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Abstract

Critical examination on the topic of gender representation, sexualisation, video game
characters and their designs is not untreated ground, and has been analysed using various
methods; qualitatively, quantitatively (Tompkins & et. al., 2020), and textually. However,
these analyses are often analysed from the assumption that the consumer of video game media
is male, cis, and heterosexual. This assumption is not unfounded, but ignores the experience
of the part of the population that does not fit this description. Therefore, the research question;
“How is gender represented in Street Fighter V, when analysed from different gazes?”

A textual corpus analysis on Street Fighter V: Champion Edition was performed using gaze
theory as a theoretical framework. It was found that although the male gaze applied in almost
every point  of the study, instances where the queer gaze applied could still be found.

Key words: Computer games, male gaze, queer theory, character design, gender in video
games, gaze theory



Abstrakt

Kritisk examination runt könsrepresentation, sexualisation, videospelkaraktärer och deras
design är ej otrampad mark, och har blivit analyserad under mångfaldiga metoder; kvalitativt,
kvantitativt, och textuellt. Dock så är dessa analyser ofta analyserade från antagandet att
konsumenten av videospelmedia är cis, heterosexuell, och manlig. Detta antagande är inte
ogrundad, men ignorerar upplevelsen av elen av populationen som ej passar denna
beskrivning. Därav utforskningsfrågan; “Hur är kön representerad i Street Fighter V, när
analyserad från olika blickar?”

En textuell korpusanalys som använder sig blick-teori som teoretiskt ramverk av Street
Fighter V: Champion Edition var genomförd. Det var funnet att trots att den manliga blicken
kunde appliceras i varje punkt i studien, exempel där den queera blicken kunde appliceras
kunde fortfarande hittas.

Key words: datorspel, den manliga blicken, queer teori, karaktärdesign, kön i videospel,
blickteori
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1 Introduction

Character design and gender representation in media, and especially in video games, has been
a frequent subject of study for its historically problematic nature. Commonly cited issues
include, but are not limited to; use of stereotype, objectification, sexualisation, and sexist
design in the system of the game itself.

Critical examination on the topic of gender representation, sexualisation, video game
characters and their designs is not untreated ground, and has been analysed using various
methods; qualitatively, quantitatively (Tompkins & et. al., 2020), and textually. Of course,
fighting games are no exception. Characters such as Ivy from the Soul Calibur series and
Chun-Li from the Street Fighter franchise are often cited in the discourse.

However, these analyses are often analysed from the assumption that the consumer of video
game media is male, cis, and heterosexual. This assumption is not unfounded, but ignores a
part of the population that does not fit this description. Therefore, the research question;
“How is gender represented in Street Fighter V, when analysed from different gazes?”

Researching and providing an alternative lens of analysis when discussing and critiquing
character design provides designers and scholars with a more nuanced understanding of how
characters in media may be interpreted in unexpected or unintentional ways as well as how
certain traits could be read differently depending on the reader.

In order to research the question posed, a textual media analysis on Street Fighter V:
Champion Edition (2020) using two different analysis frameworks; the male gaze and the
queer gaze, will be performed.

Considering that the text was created for the male gaze, it is expected to find numerous
accounts where the male gaze applies, and have a considerably larger difficulty to apply a
queer gaze to the text.

Since the text was not created with a queer audience in mind, it is expected that it will be
much more difficult to analyse from a queer gaze rather than the male gaze. In addition, due
to the large scale of the text, it will be difficult to analyse it all in the timeframe given.
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2 Background

2.1 Fighting games

Fighting games is a genre of video games, where two characters are put against each other to
achieve a win condition before the opponent, classically by lowering an opponent’s health
points to zero or having the highest amount of health points when a timer runs out. The player
achieves this win condition by using moves which damage the opponent by hitting them. The
player is assisted by systems such as combos or special attacks which are rewarded, usually
supplemented with a fancy animation, when the player executes a specific input.

