lack of sleep 
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Height: 210cm 

Weight: 140ke 
Blood type: AB 

| Birthday: June 10 

Origin: South Africa 

Likes: Training, Meat 

Dislikes: Defeat, 

Weaklings 

| 122cm, 21kg, Born 
December 7th 

Zeytin 
. 123cm, 22kg, Born 
| December 7th 

| Aycigegi 
117cm, 17kg, Born 

| December 16th 

: Pickled vegetables, 

Playing music 

Dislikes: Hairy 

caterpillars 

od type: Unknown 

rthday: February 7 

Origin: Kenya 

‘Likes: Her family, Sukuma 

| Height: 175cm 

Weight: 49kg 

| Blood type: A 

_| Birthday: April 20 

| Likes: Hakan, Her 

|| daughters 

|| Dislikes: Liars 

ood type: Unknown 

Birthday: November 4 

| Origin: Mexico 

Likes: (Starring in) 

| movies, Baseball 

||) Dislikes: Planes 

irthday: July 9 

| Origin: Korea 

| Likes: Playing music, 

Flashy things 

||) Dislikes: Plain things 

| Birthday: September 7 

| Origin: Kenya 

Likes: Capoeira 

Dislikes: Sweet foods 
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| Origin: Turkey 
Likes: Mommy, Daddy 
Dislikes: Daddy's singing 

Abla 
128cm, 29kg, Born July 
7th 

. | Susam 
| 125cm, 25kg, Born 
October 2nd 

| Hurmast 
124cm, 24kg, Born 
October 2nd 

Height: 191cm 

Weight: 100kg 
Blood type: AB 

Birthday; February 20 

| Origin: Japan 

Likes: Sunflower seeds 

Dislikes: Egg-related 

|| recipes 

eight: 190cm 

Vi feight: 92kg, 

yh Blood type: Unknown 

| Birthday: January 2 
| Origin: Kenya 

| Likes: Family spirit 

Dislikes: Alcohol (he's a 

| lightweight) 

| Weight: 52kg 

| Blood type: O 

Birthday: August 5 

Origin: Italy 

Likes: His sister, Yo-yos 

‘|. Dislikes: Gloomy places 



| Height: 167cm 

| Weight: 48kg 

| Blood type: A 

Birthday: August 5 

| Origin: United States 

Likes: NWOBHM 

| Dislikes: Dirty people 

| Weight: 90kg 

| Blood type: A 

Birthday: August 1 

| Origin: United Kingdom 

Likes: Alcohol 

Dislikes: Pickles 

Height: 184cm 

Weight: 60kg 

| Blood type: O 

| Birthday: August 5 

| Origin: United States 

| Likes: Collecting 

'| secondhand clothing 

Dislikes: Mornings (he 

| doesn't enjoy waking up) 

De EE 

| Weight: 46kg 

| Blood type: B 

Origin: United States 

| Likes: Jogging 

| Origin: United States 

Likes: Electrical 

engineering 

Dislikes: Dogs 

| Origin: United States 

| Likes: Himself, 

Weight: 79kg 

Blood type: A 

| Birthday: March 3 

| Origin: France 

| Likes: Weight training 

Dislikes: Structural 

dampness 

Birthday: November 7 

Dislikes: Cockroaches 

Birthday: December 12 

thday: February 20 

| BONUS STAGE 

_| Weight: 55ke 
| Blood type: O 

| Birthday: November 12 

| Origin: Egypt 

Likes: Souvenirs from 

around the world, Writing 

| in her diary 

Dislikes: Sarcastic people, 

Thrill rides 

| Fighting Style: Soul Power 

|| channelling via crystal ball 

| Likes: Red things 

| Dislikes: Humidity 

| Origin: United States 

Likes: Karaoke 

| Dislikes: Fatty meats 

| Weight: 80kg 

Blood type: B 

Birthday: May 22 

Origin: Canada 

Likes: Animals in general 

Dislikes: Lower back pain 
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Height: 204cm 

| Weight: 128kg 

Blood type: Unknown 

| Birthday: April 19 
Origin: United States 

Likes: Tomato juice 

Height: 182cm 

Weight: 79kg 

Blood type: AB 

Birthday: August 10 

Origin: United Kingdom 

Birthday: June 22 

| Origin: United States 

| Likes: Nice women, 

Alcohol 

| Dislikes: Work 

Likes: Early punk rock 

Dislikes: Gloomy places Dislikes: Troublesome 

|| matters 

Weight: 152ke 
Blood type: B 

| Birthday: November 23 

} Origin: United Kingdom 

Likes: The feeling of a 

comfy shirt 

Dislikes: Unmotivated 

people 

Birthday; February 6 

Origin: United States | Origin: United States 

Likes: Earning'cash, 

Calamari 

Dislikes: Being ignored 

| Height: 189cm 

Weight; 90kg 

| Blood type: Unknown 

Birthday; January 7 

Origin: Unknown 

Likes: Wildlideas 

Dislikes: Sports 

Blood type: B 

Birthday: March 13 

| Origin: Unknown Origin: Unknown 

Likes: The scent of blood 

Dislikes: A dull life 

Likes: Taking control, 

The battlefield 

Dislikes: Electroshocks, 

Traitors 
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| Height: 164cm 

| Weight: 50kg 

| Blood type: A 

| Birthday: August 1 

| Origin: United States 

Likes: All kinds of nuts 

Dislikes: Grasshoppers, 

| Mantises 

| Weight: 98kg 
| Blood type: AB 

| Birthday: March 5 

| Origin: Colombia 

Likes: Sharpening, 

Brushing his teeth 

Dislikes: Meat 

Height: 186cm 

Weight: 88kg 

| Blood type: B 
| Birthday: May 4 

Origin: United States 

| Likes: Hip-hop, Dance 

| Dislikes: His older 

Height: 191cm 

Weight: 179kg 

Blood type: O 

| Birthday: March 21 

Origin: United States 

Likes: Eating, Sleeping 

Dislikes: Horror movies 

y: April 2 

| Origin: United States 

| Likes: His stylish hair 

| Dislikes: Managing his 

|| personal finances 

Origin: United States 

Likes: Ramen 

| Dislikes; Mornings 

brother 

| Height: 170cm 

| Weight: Secret 

Blood type: O 

Birthday: January 28 

| Origin: France 

| Likes: Days off, Bathing 

Dislikes: Haggar 

|| (he's a night owl) 

Weight: 72kg 

| Blood type: AB 

Birthday: April 6 

Origin: United States 

Likes: Concerts, Music 

Dislikes: His annoying 

lJandlord 

| BONUS STAGE 

| Blood type: B 

Birthday: May 31 

Origin: United Kingdom 

Likes: Kicking up a fuss, 

His friends 

Dislikes: Self-important 

people 

eight: 62kg 

od type: O 

irthday: October 26 

Origin: Germany 

Likes: The scent of 

. gunpowder, Sparks 

| Dislikes; Hamburgers 

Origin: Mexico 

| Likes: Extra cheesy 

|| omelettes 

'| Dislikes: Alcohol 

ght: 176cm 

| Weight: 54kg 

| Blood type: A 

Birthday: May 25 

| Origin: Unknown 

Likes: Tea with milk, 

Going to the theater 

Dislikes: Shadaloo 
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Crimson Crawdad Hell 3000 

onist, and has quite the talent for cookery A remote-controlled robot in active operation at a Chinese base. 

use of Its primary use is detaining intruders and general base security. 

