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Blazblue producer thinks his games are too hard for westerners

In an Interview with Venture Beat, BlazBlue producer, Toshimichi Mori discusses why
he believes Japanese gamers dominate tournaments, in Arc System Work Games.

To put it simply he thinks they’re just too hard for western audiences. “You may have
seen, at Evo last year, that in the finals, all the finalists were Japanese,” Mori continues. “We
don’t want that. We want a global audience to have fun. We want to see more foreign players in
competition. With that in mind, we kind of reset everything and re-created the controls so
everyone can have fun.” While it is true non-Japanese players tend to place poorly for Arc-
System works games, the reason for this probably has very little to do with difficult controls.

In article written by lan Walker for Kotaku, lan cites a dwindling almost decrepit arcade
culture, a staggered release schedule for non-Japanese territories, and poor net code as the chief
reason for reducing the quality of competition for players outside of Japan. While these are all
contributing factors for why Japanese gamers tend to dominate Evo, it’s not the whole story.

Ultimately it boils down to time investment, something players outside of Japan refuse to
commit toward Arc System Works Games. In the world of fighting games, community is the
most important component to keeping a game alive. Players need to discover new techniques or
tech to keep competition fresh and exciting. New tech takes time to research and hours of
practice to master, which makes time a limited resource. The problem with Arc System Works

Games, stems from an over saturation of the market. Releases of too many games, updates and
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DLC’s in such short a time frames, strains the amount of time players have to dedicate on a
particular game. Every update, sequel, or new game fractures the community, forcing players to
choose between learning the new game or sticking with the old one to avoid losing. A fractured
community means a smaller community, which in turn reduces competition. Players in other
countries, where arcades are less prevalent are reluctant to spend 40 dollars and invest time on
the latest iteration of Blazblue, when they know another installment is around the corner.
Combine this with competition from other games, and eventually the player base dwindles, and
research into new tech grinds to a crawl.

It seems history repeats itself as a similar event occurred during the 1990°s, when the
market for fighting games crashed. Too many games, too many sequels and revisions meant
there wasn’t enough players to go around. Instead of simplifying their games, and flooding the
market, maybe Arc System Works should release fewer titles and allow the market and the

community to grow uninterrupted instead.