Due to the nature of the gameplay’s format, characters in fighting games are often designed
so that their appeal and function is clearly communicated at a glance. A common way of
communicating a character’s story is through the use of a Story Mode, in which the player is
set up against a predetermined set of foes to defeat, and is then rewarded with a segment of
the story through a cinematic cutscene or illustration in between. In Street Fighter V:
Champions Edition (2020), every character has their own Character Mode in addition to the
general Story Mode.

Character is also communicated through the use of costumes, which are cosmetic alterations
to the visual character design of a character. As the name suggests, they do not typically alter
the height or proportions of a character, since that would affect that character’s gameplay and
function. Although any costume but the first design is not usually considered “canon”, they
often build upon or express something about the character they dress.

2.2 Fighting Game Community

The Fighting Game Community (often abbreviated as “FGC”) is a community formed around
the consumption of fighting games, and is understood to be a male-dominated space because
of its origins in arcade halls. (Makar, 2019; Forney, 2021)

As thus, it follows then that fighting games would be produced to cater to this audience.
However, queer people play fighting games too. (Makar, 2019) Because of this it could be
argued that characters and events portrayed in the game become the subject of interpretation,
although framed for the male gaze, by queer consumers. (Ruberg, 2019)

2.3 Queerness, queer theory, and queer readings in videogames

True to its reputation as a “discipline that refuses to be disciplined”, finding proper academic
definitions for queer theory or queerness in general is very difficult and “decidedly un-queer”
in itself. (Sullivan, 2003) With that said, Sullivan provides examples and explanations of what
queerness and queer theory works through; "a radical questioning of social and cultural
norms, notions of gender, reproductive sexuality, and the family". (2003, p. 43)

The concept of performing queer readings into texts that are not explicitly queer in nature is
not a completely foreign concept in the intersection of queer studies and game studies. Among
others, Ruberg’s work on locating queerness in a wider library of games where queer themes
are usually omitted. (2019)

2.3.1 Heteronormativity

Heteronormativity refers to the norms and assumptions that normalises heterosexuality as the
only acceptable form of sexuality in society. Through this process of normalisation, or
naturalisation, it is implied that other, or alternative forms of genders or sexualities are
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abnormal. It has been described as “an often unmarked set of assumptions, practices, and
beliefs that constantly reinforce the normalness and naturalness of heterosexuality as the only
normal, natural form of sexuality.” (Bell, 2009)

2.3.2 Sexualities and gender

Under the umbrella term “queer” stands several other identies that are contrary to the
heterosexual and the cisgender, and queer theory has readily advanced its usage of the terms.
For the purpose of the thesis, the following explanations of the terms will be used.

● Heterosexuality refers literally to a person’s sexual attraction to a person of the
opposite sex—thus assuming a sex-gender binary. In academic use it also refers to the
assumptions and social practices that equate gender, sex and desire—thus mapping the
male sex to the masculine gender and the desire for the female sex as well as the
feminine gender. (Bell, 2009)

● Homosexuality in turn literally refers to a person’s sexual attraction to the same gender
as the one the person in question posesses. Keep in mind that homosexuality and
heterosexuality does not neccessarily oppose each other—as someone can be
homosexually and heterosexually attracted to other people at the same time, which is
referred to as bisexuality, or pansexuality.

● Asexuality, as then can be assumed, refers to a person’s absence of sexual attraction to
other people, regardless of gender or sexual presentation.

There are also terms that describe the relationship between a person’s sex and a person’s
gender, although often confused, are not actually the same.

● Cisgender is a term used to describe a person whose gender alligns with their sex. A
female woman or a male man are cisgender, for example.

● Transgender, as then can be assumed, describes a person whose gender is somehow
misalligned with their sex. This desire to have their being closer align to another sex
manifests itself as an intense dysphoria which is not alleviated unless addressed.

● Agender as a term can describe multiple relationships between a person’s sex and
gender, but is often characterised as the lack of a need to align with a gender. The
absence of dysphoria, were an agender person to present as another sex as they were
born as, for example.

2.4 Gaze theory

Gaze theory is a line of theories and a tool, or lens of analysis that has its roots in cinematic
theory. Due to the close and related nature between cinema and video games, gaze theory has
also been applied to video games with much success in terms of translatability, making it a
credible tool when it comes to video game analysis.