It menaces foes with the swinging Hellblades on its back. It's also 

equipped with a Destro Vulcan weapon, a Psycho Beam Gun, and a 

self-destruct button. It's weak to projectile attacks. 

the situation he loves crawdads. He actually raises them to eat! He's a 

ious but he's more than happy to appeal to the audience. 

is 

a 



Height: 55cm 

Weight: 8kg 

Blood type: Unknown 

| Birthday: Unknown 

Origin: Japan, Glade of 

Ninjas 

Dislikes: Cars 

Likes: Ibuki, Persimmons 

Birthday: December 11 

Origin: Japan 

| Likes: Motorcycles, 

Brawling, Pool 

Dislikes: Sauteed Onions 

| BONUS STAGE 

: Extra 003 

| Weight: 70kg 
Blood type: B 

| Birthday: November 12 

| Origin: Unknown 

| Likes: Cookery, 

| Metalworking 

| Dislikes: UV rays 

Extra 004 

Height: 152cm 

| Weight: 39kg 

| Blood type: Unknown 

| Birthday: Unknown 

| Origin: Unknown 

Likes: Fruit parfaits 

Dislikes: Boredom, 

Electromagnetic waves 

| Weight: 150kg 

| Blood type: Unknown 

Birthday: Unknown 

Origin: Modified by 

Shadaloo 

Likes: Justice 

Dislikes; Evil, Running 

out of charge 

Height: 199cm 

| Weight: 142kg 

| Blood type: A 

| Birthday: June 19 
Origin: India 

| Likes: Movies, Work 

| holidays 

| Dislikes: Quarreling 

Extra 005 

| Weight: 160kg 

Blood type: Unknown 

| Birthday: February 15 

| Origin: United States 

Likes: Justice, Peace 

Dislikes: Parasites 

sight: 169cm 

| Weight: Secret 

| Blood type: Unknown 

| Birthday: Unknown 

| Origin: Modified by 

| Shadaloo 

Likes: Justice 

| Dislikes: Bison, Running 

| out of charge 

Height: 157cm 

| Weight: 42kg 

Blood type: A 

Birthday: March 15 

Origin: Japan 

Likes: Shaved ice 

Dislikes: The ends of 

vacations 

Extra 006 

Blood type: Unknown 

Birthday: April 12 

Origin: United States 

Likes: Research, Coffee 

Dislikes: Celery 

-180cm 

it: 77kg 

| Blood type: AB 

| Birthday: December 27 

Origin: India 

Likes: Movies, 

Kachumber 

| Dislikes: Villains 

Height: 169cm 

Weight: Secret 

Blood type: A 

Birthday: March 1 

Origin: China 

Likes: Crepes, Fruits, 

| Candy 

Dislikes: Bison, Crime, 

Ambiguous people 

Fighting Style: Chinese 

| martial arts 
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B-Boy Costume Ryu 

Height: 175cm 

Weight: 85kg 

Blood type: O 

Birthday: July 21 

Origin: Japan 

Likes: Red bean jelly, 

Martial arts 

| Dislikes: Spiders 

| Fighting Style: Martial 

| arts based on the 

Ansatsuken 

P Mecha Zangie-F _) 

| Height: 214.1cm 

bh Weight: 1810kg 

Blood type: Vodka 

Construction Date: June 1 

| Origin: Shadaloo 

Likes: Spinning 

| Dislikes: Projectiles in 

| general 

| Extradi4 | Yuriko Hibiki 

Height: 169cm 

Weight: 63kg 

Blood type: A 

Birthday: December 7 

Origin: Japan 

Likes: Cake, Her brother 

Dislikes: Cyber-Akuma, 

Seaweed 

A costume from a collaboration with the Red Bull BC One World 

the rings on his fingers spell out the kanji for flrinkazan. 

| 

| Final 2016 event. His hat has a silhouette of a shoryuken on it, and 

| | 

A prototype Shadaloo robot created by modifying a monitor cyborg | 

and basing it on Zangief's style. It runs on vodka, the most potent 

of all fuels. This robot has a special attack called Vodka Fire, which 

involves spewing superheated blue flames. 

A young girl who's brimming with curiosity. She secretly follows | 

| Dan, her brother, as he travels the world promoting his Saikyo-ryu. | 

| She doesn't like fighting at all, and would prefer her brother to calm | 

down and live a peaceful life. (Parallel world events) | 

| 

Kevin 

| Height: 3-155cm 
Weight: 1—>40kg 

Blood type: O 

Birthday: December 13 

Origin: A Foreign 

Country 

| Likes: Sushi, The 

Japanese language 

}| ‘Dislikes: Oni 

Cuticle Toru 

Height: 173cm 

| Weight: 57kg 

| Blood type: A 

Birthday: October 18 

| Origin: Japan 

|| Likes: Romance 

| Dislikes: Sad memories 

iS, SOS 1G Prince Broiler 

Height: 80cm 

Weight: 12kg 

Blood type: Unknown 

Birthday: February) 28 

Origin: Poland 

Likes: ‘Buffing his 

physique 

Dislikes: His cockscomb 

| Acharacter created during the "Street Fighter Laboratory" web 

campaign. He's a 13-year-old junior high student who can shrink his | 

| body with a special power. He darts behind his foes and nimbly jabs | 

| them with a sewing needle! His catchphrase is “Japaaaan!!” 

| A character created during the "Street Fighter Laboratory" web 

campaign. A prettyboy idol with a bob cut. He delivers fierce kicks 

with his ballet-tempered muscles! He set foot on the path of battle 

| after being dumped. | 

| A character created during the "Street Fighter Laboratory" web 

| campaign. In human years he'd be around 25 years old. He / 

| was prince of the Broiler Empire, but it was destroyed by their 

neighboring nation, the Bantam Kingdom. 

Ss ee Satomi the Mad Scientist | 

Height: 140cm 

Weight: Wont tell 

Blood type: Unknown 

Birthday: April 16 

Origin: Japan 

Likes: Experiments 

Dislikes:) Men 

Cage Matsuda 

| Height: /115cm 

| Weight: 20Kg 

| Blood type: A 

Birthday; August 23 

| Origin: Japan 

1] Likes: Police work 

| Dislikes: Nothing 

Height: /176cm 

Weight: 60Kg 

Blood type: A 

Birthday; August 23 

Origin: Japan 

Likes: His mom 

Dislikes; Losing hair 

| aS See Seer aeae ee oF | 
A 10-year-old mad scientist who uses various drugs and chemicals 

to fight. Her lab senior, a scientist named Mei Dyusa, was liquefied 

in an unfortunate incident. Satomi carries her around in a beaker. 

| A character created during the "Street Fighter Laboratory" web | 

campaign. A wrestler with the unique gimmick of being a police 

| detective despite his young age. His childish voice causes his 

| enemies to drop their guard, and he can immediately cause mental 

shock to foes by disapprovingly clicking his tongue at them. 

A character created during the "Street Fighter Laboratory" web 

campaign. After thirty years in the ring, Cage has grown up to adopt 

the role of a sadistic heel. He yells harshly and flails a whip around 

the ring. Cage desperately avoids blows to his head, and never 

| removes his hat. 

