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WELCOME
Even if you weren’t around to 
experience the impact Street 
Fighter II had on gaming, 
there’s an easy way to see how 
it affected the fighting genre: 
simply play a few examples 
released before 1991. While it 
would be unfair to say that all 
fighting games were rubbish 
before Street Fighter II, it’s at 
least true that none were as 
tactical or complex. Data East’s 
Karate Champ introduced a bit 
of strategy with its measured 
pace and blocking moves, but 
there was nothing approaching 
the scale of kicks, punches, and 
combos seen in Street Fighter 
II. Konami’s Yie Ar Kung-Fu 
featured a roster of colourful 
fighters and a decent number of 
moves, but bouts could still be 
won by cornering an opponent 
and mashing the same attack 
button. Even the original Street 
Fighter was, inevitably, a bit of 
a rough draft: early versions of 
the coin-op had large pressure-
sensitive pads that left players 
with sore hands from hitting 
them; these were swiftly 
replaced by the six standard 
buttons that would become the 
series’ standard. 

Street Fighter II, unlike any 
one-on-one beat-‘em-up before 
it, required skill, memorisation, 
and a solid understanding of 
each character’s strengths and 
vulnerabilities. Its success 
did, however, have another 
unforeseen effect: the fighting 
genre became so complicated 
that it put all but the most 
seasoned players off. But as 
Matteo Lupetti’s feature on 
page 18 points out, a generation 
of developers are attempting 
to rebalance the genre; rather 
than return to the simplistic 
button-mashers of old, they aim 
to mix tactical depth with more 
accessible mechanics. That, 
surely, can only be a good thing.

 
Ryan Lambie 
Editor
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