Although the subject of video games is not foreign to gaze theory, examples of where the
theory is applied to video games are not ample, but not difficult to find either. (Hoffwell,
2011; Lööf, 2015; Sarkeesian, 2016; Rice, 2021)
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2.4.1 The Male Gaze

The male gaze, as accredited to Mulvey (1975), is the idea that women in media are made to
become the objects of men’s desires. In the same article, Mulvey brings up the Lacanian idea
of “ego libido”, which “demands identification of the ego with the object on the screen
through the spectator's fascination with and recognition of his like” (p. 9). In other words, if
properly represented, the voyeur/consumer of the media wants to put themselves into the role
of the character the media portrays.

Lefebvre (2020) further clarifies the film theory, explaining that there are three different
perspectives that men can assume; as the person behind the camera, as a character in the film,
and/or as the audience itself. In turn women serve as erotic objects for the male characters or
the audience, or both.

It might be more helpful to think of the male gaze not as a gaze that only men can possess, but
a gaze that is conceptually an objectifying gaze in essence. (Fredrickson & Roberts, 1997).
That is to say, that the issue that the theory of the male gaze raises is not that men gaze at
things, but that people and character become objects under it.

With this in mind, I have concluded that a character serves the male gaze if any of the
following are true;

1. The character serves as wish-fulfilment for an audience typically understood to be
cisgender, heterosexual, and male.

2. The character displays gestures or bodily parts in a manner that is designed to be
presented and gazed at, thus objectifying them.

3. The character does not do anything to meaningfully subvert or deflect the gaze, but
instead elevate or enable it.

2.4.2 The Queer Gaze

Tobin (2010) defines the queer gaze as “an oppositional (queer) reading of heteronormativity
[...], in which case a queer gaze reads actively against heteronormative assumptions [...]. The
queer gaze as an oppositional anti-normative reading assumes that gender and sexuality are
social constructions and implies an integrative definition (à la Sedgwick) of homo/hetero
sexual definition and gender definition” (p. 62). In other words, it is the responsibility of the
beholder to interpret the object counter to heteronormative assumptions .

Krobová (2016) asserts that anyone can read a text from anyone elses gaze, akin to the
function of a “lens”.

Borrowing the language of Tobin (2010), it is inherently un-queer to nail down definitions on
things, but for the sake of this analysis, if any of the bellow is true, then the queer gaze can be
considered to be in use;

1. The character serves as wish-fulfilment for an audience typically understood to be
queer.

2. If the character offers the opportunity, or possibility of an alternative reading from a
gender, sexual or romantic (i.e. queer) persective, such a reading should be
entertained.
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3. The character meaningfully defies, subverts or deflects the male gaze and/or
heterosexual norms..

In summary, although these gazes share similar names, the frameworks from which they are
born are very different from each other. Because of this, what a gaze is, or what a gaze does
can differ wildly depending on the gaze itself and the framework used for it, and even who
you ask.

With the framework of these gazes in mind, it allows us to conclude whether or not—and if
so—how a character interacts with the male gaze, as well as provide us with the opportunity
to attempt queer readings into a genre that is often considered only to be for the voyeuristic
pleasure of a heterosexual male audience.

3 Methodology

A close reading as described by Bizzocchi and Tanenbaum (2011) was performed, looking at
different relevant aspects of character expression such as animation (incl. moves, body
language, gestures, etc.), costumes (default and alternative clothing), voice lines, and general
observations of relevance in the game’s narrative. Following the procedure as laid out by
Carillo Masso (2009); the game was acquired, and then data in the form of footage of
gameplay was produced and collected in person and submitted to a private YouTube account
to be used as a database, and then annotated for future analysis.

Aarseth (2003) and Konzack (2002) stresses the importance of actually playing the games for
the analysis, but due to the sheer scale of the text—as well as the execution barrier to access
certain parts of the text, there were certain parts of missing data that could not be recorded in
person due to either scope or skill issues. Certain content was locked behind certain
executional achievements that was not feasible to surpass under the research period given for
the thesis. These were instead supplemented through anonymised recordings of gameplay
already uploaded to YouTube.