Easy Kim 3 

Height: 200cm 

Weight: 200Kg 

Blood type: Unknown 

Construction Date: 

June-ish 

Production country 

Japan 

Likes: Roundhouse kicks 

Dislikes: Cows 

A character created during the "Street Fighter Laboratory" web 

campaign. An android who became a fighter after being inspired 
by the roundhouse kicks used by a particular game protagonist. 
He can't jump at all, but he unleashes roundhouse kick after 

roundhouse kick while yelling “I'm coming around!” He also has a 
habit of saying “Easy does it!” after landing a blow. | 

| 

Endo Man 

Height: 168cm 

Weight: 88Kg 

Blood type: AB 

Birthday: January 3 

Sie? 

Origin: Sendai, Japan 

Likes: Glasses, Self- 

improvement 

Dislikes: Broken 

fluorescent lamps 

| SPB. Haruo 

Height: 170cm 

Weight: 62Kg 

Blood type: O 

Birthday: [May 28 

Origin: Japan 

Likes: His mom 

Dislikes: Humidity 

] 

A character created during the "Street Fighter Laboratory" web | 

campaign. He confuses ally and foe alike with his unique groping | 

and fumbling fighting style. As a bodybuilder, he considers his 

unusually large head to be his most attractive feature. 

7 

A character created during the "Street Fighter Laboratory" web 

campaign. With a bright smile on his face, Haruo brings his piping 

hot frying pan into battle and sloshes soft-boiled eggs around in the 

| heat of battle. He likes being dominated. 
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Masako Kabegiwa y 

Height: 179cm 

> | Weight: 79Kg 

Blood type: A 

Birthday: June 23 

Origin: Japan 

Likes: Bouldering 

Dislikes: Assassins 

Namami | SP0Sb 

Height: 25000cm 

Weight: 5000000kg 

Blood type: Unknown 

Birthday: Unknown 

| Origin: Unknown 

Likes: The Kabegiwa 

family 

Dislikes: Helicopters 

| BONUS STAGE 

= 7 

Nakagami Yousuke _) 

rR | Height: 163cm 
BC 

» ONS | Weight: 61Kg 

| Blood type; Unknown 

vy iy Birthday: April 2 

| Origin: Japan 
ae | 7/Cab hyp . 

TSN Gt Likes: Online gaming 

| Dislikes: Veggies, 

|, Sunlight 

A character created during the "Street Fighter Laboratory" web 

campaign. She's a super-powered housewife who fends off assassins 

with great fervor. Her well-tempered upper body would make any 

master turn their head in acknowledgement. Her booming voice 

makes would-be attackers shiver in their boots. 

The mountainous creature that Masako's home is built upon, 

Namami can shake enemies off with a ferocious tornado spin. The 

blobby parts are extra-painful. 

Churi 

Height: 156cm 

Weight: Not telling 

Blood type: A 

Birthday: August 16 

Origin: Korea 

Likes: Chun-Li, Divination 

Dislikes: Bitter stuff 

Hanako i) 

Height: 109cm 

Weight: 18.4Kg 

Blood type: 

Incomprehensible 

Birthday: February 5 

Origin: Japan 

Likes: Juri 

Dislikes: Things that 

| aren't Juri 

| A character created during the "Street Fighter Laboratory" web | 

campaign. He's a young man who doesn't enjoy leaving the house 

| that his parents bought for him. He doesn't seem to worry about | 

money because he has multiple real estate investments. Instead he 

just spends his time doing weight training. | 

Height: 130cm 

Weight: 130Kg 
Blood type: B 

Birthday: August 11 
Origin: Japan 

Likes: White rice, Fried 

| foods 

Dislikes: Physical 

checkups 

A character created during the "Street Fighter Laboratory" web 

campaign. A young, feminine-looking man who admires Chun- 

Li. He's a self-proclaimed apprentice of Juri. He wishes to become 

a powerful female fighter, and even imitates Juri's feng shui 

technique. 

A character created during the "Street Fighter Laboratory" web 

campaign. Her father is a huge fan of Juri, which is why Hanako 

adopted the same hairstyle. The first time she saw Juri, she yelled 

out “Wowiieeee! She's sooo cool!” and became a lifelong fan, just 

| as she was raised to be. } 

A character created during the "Street Fighter Laboratory" web 

campaign. A man who eats eight hearty meals a day. He was born to | 

| a German mother and a Japanese father, and is trained in ninjutsu. 

| His special technique is the "Adam's Apple Ninja Jab", which causes 

a spear-like object to launch from his throat. 

Height: 165cm 

Weight: 44kg 

Blood type: Unknown 

Birthday: July 31 

Origin: Japan 

Likes: A particular person 

Dislikes: Being ignored 

A character created during the "Street Fighter Laboratory" web | 

| campaign. A vicious murderer spoken of in rumors by kids who have | 

trouble passing entrance exams. She's no fighter... she just follows | 

you home, bloodied scissors in hand. | 

% "Perfect technique, a masterful summer" (Street Fighter Alpha 3 Secret File Cover) 
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THE BASICS OF STREET FIGHTER 
These pages offer an edited compilation of beginner-oriented content from the Shadaloo Combat Research Institute 

website's “Street Fighter Seminar” series. Though beginner-oriented, a lot of this information is prone to being 

overlooked, even by intermediate and advanced players, making it a must-read for all fighting game players. 

| THE BASICS OF HOW TO WIN | 

ULTIMATE WINNING CONDITION 
Here we will explain the general rules and basic knowledge about the Street 

Fighter (SF) series. SF is a fighting game series, so the objective is to win 

against the opponent. Specifically, winning means “winning a match”, by 

being “the first to take a designated number of rounds”. Throughout the 

Street Fighter series, the victory condition is typically “first to two rounds” 

(this number can be changed in the game settings), meaning even if you 

lose one round, you can still win by way of a “win-lose-win” or “lose-win- 

win” pattern. 

CONDITIONS FOR TAKING A ROUND 
There are two possible conditions for taking a round. The first is “to K.O. 

the opponent (reduce the opponent’s health to zero) within the round time 

limit”. The second is “by having a higher percentage of health than the 

opponent when the round time limit is up”. As indicated by the wording of 

both conditions, rounds generally have a set time limit. Generally a round’s 

time limit is a ninety-nine count, but as with the number of rounds, this 

can be changed and, depending on the title, the time limit can be removed 

altogether. Note that in many cases, a single “count” differs from the 

duration of a real-time second, so usually a ninety-nine count does not 

equal one minute and thirty-nine seconds. 

99: re 

THIS IS THE ROUND TIME LIMIT DISPLAY 

AThe round time limit is displayed in the center at the top of the screen. 

HEALTH 
The biggest factor in taking a round is health. Character health is indicated 

by the bars displayed at the top of the screen, and is referred to as “health”, 

“life”, the “life bar”, the “life gauge”, and so on. 

199) 

T THISIS THE HEALTH DISPLAY f 

A Player 1’s health gauge is displayed in the upper left, while Player 2’s (or the CPU’s) 

is in the upper right. 

Health depletes toward the center as the player receives attacks from 

the opponent, and reducing a player’s health below zero displayed pixels 

results in a K.O. When a new round commences, both players’ health is 

fully restored. The length of the health gauge is equal for all characters, 

but the internal health values often vary depending on the character. If a 

character with low health takes the same amount of damage from an attack 

as a character with high health, there will be a disparity in the amount of 

reduction to the health gauge. 

