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ABSTRACT

Street fighter II is a game that played an innovative role in the genre of fighting
games in the 1990s. There are many elements that this game has played, but I would
like to describe the character’s background music. Is terms of sound, it is an excellent
game with theme music suitable for twelve characters and voice that comes out when
using each character’s technique. Street Fighter 0O shows different patterns of
background music depending on the charcater’'s fitness. I analyze it in harmonical way
and try to study it form the perspective of music psychology.
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— A music psychological study on the changing elements of music through analysis of Street Fighter II's Character Background Music —
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