Due to the difficulty in representing motion through a document, screenshots of relevant
frames were taken and presented together with descriptions to provide context where needed.

The reason the title Street Fighter V: Champion Edition (2020), commonly abbreviated as
SFV, was chosen is because it is the latest installment of one of the most well-known
franchises in the genre. Street Fighter II is often credited to being the genesis of the genre and
thus given the series the reputation of being the archetypical fighting game all other games in
the genre are based on.

3.1 Delimitations

In the interest of time and scope the subject of analysis was initially restricted to the game
Street Fighter V: Champion Edition (2020). However, additional material from Street Fighter
III: Third Strike (1999) was included in the analysis to supplement important context to the
characters.

This limitation was designed to encapsulate what a fan of the franchise would typically
experience, without bringing in outside sources that would run the risk of muddling or
otherwise tainting the analysis process with information the average Street Fighter enthusiast
would not have access to.
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Due to the large amount of characters available to the player in the title, not all characters
could be played and analysed. At least an hour was spent on the characters each, with the
“Story Mode” and “Character Mode” completed for each character.. The characters that were
played and analysed were Ryu, Ken, Chun-Li, Guile, Cammy, M. Bison (aka. “Dictator”),
Poison, and Seth. These characters were chosen for either one or both of two reasons;

1. They are a legacy character with history within the franchise.

2. I found that their character was especially applicable to the theme of the analysis.

This thesis is not an analysis focused on the sexualisation of characters in fighting games or a
case study of video games in general. There is already a wealth of articles discussing that
subject. (Bristot, et al., 2019; Lynch, et al., 2016; Tompkins, et al., 2020)

3.2 Flaws

Games, especially fighting games of the AAA-variety, are immensely huge these days.
Character rosters that extend into the 30’s are not uncommon, and 12 characters is considered
meagre. Consider then the possibility of a unique interaction between any of these characters.
Due to the limitations in time and scope, I could not analyse everything the text had to offer.

In addition, I am a fan and a fighting game enthusiast myself, which is a two-edged sword in
this analysis. My unique position as a community member in the fandom allows me to
produce and present valuable information that could otherwise be lost, but on the other hand
could bring in biases that could affect my analysis. (Prax, 2016)

4 Results and discussion

The world of Street Fighter is filled with a colourful and international (although mostly white
and American and/or British) cast of powerful men, women and agender entities collectively
called “fighters”, who live in a world that is much like ours. This more or less dispersed
community encompasses characters of varying training, competence and powers, ranging
from demigods with the power of the elements to ordinary people with no discernible talent
whatsoever. The characters that have been analysed lie somewhere in between.

4.1 Ryu

Ryu is the main mascot of the Street Fighter-franchise, and has been in that role since the very
beginning of the series. His story revolves around the never-ending journey of
self-improvement and his inner struggle against the evil force called the “Satsui no Hado”.

Ryu fulfils the trope of the “ronin” or the “lone wolf warrior'' with a stoic and introverted
personality, and is shown to be well respected, considered strong by almost every metric of
the word by his fellow peers.

4.1.1 Ryu through a male gaze

Like all other male characters in SFV, Ryu’s body is designed to be incredibly muscular to an
unrealistic degree. Although the illustrated cutscenes of Ryu are incongruent with how Ryu is
presented in-engine, in all illustrated cutscenes, Ryu is shown as a large man with “beefy”
musculature. (Fig. 1) In addition, Ryu is shown to be admired by feminine and masculine
characters alike.
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Fig 1. Screenshot of a cutscene of Sakura’s Character Story, where Ryu is shown to be
the object of the former’s admiration.

4.1.2 Ryu through a queer gaze

Through a queer gaze, Ryu’s introverted personality could be interpreted as him being
closeted about his queerness, with the “Satsui no Hado” serving as an allegory for the
repression thereof. Although the implication that queerness is evil is indeed unfortunate,
queerness is a trait that often is coded as villainous and does not stop the queer reader to
consider queerness as aspirational. Ryu’s story as a character about facing and overcoming
one's “inner demons” is a story that resonates with.