A In the above image, Ryu on the left has a maximum health of 1000, while Chun-Li 

on the right has a maximum health of 800, and both characters currently have 500 

health. It’s the same numerical value internally, but with Ryu at 500/1000 and Chun-Li 

at 500/800, the disparity comes through in their gauges. 
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One of the conditions for taking a round is “having a higher percentage of 

health than the opponent when the round time limit is up”, and this relates 

to the health values and health gauge. In the image on the bottom left, both 

Ryu and Chun-Li have a health value of 500, but Ryu’s health bar represents 

500/1000, i.e. 50%, while Chun-Li’s represents 500/800, or 62.5%, meaning 

she has the greater percentage. In other words, if the time were to run out 

like this, it would be Chun-Li’s win. You can simply “look at who has the 

longer health bar” if time runs out. Remember this one thing. 

DRAW GAMES 
When both players have the exact same percentage of health left when time 

runs out, or if both players K.O. each other at the same time, it’s called 

a “Draw Game”. The impact a Draw Game has on the round score differs 

depending on the game, as shown in the chart below. If a Draw Game 

occurs in the final, decisive round, generally both players are treated as the 

loser (as an exception, in the first game in the series the player who was 

challenged was allowed to remain as the winner). 

DRAW GAME RULES BY TITLE 

DRAW GAME RULES TE 
Proceed to the next round with neither player 

scoring a win. If neither player has two wins by the 

third round, a fourth and final round commences. 

In the original iteration of Street Fighter II only, a 

match could be extended to as many as ten rounds. 

Street Fighter II series 

Proceed to the next round with neither player 

scoring a win. If neither player has two wins by the 

third round, a fourth and final round commences. 

Street Fighter Alpha series 

The judge girls emerge to determine a winner 
Street Fighter III series 

g based on the contents of the round. 

Both players score a win and proceed 
Street Fighter IV series 

to the next round. 

Both players score a win and proceed 

to the next round. 
Street Fighter V series 

BASIC CONTROLS: MOVEMENT 

INPUT DEVICES AND THEIR ROLES 

In the SF series, stick inputs are for “movement and defense”, while the 

buttons are for “attacks”. There are exceptions in the case of certain title- 

specific systems or character-specific movements, but in general, it’s “stick 

equals movement and defense”, “buttons equal attacks”. Stick inputs include 

t,1,<,=, and the diagonal directions in between, meaning eight directions 

in 45-degree increments, as illustrated below. 

A The image above uses a stick controller as an example, but it's the same on a pad controller. 



There are no analog-style inputs such as tilting the stick at an in-between 

angle (like seventy-five degrees) or lightly versus heavily. An in-between input 

will register as the closest possible input. Meanwhile, the state in which there 

is no stick input is known as “neutral”, and often annotated as “N”. This state 

is also referred to as “standing” (st). 

<4 Though we said there are 

no analog inputs, the upright 

cabinets of the original Street 

Fighter utilized pressure 

sensors for the punch and 

kick buttons, differentiating 

between light, medium, and 

heavy based on how hard 

you hit the buttons. 

THE BASICS OF OVERALL MOVEMENT 
First we'll explain the basics of stick-based movement. The diagram below 

shows the basic actions for each directional input of the stick. 

A The inputs above are for a character facing right. When the character is facing left, 

the left and right controls are swapped. 

As you can see, every directional input other than £ actually moves the 

position of the character. This will be of relevance in the section on defense, 

so make sure you have a clear picture of how it works. 

FORWARD MOVEMENT/WALKING 

Tilting the stick in the direction the character is facing (=, forward) or 

toward their rear (<=) will make the character walk in that direction. This is 

known as “Advancing/Retreating” or “Forward Walk/Backward Walk”. The 

three important things to remember about walking are: 1) walking creates 

no opening (meaning you can transition to another action right away), 2) 

different characters walk at different speeds, and 3) generally, retreating is 

slower than advancing. Walking may seem mundane next to flashier actions 

such as attacking, but it’s of extreme importance. So much so that advanced 

players can determine a player’s prowess merely by watching how they 

walk. Walking is the most precise method of movement for adjusting one’s 

spacing, so understand that it is both an important and deep concept. 

JUMPING 
Tilting the stick in the upward (1) direction will cause the character to 

jump in that direction. The upward (1) direction is commonly referred to 

as “vertical jump” or “neutral jump”, while diagonal forward and diagonal 

back are known as “forward jump” and “back jump”, respectively. The 

three things to remember when it comes to jumping are: 1) jump distance 

is constant and the jump’s path can not be adjusted in midair, 2) different 

characters jump at different heights and distances and stay in the air for 

differing durations, and 3) jumping is generally unsafe. Some aspects 

differ depending on the title or character, but generally the above applies. 

Jumping is a highly important action for attacking, but bear in mind that in 

the SF series, it incurs a large risk when it comes to defense. 

CROUCHING 
Tilting the stick in the downward (1) direction will cause the character to 

crouch. Crouching is important for defense, which will be explained later in 

the “Defense” section. Tilting the stick diagonally down will only cause the 

character to crouch; they will not move their position (as an exception, in 

Street Fighter V, Guile alone has the ability to walk forward while crouching). 
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DASHING 
So far we’ve explained movement actions that can be performed with a 

single stick input, but when it comes to multiple-input actions, there’s the 

Dash. This action has been available since Street Fighter I/, but did not exist 

in the SFII or SF Alpha series. Two forward (==) or backward (=<) inputs 

in a row will allow you to quickly move in that direction. Forward is known 

as “forward dashing”, while backward is known as “back dashing”. In most 

cases it is more of a “step” than a “dash” (meaning “run”), so in Japan it 

is often referred to as a “Step”. The important things to remember about 

dashing are: 1) unlike walking, dashing creates an opening, and 2) different 

characters dash at different speeds and distances. Dashing is a quicker way 

to close the gap or create distance than walking, but you run the risk of 

taking an attack during. Furthermore, during a back dash there is a moment 

of invulnerability, so it cai be used as an evasive maneuver in certain titles. 

There’s also a “High Jump” action executed by quickly inputting down, then 

up (it), but the SF/// games are the only ones in the mainline SF series to 

have a High Jump, so we won’t address it here. 

BASIC CONTROLS: ATTACKING — 

NORMAL MOVES: NORMAL ATTACKS 
In the “Input Devices and Their Roles” part of the Movement section, we 

explained that buttons are used for attacking. Attacks that can be performed 

just by pressing a button are known as “Normal Moves (Normal Attacks)”. In 

the Street Fighter series, there are three punches and three kicks of different 

strengths (light, medium, and heavy), for a total of six Normal Moves. 

<q The upper 

three buttons 

are punches, the 

lower three are 

kicks, and they 

get stronger from 

left to right. 

In general, pressing a punch button will yield a punch, a kick button a kick, 

but this can differ depending on the character’s fighting style. For example, 

a boxer character might punch even if you press a kick button, while a 

capoeira user might kick even if you press a punch button. 

STATE-SPECIFIC NORMAL ATTACKS 
Normal Moves can be executed from each of the three states described 

in the “Basic Controls: Movement” section—Jumping, Standing/Walking, 

and Crouching. Attacks while jumping are Jump Attacks, while standing are 

Standing Attacks, and while crouching are Crouching Attacks. 

JUMP ATTACK 

STANDING ATTACK 

CROUCHING ATTACK 

A A normal light punch attack from each state. Each of the other attack buttons also 

produces a jumping, standing, and crouching normal. 
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When annotating attacks, we look at the combination of state and button and 

say, for example, “standing light punch” or “crouching heavy kick”. Generally 

normal moves fall into one of the three states listed above, but in the case of 

certain titles and characters, moves may also change depending on whether 

you’re near or far, or performing a vertical jump versus a diagonal jump. 

CS hee <4 Examples of 

| STANDING VERTICAL moves that differ 
LIGHT JUMPING depending on close- 

(3 PUNCH LIGHT range/long-range 
KICK and vertical jump/ 

diagonal jump. Note 

that only standing 

mange PIAGONAL cae change 

STANDING JUMPING ased on distance, 

f LIGHT LIGHT and distance is only 
PUNCH KICK determined via the 

horizontal axis. 

SPECIAL MOVES 
In addition to the Normal Moves executed with a single button press, 

characters also have “Special Moves”, executed through specific stick inputs 

combined with button presses, or other special button inputs. The stick and 

button inputs necessary to produce Special Moves are known as “Commands”. 

4A Hadoken is executed by 

rolling the stick from © to = 

and then pressing a punch 

button (assuming a right- 

facing character). 
@+ © (LAG 

UNIQUE MOVES 
Some character-specific moves require a Command consisting of a single 

held directional input and only work with one specific button. These are 

known as “Unique Moves.” Moves combining a single direction and button 

like the “=+Heavy Punch” shown below fall into this category. 

A The Solar Plexus Strike can be executed by pressing Heavy Punch while pressing 

forward (=) on the stick. Unique Moves exist between Normal Moves and Special 

Moves, and compared to Normals they are of inferior strength. 

THROWS 
Throws are a form of attack similar to Unique Moves that allow you to 

grab the opposing character and inflict damage at close range. Like Normal 

Moves, every character is equipped with Throws, and they can be used to 

break an opponent’s guard, which we'll explain later in the Defense section. 

A /Inputting a Throw command will cause you to grab and throw a nearby opponent. 

From SF// up until SF///: 2nd Impact, the command for a throw was © or > 

+ Heavy Punch when near the opponent. From SFIl//: 3rd Strike on, it was 

changed to Light Punch + Light Kick when near the opponent, and is the 

same for all characters. 
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BASIC CONTROLS: DEFENSE 

HOW TO BLOCK 
Street Fighter is a one-on-one series, so the only characters on screen are 

yours and the opponent’s, and generally the two are always facing one 

another. Tilting the stick in the direction opposite the opponent will put in 

in a “Blocking” state. 
eae 

A The character on the left side of the screen will block by inputting <, which is to his 

rear, while the character on the right will block by inputting >. 

EFFECTS OF BLOCKING 

The effects of blocking an attack differ depending on the type of attack as 

explained in the Attacking section. 

TYPES OF ATTACK AND THEIR RELATIONSHIP TO BLOCKING 

TYPE OF ATTACK DAMAGE ON BLOCK 

No damage if blocked Normal Move 

Unique Move 

Special Move 

Throw Can’t be blocked 

A Normal and Unique attacks inflict no damage, Specials inflict a little damage, and 

Throws can’t be blocked. 

The amount of damage received by a blocked Special Move varies from one 

title to the next, but consider it about a quarter of the damage you would 

receive without blocking. Damage received from a blocked Special Move 

is called “chip damage” or “chipping”. Throws can not be blocked, so we’ll 

explain how to avoid and defend against them later on with consideration 

for their characteristics. In contrast to unblockable Throws, blockable attacks 

are collectively called “physical strikes”. That said, some of the games and 

characters have unblockable physical strikes or blockable throws. 

STATES WHERE BLOCKING IS POSSIBLE 

We’ve explained that characters can be in three states—standing, crouching, 

or jumping—and that normal moves can be executed from each. Blocking, 

however, is generally only possible from a standing or crouching state, and 

you can not block during a jump (with the exception of the SF Alpha series, 

which had midair blocking). This means you are defenseless during a jump, 

so jumping without purpose should be avoided. 

STANDING BLOCK AND CROUCHING BLOCK 

You can block both while standing (a “standing block”) and while crouching 

(a “crouching block”). A “standing block” has the following characteristics: 

1) It can block attacks with a “high” or “mid” blocking attribute. 2) If the 

opponent doesn’t attack, you will walk backwards. (We’ll explain later about 

blocking attributes.) A crouching block has the following characteristics: 1) 

It can block attacks with a “high” or “low” blocking attribute. 2) Even if the 

opponent doesn’t attack, you won’t move. 

A /f you tilt the stick away from the 

opponent (=) you will enter a standing 

block state. 

A /f you tilt the stick diagonally away 

from the opponent you will perform a 

crouching block. 



BLOCKING ATTRIBUTES 
As we touched upon in the “Standing Block and Crouching Block” section, 

attacks have a “Blocking Attribute”, and you must select the corresponding 

block. “High” attacks can be blocked by both standing and crouching blocks. 

Most ground attacks, both standing and crouching, have a “High” attribute. 

“Low” attacks can only be blocked with a crouching block. Ground attacks 

with a “Low” attribute are primarily kicks that attack the legs, especially 

crouching kicks. “Mid” attacks can only be blocked with a standing block. 

The Mid-level attribute primarily applies to jump attacks. ‘Mid’ attacks are 

commonly referred to as ‘overheads’ or ‘overhead attacks’ since they come 
down on a crouching character’s head. 

Gi se 
ag 
A2 | 

5 | 

A Remember: A standing block cannot block a low attack (such as a crouching kick), while 

a crouching block cannot block a mid attack (including all jump attacks). Also, low attacks 

are typically faster than mid attacks, so one basic philosophy is to defend with a crouching 

block by default, and switch to a standing block if the opponent throws a mid attack. 

A Though we said all jump attacks are mid attacks, there are also mid attacks that can 

be produced from a standing/walking state, such as Ryu’s unique attack, the Collarbone 

Breaker. Remember these special cases when coming up with strategies for each game. 

PROXIMITY BLOCK 
lf the opposing character attacks you from out of reach and you enter the 

block input, the block animation will still be triggered up to a certain range. 

This is known as a “Proximity Block”. A standing block has the same input 

(<) as a backward walk, so if there were no Proximity Block, trying to block 

an attack while standing would allow you to avoid the attack by walking 

backwards in some cases. For projectiles such as the Hadoken, too, you 

would wind up walking backwards until the moment they hit you. This is 

why we have the Proximity Block. : 

entered a blocking animation. 

SITUATIONS IN WHICH YOU CAN’T BLOCK 
We noted earlier that you typically can’t block while jumping, but there are 

other situations in which you can’t block as well. For starters, you can’t block 

in the middle of doing a move. From the moment you start the move until 

the animation is complete, you cannot block. This is why it is dangerous 

to whiff with big moves. Additionally, you cannot block if you’re unable to 
move due to being attacked. If an attack hits, it renders you unable to move 

for a period of time determined by the move. You cannot move, thus you 

cannot block. Incidentally, this period of immobility during which you can’t 

block is what allows for combos, in which multiple attacks hit in succession. 