In addition, the very first thing you get to do as the player is play through a Tutorial sequence,
which is much like the standard Character Mode format, in which Ryu sparrs with his peer
Ken. Between the brief moments of on-boarding, the player is treated to cutscenes of
illustration paired with voice acted lines. Although Ryu’s soft and gentle personality does not
have to indicate any form of queerness, what does however give the reader the opportunity to
read their relationship in an alternative light is the ambiguity through which Ryu speaks and
the innuendos that follows.

For example, after a brief amount of sparring Ken asks Ryu if he wants to take a break, to
which Ryu responds, “No. I have something that I want to try out.”

Ken asks Ryu with a curious intonation, “Something like what?”

To which Ryu responds, “Well, I’m starting to… feel something.”

“Aha, haha.” Ken awkwardly chuckles.

After a further brief period of gameplay, which explains some additional gameplay
mechanics, the screen fades to black, implying an indeterminate amount of time passing
before the following scene is shown (Fig. 2). Although the cutscene illustrated in Figure 2
naturally refers to the sparring which they have just performed, due to the fade-to-black
before the cutscene is introduced, it gives the reader the opportunity to imagine what other
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kinds of alternative physical activity Ryu and Ken performed to become so exhausted,
especially if the player fulfils the conditions to advance the tutorial with minimal effort.

Fig 2. Screenshot of a cutscene of Street Fighter V’s Tutorial mode, showing Ryu and Ken
sweating after having finished sparring. Ken; “Whew. I’m completely exhausted.”

Approaching Ryu from a different angle, he is seen to be genuinely disinterested in the
prospect of childrearing—admitting to Sakura, another playable character, that he’s “never
thought of it” (Fig 3). This disinterest reveals to the reader that Ryu could be interpreted as an
asexual character.
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Fig 3. Screenshot of a cutscene of Sakura's Character Story. Ryu; “I see… I’ve never
thought of it. But, that is another type of strength.”

4.2 Ken

Ken is designed to be Ryu’s counterpart in many ways with many dualities. Whereas Ryu is
from Japan, Ken is from the USA. Whereas Ryu looks inwards to seek strength, Ken
surrounds himself with a community of fighters to gain his strength from. Whereas Ryu’s idle
animation puts emphasis on his stillness and composure, Ken bounces around with agile
footwork.

4.2.1 Ken through a male gaze

Moving past the excessive musculature that is standard for the male characters in the title, in
the cutscenes of the Story Mode and Ken’s Character Mode he is shown to be in a relationship
with a woman named Eliza, with whom he has a son named Mel. As such he is shown to be a
successful husband with an attractive wife.

Fig 4. Screenshot of a cutscene in Ken’s Character Mode where he is protecting Eliza and
Mel from the assault of Birdie, another playable character.

4.2.2 Ken through a queer gaze

However, despite the implication that Eliza and Ken are married due to them having a child,
Ken is actually never shown to wear a ring. (Fig 5.) The fact that his ring is missing from both
his in-game model as well as the illustrations in his story cutscenes suggests that this was
done by design. This gives people who wishes to put aside Ken’s heterosexual relationship
with Eliza, a license to hypothesise and speculate as to why that could be the case.

9



There is a also a certain quality to Ken’s rivalry with Ryu that could be read as queer, as
argued in 4.1.2—Ken’s obsession with “defeating” Ryu could be seen as homoromantic in
nature.

Fig. 5. A montage of screenshots of Ken as illustrated and in-game, showcasing his hands
and lack of a ring.

To summarise, the relationship between Ryu and Ken is left portrayed as ambiguous queer at
best. However, as the queer gaze actively seeks for these signs, it often only needs one sign
that could be interested as queer to stick, be it an unintended innuendo or an unusually close
platonic relationship. It is also important to keep in mind that the male gaze and the queer
gaze—or the cishet gaze and the queer gaze—rather, or not inherently oppositional in that one
cancels the other out. They are simply different tools or lenses that can be used to interpret
different characters in different ways.

4.3 Poison

Poison made her very first appearance in Final Fight for the Japanese arcades in 1989. Due to
her reputation as a trans woman, which has spread far past the Fighting Game Community
into the

4.3.1 Poison through a male gaze

Looking at Poison at a purely visual level, and ignoring the discourse that surrounds her
character (4.3.2), it is difficult to view Poison as anything other than a woman. Thus, Poison
is gazed upon and analysed as a woman through the male gaze.

No matter what costume you choose, the costume is always designed to showcase her
cleavage and in a vast majority of cases her legs and her well defined abdomen as well.
Although many other characters in the game also have costumes that are designed to sexually
entice the male gaze, Poison’s costumes unique in how overtly sexually provocative the
designs are. Even in the “Tracksuit” costume—which is unique in that it is one of the more
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modest of the costumes and available for a wide array of characters—Poison has the zipper of
the sweatshirt pulled down to showcase her bust (Fig 6).

Fig 6. Poison in a line-up, wearing a wide assortment of available costumes. From left to
right; Upper row; Default, Story, Battle Outfit 1, Lady, Tracksuit.

Lower row; Nostalgia, Swimsuit, Swimsuit (Alt.), Holiday.

This character expression is not limited to her costumes, but her animation as well, which has
been designed to make Poison act seductively and confidently. Her movement is not that of a
trained martial artist, but as that of a seductress with a whip. (Fig. 7) When she walks
backwards, she turns her back to the opponent thus exposing it. When she walks forwards or
sands idle, she does so with confidence and grace as she gazes down on the opponent. When
she speaks, her intonation is also designed to arouse the player.
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Fig 7. A breakdown of a stance animation Poison may assume, in which she strokes her
whip in a phallic manner.

When her Super Attack hits, she pulls the enemy down to the ground (Fig. 8) and begins to
pummel them with her whip. The interesting thing of note here is the angle of the camera and
how Poison interacts with the GUI (healthbars, timer, portraits, etc.). In a brief moment of
time, she removes the other player from their agency and puts them in the perspective of their
character, forcing them to gaze at her.

Fig 8. Poison pummeling her opponent with her whip with the camera putting the player
in the point of view of the opponent.

Despite the fact that she is not aware of the player and ultimately remains under control of
them, and thus ultimately remains an object under the framework of the male gaze, Poison
serves an example of how the male gaze can be queered, and perhaps even appopriated to
ones own purposes. Mulvey (1975) emphasises that under the male gaze, women are
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portrayed as submissive—which Poison is anything but—although feigned at times. Poison’s
character design; voice lines, costume design, animations, and moveset expresses her
confidence and in-world awareness of her attractiveness which is marked by an affirmative
“to-be-looked-at”-ness. It is almost as if she wants to be gazed at, which is not out of line with
Lefebvre’s (2020) claims that the male gaze can serve as an affirming gaze for trans women.

4.3.2 Poison through a queer gaze

Poison has been a frequent example regarding the topic of trans icons in video games, but it
might be asked why such a conclusion could be drawn.

Poison’s status as trans woman is not ambiguous, as she was referred to as a ”new-half” in
numerous design documents (Lauteria, 2015). The term “new-half” is a term to refer to
male-to-female transgender women in Japan (McLelland, 2004). In other words, she was
designed to be transgender from very early in her conception.

As mentioned previously, Poison’s default costume was designed to evoke the aesthetics of a
sex worker and hasn’t fundamentally from her original appearance in Final Fight. In theme
with Poison’s theme as a sex worker, her character expression and animation are very much
inspired by BDSM practices such as can be seen in Figure 9. Indeed, Poison is not a trained
martial artist, but a civilian who has learned how to use the whip to her advantage by either
humiliating her opponent or beating them into submission. The argument here is that Poison’s
sexual deviance in the form of overt expression and by implication experience could be
argued for as to be queer coded.

Fig 9. Ryu lying on the floor face down with Poison’s right high heel stepped on his back
as the result of an attack.