CHAPTER 3 | BONUS STAGE 

THE CONCEPT OF FRAMES 
Nearly all modern video games are made with the same time structure. The 

basic standard of measurement for time divides a single real-time second 

into sixty equal intervals, each known as a “frame”. A single real-time second 

comprises sixty in-game frames. This is the same “frame” talked about in the 

world of TV and film.* One in-game frame is approximately 0.017 seconds, 

and is the smallest unit of time in a game—any smaller discrepancy will not 

register. Note that the TV and film industries often use a standard of thirty 

rather than sixty, but the smallest unit of time is still known as a “frame” in 

those cases. That means that one frame on TV is about 0.03 seconds—the 
terminology is the sarne, but the real-time duration may differ. 

1 Second = 60 Frames 

3[a|si6]7[s 9 [\( [s2 [sa] sa 

1 Frame=About 0.017 Seconds 

55|56| 57 58 | 59 | 60 

Unit: FPS 

A The chart above illustrates how one second is equal to sixty frames. 

THE CONCEPT OF COMBOS 
Every attack in the Street Fighter series follows the same progression: 

“attack startup motion” "active frames” >”post-attack recovery”. There 

are certain attacks that produce multiple active hits, but the general flow 

is the same. 

Attack Startup Motion Post-Attack Recovery 

Active Frames 

A The chart above shows Ryu’s standing medium punch from Street Fighter V as an 

example. In this case, the startup is five frames, the attack lasts for three frames, and 

the recovery is ten frames, for a total of seventeen frames. 

As explained in the “Situations in Which You Can’t Block” section, by hitting 

the opponent with an attack, you can place them in an immobile state. 

When you hit the opponent with the standing medium punch shown above, 

they will be in an immobile state (hit stun) for twenty frames. Ryu, who 

landed the attack, will be able to move again after the three-frame duration 

of the move plus the ten-frame recovery (thirteen frames total), giving him 

a period of twenty minus thirteen, or seven frames, to attack the opponent 

while they can’t block. Since Ryu’s standing medium punch has a five-frame 

startup before it is active, two standing medium punches in a row would 

be a viable combo. Logically speaking, he would even have enough time to 

throw a third one, but in actuality, connecting an attack creates distance 

between you and the opponent, so a third punch would not connect. 

CANCELING NORMAL MOVES WITH SPECIAL MOVES 
Some normal moves allow certain frames to be “cancelled”. Cancellable 

frames are generally during an attack’s active period. If you input a special 

move command the moment an attack hits, you can cancel the post-attack 

opening (recovery) and execute a special move. This allows certain moves 

that would normally only hit individually to be linked together as combos. 

<4 The example 

on the left shows 

SFII Ryu’s standing 

heavy punch on hit. 

If you don’t cancel 

his recovery with 

a special move 

command, the next 

move won’t hit. But 

if you do, you can 

hit the opponent 

| with the special 

move while they’re 

A in hit stun. This 

3 isacombo that 
uses special move 

canceling. 
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STREET FIGHTER 

Puzzle Spirits 
A smartphone app from Capcom Online 

Games that was available from March 2014 

to March 2017. Cutely drawn Street Fighter 

action set to a puzzle game. 

Solar Plexus Collarbone 
Strike Breaker 

.  Genden 
_ Ansatsukyaku 

Tatsumaki 
Senpukyaku eG: 

Shoryuken 

Shakunetsu 
Hadoken 

E aw Ff 
"ee Sf. Shinku 
\ Siar Tatsumaki 

Senpukyaku Hadoken (Evil Ryu) 

Shinku Hadoken Shin Shoryuken 

be 

~-Hyakuretsulyaku 

ea —— 

Spinnin; 
Back Kic 

Kama Barai Kick Inazuma Kick 
Forward 
Step Kick 

Ichimonji Kick Chin Buster 

Tatsumaki 
Se Senpukyaku 

Hadoken ” a, 
P 

Flaming 
Shoryuken 

; alia Oosoto Guren Senpukyaku 
Jinraikyaku Mawashi Kick 
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Furiko Upper 
Genkotsu Stamp 

Ichimonji Kick Flower Kick 

5 Knee 
Heavy Stab Kick Bazooka 

WAT a 

Shinku Tengyo. 

Midare Zakura Shouoken Hadoken 
Reverse Back 

Knuckle GUILE eee 

Sonic Boom 

é Flash Explosion 
. ~ Double Somersault e | 

Somersault Kick 

7 

foes 

Backhand 
, Punch 

Reverse 
Spin Kick Critical Strike 

ae 

se 

a. 
Spin Drive Smasher 

Axel Spin Knuckle 

Cannon Spike 

Spiral Arrow 

Flying Barcelona Attack 

z > Yoroi-Doshi : 2 

4 Kazekiri ; : Rolling Crystal Flash 4 
Sky High Claw AYJaer:\ Tsumuji Kasumi Suzaku 
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SS << +f 

LA . 

Ouatsu-satsu 

Kyosesho 

Viper Stinger 

Viper Slide Kick 

Viper Blow 

Fuhajin 

Zi 
Shikusen 

Grand Kick Crush Elbow ; 

Viper Blade 

Viper Elbow Double Kick 

C. VIPER 
Shikusen 2nd 

Impact 

Burning Dance 

Shikusen 3rd 
Strike = 

Burst Time 
Emergency 
Combination Feng Shui 

Engine 

Seismo Hammer 

Tiger Crush 

Tatsumaki_ 
Zankukyaku- » 

Tenma Kujinkyaku _ 

& Zugai Hasatsu 

Demon Kick 

spr OD Kikoku Renzan 

; : i 

Goshoryuken 

Somersault 
Skull Diver 

Psycho Punisher 

a s 

Bison Warp 

Psycho Crusher Attack 

Ashura Senku 

Zanku Hadoken pn Goku 
atsu 

Shin Shun 
redo Goku Satsu 
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STREET FIGHTER 

BATTLE COMBINATION 
A smartphone app from Capcom Online Games that was available from March 2015 to March 

2017. Build a team of characters from throughout the series and enjoy “combination battles”. 

The original artwork drawn for this app is true eye candy that brims with drama. 

WAMU IIR mei 

Main Visual: Hiroaki 
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» Ryu stares dowflanjencroaching enemy, fists at the 
i 

‘) 

ae wae 
\ 
" 

Se x = 
> iZangief's Banishing Flat 
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| STREET FIGHTER BATTLE COMBINATION 

B 
>A ice Bae sunset _ 7 = ; > A heart-fluttering vale atine! - 

>> Avlovely, date 

: ! > Juri's alluring Santa look 
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> Rose-colored streaks - Vega 
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Sy 

Sy ag Th 
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SARS 
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STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 257 
SAN 

on 



> Mission complete - Cammy 5 > Pulsing left eye - Juri > Bewitching gaze - Vega 
« 
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es 
> Taking a break 
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Hi Summer vacation/Temoshi - Chun-Li 

man 
rd Go 

- Ibuki | 

 ibuki & Sakura in the woc 

@ Summer vacation/Liduke - Cammy 
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Seaside/C ourt Betten - Chun-Li 

M. Bison unleashes a Double Knee Press/ataruman 
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Chairman Tsujimoto strikes a 

lighthearted pose for the camera 

Is he charging up a Hadoken?! 