4.4 M. Bison (“Dictator”) and the Dolls

M. Bison is the mainstay villain of the Street Fighter-franchise who uses his psychic
superpower called “Psycho Power” and his criminal underground organisation “Shadaloo” to
fuel his ambitions to conquer and dominate the world.
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4.4.1 M. Bison through a male gaze

M. Bison embodies the heterosexual male power-fantasy of dominating and controlling
everything, including women’s bodies and minds. Through his “Psycho Power”, M. Bison has
created a militia of brainwashed women, called “Dolls”, which he uses as servants to carry out
his duties. This removal of agency is a prime example of objectification

M. Bison is always unambiguously masculine with a wide jawline and body with large
muscles. By default, he is dressed in an almost completely red costume akin to what a captain
of an army would wear, with black accents and a cap with a golden skull crowning the brim
akin to what the forces of the Axis would wear during WWII. (Fig 10)

Fig 10. M. Bison in a line-up of a selection of costumes. From left to right; Default, Story,
Nostalgia, Battle Outfit 1, Psycho Burst, 30th Anniversary.

He stands tall and calmly with his arms crossed, as if looking (or gazing, if you will) down
upon his opponent. In stark difference to Ryu’s focused swaying or Ken’s active footwork, M.
Bison just stands there menacingly.

4.4.2 M. Bison through a queer gaze

Through the queer gaze—”which actively reads in opposition to heteronormative
assumptions” (Tobin, 2010)—one is encouraged to consider the implication of the fact that
two of the replacement bodies M. Bison had prepared—Cammy (4.5) and Seth (4.6)—were
female coded. The implication being that M. Bison carries a transexual desire to inhabit a
body coded to appear as the opposite sex, or otherwise identifies as agender and simply does
not care about how his body is presented. It is difficult to take such an implication seriously,
however.

Other than that, M. Bison does not interact with the queer gaze in any significant manner.

4.5 Cammy

Cammy was previously one of M. Bison’s Dolls, who managed to break free from the
brainwashing influences of the “Psycho Power”, and her story revolves around her quest to
save them from M. Bison’s control. In the world of Street Fighter, she is a highly
accomplished woman who has participated in multiple
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4.5.1 Cammy through a male gaze

From an analysis of Cammy’s visual design it is safe to make the argument that Cammy’s
visual expression; costume, moveset and animation, is designed to cater to the male gaze.

Cammy wears by default a green skin tight thong leotard that emphasises her chest and figure,
and highlights her bare legs and hips, leaving very little to the imagination of the voyeur. She
is often seen in previous entries such as Street Fighter Alpha 3 (1998) to have markings on
her legs in the form of a camo pattern, tiger stripes, or similar patterns, which encourages the
voyeur to gaze at her as they explore the details of her legs (Fig 11).

Fig 11. Cammy in a line-up, wearing a wide assortment of available costumes. From top
left to right, upper row; Default, Story, Killer Bee, Doll, Doll (Alt.).

Lower row; Nostalgia, Schoolgirl, Swimsuit, Swimsuit (Alt.), Tracksuit.

4.5.2 Cammy through a queer gaze

Although it is made clear that Cammy wants to rescue the Dolls from M. Bison, the exact
nature of the relationship between Cammy and the Dolls is left ambiguous in SFV. Because of
this we are given the spark of a queer reading in Cammy’s Character Mode when Juni, a
former Doll rescued by Cammy, tries to comfort her (Fig. 12).
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Fig 12. Screenshot of a cutscene in Cammy’s Character Mode, where she shares an
emotionally intimate moment with Juni, an unplayable character.

This one scene could be interpreted as a moment between two lesbians through the
perspective of the queer gaze. Like with all other arguably queer moments portrayed in the
game, the true nature of the relationship is left ambiguous. Although it could be argued that
this scene is fraternically intimate, it is ultimately up to the reader to make the final judgement
for themselves in this text.

4.6 Seth

Seth is an originally male consciousness uploaded into “Doll Unit Zero”, a femininely
modelled artificial body originally created by Shadaloo intended for M. Bison to inhabit.

4.6.1 Seth through a male gaze

From the perspective of the male gaze, it is easy to analyse Seth as a female body. The fact
that the character is completely nude by default suggests that the character was designed to be
gazed at. Analysing the design further from a story perspective, Seth is considered a literal
object by Juri who activated them, referring to them as “it” and a “piece of junk”.