We rented out the 
Ryogoku Kokugikan 
and held a Street 
Fighter II national 
tournament there in 
the sumo ring. 

Ishii (right) and Chairman 

Tsujimoto have watched over 

Capcom and Street Fighter 

for many years as interviewer 

and interviewee 

~~ 

— It was an upright cabinet with big buttons. Those cabinets 

were pretty imposing when you saw them in the arcades. Then 

in 1991, Street Fighter I! came out and brought about the fighting 

game craze. 

TSUJIMOTO: For SFIl, things changed hands from Nishiyama to 

Nishitani (current president of Arika), with Yasuda (AKIMAN) doing 

the designs. This become a major hit. 

— When Street Fighter I] came out, the fervor at arcades was 

incredible. After that it released for the Super Nintendo and 

garnered such popularity that you could rightly call it a social 

phenomenon. 

TSUJIMOTO: In 1994 we made the Street Fighter animated 

movie. By that time, Capcom was already doing what we now call 

“esports”. 

— Oh, is that right?! 

TSUJIMOTO; We rented out the Ryogoku Kokugikan and held a 

Street Fighter I! national tournament there in the sumo ring 

— | see. *laughs* 

TSUJIMOTO: And Ryoko Shinohara, the woman who sang the 

featured song for the animated movie, “Itoshisato Setsunasato 

Kokorozuyosato’, sang it onstage at the Ryogoku: After that she 

sold two million CDs, won the Award for Excellence at the Japan 

Record Awards at the end of the year, and appeared on Kohaku 

Uta Gassen. Ail of asudden she was a big star. 

— Come to think of it, the Street Fighter series may well have 

given rise to numerous stars. That makes you really feel the 

weight of its history. 

TSUJIMOTO: We made a movie ini Hollywood around then, and 

While Street Fighter II 

would go on to spawn many 

audiovisual works, Street 

Fighter: The Animated Movie 

(Director: Gisaburo Sugii; 

Character Designs: Shuko 

Murase) is widely considered a 

masterpiece among them. The 

theme song, sung by Ryoko 

Shinohara (Composer: Tetsuya 

Komuro), also garnered a lot of 

attention. 
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Street Fighter needs to become the number one 
brand in the world driving the growth of esports. 

noto is assertive in checking in on tournaments and 

ther events hela indifferent regions around the world 

His eyes are sharply set on Capcom's future 
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| suspect people may have viewed me rather coldly for it— 

“Tsujimoto-san sure likes veering outside his lane.” *laughs* 

This film didn't use a production committee, it was one hundred 

percent financed by Capcom. It was for global branding, and 

because | wanted to know how Hollywood movies are made. 

— Were you there on location yourself? 

TSUJIMOTO: As my memory serves, we were on location for two 

weeks in Bangkok before the rainy season, and we rented out fifty 

large buses to turn into staff rooms and dressing rooms. And when 

| got to the filming location, they told me, “Get changed into some 

fatigues.” So! did, and ended up appearing in the film. *laughs* | 

was reluctant about it. All the guns were real guns with blanks; it 

was quite intimidating. That’s my biggest memory. 

That film continued to sell for more than twenty years, and even 

last year and the year before it still yielded profit. For a four billion 

yen investment, we’ve earned a total of about 15.5 billion yen in 

film-related profits. Lots of movies are made in Hollywood and 

elsewhere, but | believe it’s rather rare for a title to make more 

than a billion yen. It’s likely the result of Street Fighter having 

gained such familiarity in different places around the world. And 

then there was the transition to disc media, television broadcasts, 

and internet streaming in recent years. So Street Fighter is known 

all over the world, and its strength as a brand hasn’t waned. 

— As far as Capcom games, Resident Evil is another one to get the 

movie treatment. 

TSUJIMOTO: As the trend shifted from arcades to home consoles, 

Capcom followed suit and created numerous titles, but sure 

enough, the good games stick around as brands. Resident Evil 

getting six movies and becoming a global brand is incredible, to 

be sure. There are lots of game creators, but | don’t think there 

are that many who have the kind of games that can support a 

Hollywood film. We’ve got six Resident Evil films and have made 

plans to produce one for Monster Hunter. No game company has 

been able to create multiple film brands like this. | think it was 

Street Fighter that laid the groundwork for Capcom to achieve that. 

— So is that brand power the propelling force behind the effort 

to advance esports with Street Fighter? 

TSUJIMOTO: Indeed, From here on out, Street Fighter is going to 

carry esports. At the end of 2017, we 

held an esports final in Las Vegas. Across 

all events over six thousand players 

participated, and more than two hundred 

thousand people watched the SFV finals. 

It was broadcast on TV and online all over 

the world. That’s the scope of esports now. 

That’s what it means to establish a global 

brand. But at the very least, you have to 

have players from ten different countries or 

| don’t think esports will ever be an Olympic 

event. It’s a simple thing, but | think that 

can serve as one way to gauge things. | think 

we need players participating from a lot of 

different countries. 

— It seems like targeting the global market 

is paying off for you now. 

TSUJIMOTO: At the recent Capcom 

Cup 2017 the winner of the $250,000 

- prize was a player from the Dominican 

Republic. In the past, we made quite a 

number of Street Fighter arcade boards 

in Brazil and Mexico and rented them 

out to businesses. | think the fact that 



Capcom will still 
be making fun 
games fifty years 
from now. 

In front of the Capcom 

company logo. Tsujimoto’s 

ambitions, along with Street 

Fighter and numerous other 

Capcom games, are sure to 

continue bringing enjoyment to 

people for years to come 

those boards are still there getting played laid the groundwork. 

Furthermore, through online they’re playing against the entire 

world: This is indicative that games are no longer only for 

developed countries; they’ve spread across the entire world. Street 

Fighter is a globally recognized title, and | think it needs to'become 

the number one brand in the world driving the growth of esports. 

— | see. 

TSUJSIMOTO: With video games, if you’re not the best, you don’t 

sell. If this were food, it would still sell. People can’t live without 

their bread. When you eat out, there are meals that cost fifty 

thousand yen and there are meals that cost three hundred yen. But 

if you're truly hungry, there’s not much difference in their value. By 

comparison, with video games the difference between good and 

bad is like night and day. So you ‘have to be on top, no matter what. 

You can’t be number two. *laughs* You have to make something 

of a high enough caliber to become a'brand. If you don’t do that, 

games won’t stick around. As a culture, | mean. That said, you can’t 

be number one at everything; you can’t be the best short-distance 

sprinter and the fastest marathon runner. So you have to find your 

biggest strength and aim for the top there. And not just in Japan— 

with video games, you have to be the best in the world. 

— “From Osaka to the World” seems to be a theme. 

TSUJIMOTO: Japanese businesses head to Tokyo and try to become 

number one in Japan. But it’s no use trying to expand horizontally. 

You have to be assertive and take on the whole world, Capcom just 

happens to be in Japan because it’s comfortable in Osaka. *laughs* 

The name “Capcom” is actually more famous in America than in 

Japan. | want to help equip young people to hold their own on the 

global stage. If we don’t raise creators to have an international 

sensibility, they won't find traction overseas. You can’t only 

consider Japan—for instance, you can’t just develop smartphone 

apps. Japan places a lot of value on handhelds, but they’re not that 

ubiquitous in Europe and America. Japan’s culture of playing with 

your smartphone while riding the train or riding the bus doesn’t 

necessarily translate globally. 

— Capcom has always developed games with an international 

outlook, which resulted in the emergence of brands like the 

Street Fighter series. So you’re saying you wil! continue to take 

the long and wide view. 

TSUJIMOTO: You've got VR, for one thing, but next will be sixty-inch 

and 4K, and in a few years we'll have 8K, and eventually there will 

come a time when your entire wall is the monitor. We have to make 

things to be viewed on that. There was a time when games were 

made of 2D pixels, and then they changed to 3D. As displays have 

gotten larger, visuals have gotten richer and the field of view has a 

expanded, bringing the on-screen graphics closer to what the human 

eye sees, and | think games have become more immersive worlds. if 

we prioritize profits without giving consideration to. this ‘evolutionary 

path, | think we'll hit a dead end. If you're thinking fifty years ahead, 

you have to start now to make sure you ite adapting. Becaus jethe 

times change fast. I’m going to make sure we're still fighting fifty 

years on. Bring up developers who have a sensibility that translates 

globally. If we maintain that stance, | think we'll draw people i in. 

from all over the world. Capcom will still be making fun, games fifty. 

years from now. That said, if you come back for an interview in fifty 

years, | won't be here, at least notin this. form. *laughs* | think 

Street Fighter has done well to go on for thirty years, but it doesn’t 
end here. We're going to continue expanding into new ventures, 

including esports. | hope that you'll keep cheering us on. 
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STREET FIGHTER CHARACTER DESIGN ™M 

HOW TO MAKE 
CAPCOM FIGHTING 
CHARACTERS 
Hardcover 

ISBN: 978-1772941364 

Take a deep dive into the design 
process behind the iconic characters 
of the Street Fighter franchise. This 
includes a detailed showcase of the 
raw concept art behind Street Fighter 
V, as well as a look back at classic 
Street Fighter and Final Fight games. 
The book is packed with in-depth 
interviews, creator commentary, 

anatomy tips, sprite illustrations, 
costume designs, rejected characters, 
and more! How To Make Capcom 
Fighting Characters is a must-have 
reference guide for all artists and 
fighting game fans. 



STREET FIGHTER 
WORLD WARRIOR 
ENCYCLOPEDIA 
(ARCADE EDITION) 
Hardcover 
ISBN: 978-1772940701 

Enter the world of Street Fighter, 
where fighters of every size, shape, 
and color collide in a global battle for 
supremacy. Combatants fight for 
reasons as diverse as their 
nationalities, each with their own 

unique moves and fighting style. Now 
you can learn the whole story behind 
the world’s greatest fighters in the 
Street Fighter: World Warrior 
Encyclopedia! 

Inside you will find detailed profiles of 
every Street Fighter character, 

including their origins, allies, enemies, 
fighting styles, and more! Each profile 
is accompanied by pulse-pounding 
artwork by UDON’s top artists. This 
new edition is updated to include the 
cast and lore of Street Fighter V! 
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w
o
 

TE 
it lef Et aD 

STREET FIGHTER SWIMSUIT SPECIAL COLLECTION HC 



ENGLISH EDITION CREDITS 
English Translation 

GREG MOORE 

ANDREW HODGSON (P210-245) 

Associate Editor 

M. CHANDLER 

Layout & Design Adaptation 

MATT MOYLAN 

UDON STAFF 
Chief of Operations ERIK KO 

Director of Publishing MATT MOYLAN 

VP of Business Development CORY CASONI 

Director of Marketing MEGAN MAIDEN 

Japanese Liaisons STEVEN CUMMINGS 

ANNA KAWASHIMA 

CAPCOM THANKS 
NORIKO MATSUNAGA 
BAO LE 
SUSAN SUAREZ 
TAKI ENOMOTO 

SPECIAL THANKS 
CAPCOM, ARIKA, AKIMAN, BENGUS, 
EDAYAN, IKENO, KINU NISHIMURA, 
SHINKIRO, SHOE! 

JAPANESE EDITION CREDITS 
Director 

2237 - -A288EX 

(RRA / EBAS ) 

Q Editor & Writer 

ARRAS 

EABRM / Beh 

NERF /EDLEOWSA 

BFEAL 

Photographer 

as: 

Designer 

RAALRRT FAR 

Cover Illustrator 

HERA 

AVAA(RAAHAT IY ) 

Proof Reader 

BasA 

Producer 

BET —ASRREA ( MA Bl ) 

Special Thanks 

RAAHAT IY 

RASHES UA 

RASH 4 VF 4AF-LABVA 

and ALL STREET FIGHTERS!! 

AbKV-bIF AA — AEVIN ¢ Tee 

Beyond the World 
— [AKU—-hIP1S—-l1MPSTARYV—bhIPTS-V] FtT— 

STREET FIGHTER MEMORIAL ARGHIVE: Beyond the World 

i ; 

a 
& 

270 STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 



STREET FIGHTER MEMORIAL ARCHIVE 

Beyond the World - ‘STREET FIGHTER; KARA ‘STREET FIGHTERVs MADE- 

©CAPCOM U.S.A., INC.ALL RIGHTS RESERVED. 

First published in Japan in 2018 by KADOKAWA CORPORATION, Tokyo. 

English translation rights arranged with KADOKAWA CORPORATION, Tokyo, 

through TUTTLE-MORI AGENCY, INC., Tokyo. 

Licensed for use by UDON Entertainment 

Published by UDON Entertainment Corp. 

118 Tower Hill Road, C1, PO Box 20008 

Richmond Hill, Ontario, L4K OKO CANADA. 

www.UDONentertainment.com 

Any similarities to persons living or dead are purely coincidental. No portion of this 

publication may be used or reproduced by any means (digital or print) without written 

permission from UDON Entertainment except for review purposes. 

This book is a faithful translation of the book originally 

released in Japan on March 24, 2018. 

ISBN: 978-1-77294-143-2 

First Printing: April 2021 | 

Printed in Malaysia 

STREET FIGHTER MEMORIAL ARCHIVE: Beyond the World 271 



| i
f 

"
 

“ 

pri
ate

 

mR 

Ay
 

Illustration: AKIMAN/Genga for this book’s cover illustration (origins 







— 



VIDEO GAMES / ART BOOK 

STREET FIGHTER MEMORIAL ARCHIVE 

Beyond the World 
From STREET FIGHTER™ to STREET FIGHTER™ V 

Celebrating over 30 years of the king of fighting games, 
from Street Fighter™ to Street Fighter™ V! 

In STREET FIGHTER: MEMORIAL ARCHIVE, learn the history of the 
franchise from classic game art galleries and multiple interviews 

with artists, designers, and developers. Dive into Street Fighter lore 
through hundreds of character profiles pulled from the Shadaloo 
Combat Research Institute. Be blown away by epic tribute artwork 

from the likes of Katsuya Terada, Yusuke Murata, Bengus, 

Rockin’ Jelly Bean, Akiman, Shinkiro, Kiki, Kinu Nishimura, 

and many more top illustrators from the worlds of manga, 
animation, and video games. There’s something for 

every Street Fighter fan in this jam-packed titanic tome! 
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