4.6.2 Seth through a queer gaze

In Street Fighter V, Seth appears as a female-coded character, with longer hair, thinner waist,
the suggestion of breasts and less pronounced muscles compared to male-coded characters of
the series (Fig 13), but with a masculine voice.
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Fig 13. Screenshot of two Seth characters. The character to the left as they appear by
default, and the character to the right using the “Nostalgia” costume to make them

appear as they did in an earlier instalment (SFIV).

In the menu for selecting a Character Story to play, every character’s story has a subtitle
attached to it. Seth’s story is titled “Personality Malfunction” (Fig. 14). It is not difficult to
interpret this as referring to how queerness is often seen in today’s society as a personality
flaw through heteronormative eyes.

Fig 14. Screenshot of four character cards for selecting which character’s Character
Story to play. Highlighted in the bottom right corner is Seth’s character card subtitled

“Personality Malfunction”.

Despite this however, the story of Seth is less about coming to terms with their new body but
rather their blind pursuit to defeat M. Bison. In terms of actual story relevance the themes of
gender and body have also surprisingly few. It is briefly referenced in the first story cutscene
(Fig. 15).
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Fig 15. Juri; “Huh? Gender? / Wait a second, you’re telling me this thing has a gender?”

What is more commonly referenced in the story however is Seth’s struggle to keep their own
identity. Multiple times during Seth’s story they exclaim “my name is Seth” while also having
a sudden outburst at one point shouting “Never call me be a number!” Although the concept is
somewhat flipped here, Seth’s desire to be referred to by the name they choose for themself,
“Seth”, while also refusing to acknowledge the designation given to them by the system,
“Doll Unit Zero”, reflects the queer concept of a deadname. In addition, they are referred to
with singular neutral (they/them) pronouns.

5 Conclusion

Street Fighter V: Champions Edition (2020) was very much made for a heterosexual male
audience, and it shows; in pretty much every point of analysis, we have found instances where
the male gaze as defined strongly applies.

We have also found instances where the queer gaze applies if interpreted as a lens, or sort of
reading—although they are left vague and far and few inbetween, leaving the duty up to the
reader to actively make alternative readings. Sometimes, these opportunities are left so vague
that they are barely even alluded to (4.1 Ryu, 4.2 Ken); sometimes, there is but a single
moment or detail that gives the reader this opportunity.

How a character is expressed also differs depending on how the artist who is responsible for
representing them interprets the character. Illustrations and in-game models might not be
congruent, and in-game animations and expressions may not reflect how the character is
written.

How a gaze is defined and understood is also very important. It is simply not enough to take
the definition of the male gaze and exchange a few words, since the very frameworks these
concepts come from may be very different. This difference is even more important when it
comes to understanding the nuances of how different gazes fundamentally operate and
function. No gaze is the same, and even two people who have read the same definitions of a
gaze may come to two different opinions on an analysis.
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To answer the research question posed in the introduction of this thesis, Street Fighter V:
Champion Edition (2020) offers a diverse cast of masculinities as well as femininities,
although they are all primarily designed for the male gaze. With that said, women are shown
to have a somewhat wider spectrum of body types to offer. You can choose to play as a thin or
muscular woman, or as a muscular or even more muscular man. A character’s gender is
predominantly expressed visually, and if it has an effect on a character’s story is not
something that could be concluded within the scope of the paper.

In retrospect, a more productive analysis could be produced by focusing on a singular gaze. In
researching the game, there was a lot that I wanted to include that simply could not due to the
timeframe or delimitations that I was put upon. It would probably be useful to carefully
consider the title you chose to analyse, as the title might not be suitable or not apply to your
framework as cleanly as you would assume at first.

Although gaze theory has shown some prominence, examples of how gazes are used in video
games are not common. Consider then the growing size of the video game industry and its
relevance in our digital culture, and the need for closer examinations of the characters
prominent in our virtual zeitgeist becomes more apparent. A deeper analysis into the decisions
that inform a character design in one game (Lööf, 2015), or franchise, may prove more
effective and insightful than looking at the design decisions of a dozen games. My hope is that
this thesis could inspire future game theorists and designers to produce a framework for visual
and narrative character design, and analysis thereof.
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