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m You mention FF11 is your favourite, can you tell us why? Do you still play it?
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m Since SoP used the Final Fantasy license, were there also concepts you wanted to put
into the game that you couldn't because it had to fit as a Final Fantasy game?
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m Team Ninja is a studio with a rich history, that went through a lot and had just had a
well-deserved big hit with Nioh 1 and 2. What was it like working with them?
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m Action RPGs have a rich history, what games did you look to for inspiration when making
SoP? Many casual fans would point out surface-level similarities to Nioh and Dark Souls, but
| would assume there are deeper ones.
T—LDERBAIELCENR—=XIZIELE>TLET A,
EIWREBZTT I aVFNhRITAXTHREL. UFIRAAFIELH RO RO T—4
EZ—EERLTOEY,

HREEFVT 2BV TA—LEE S REISENA BBV IILF 7S —ELTHIEL - o f
=8,

L BFIXFF5. FF11., League of Legends. TCG(Trading card game) D{t4k&7 o3> — L
[CEEMA-0? ELSFEBLEMYANTIL /=85,

HEALIZEWSRECIZRYET,



m SoP is both extremely in-depth as well as very representative of the FF series and all the
hits (classic status effects, buffs, abilities like jump and doublecast) are represented in some
way. Where there any particular challenges, opportunities that stood out, stuff left on the
cutting room floor?
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m Speaking personally, what is your favourite build, weapon and job to use in SoP?
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m SoP is fairly complex in its mechanics. Not only are there Jobs, Subclasses, MasterPoints
and Affinities, there's also the more action-parts like collisions with walls, knockdown and
ring-outs. This is unique for action RPGs. And gives SoP a more arcade-feeling. What
prompted this decision?
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m Both SoulShield and SoulBurst are fairly unique mechanics, what inspired them? Also
what was the initial idea behind Jack crystalizing his enemies to kill them?
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m Stranger of Paradise uses MP like many RPGs, but cut into segments. The original Final
Fantasy used spell charges, while some ports used numerical MP instead. What inspired
Stranger of Paradise's hybrid magic system?
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m There were rumors that you, or the team, were planning to do another SoP-like game that
would be a prequel to FFX. Covering the adventure of Jecht, Auron and Braska. Is this true?
If so could you say something more about it.
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m You mention Sonic giving you a lot of joy in your youth, did you ever have ambition to work
on similar platformers or work for Sega in particular?
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m We 'met’' because | found that you played your own games, and were quite good at them.
It's surprisingly rare to see a game-director do this. Why do you think that is?
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m SoP was finished with DLC3, giving the players nearly infinite builds to play around with,
as well as the rifts going up to level 9.999. Were there any elements you would have liked to
seen added that you couldn't? For example if a 4th DLC was made, what would you have
liked to have seen?
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m any things you would have done differently about SoP looking back at it now?
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m SoP's DLC were more focused on gear than the base game, with especially DLC3 being
very hard to beat without first collecting a good set of relic gear with an idea of which
affinities to use. Why this change in direction, when the original idea was to focus more on
the hardcore action players?
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m hardcore players noticed that after patch 1.04 (might not be the correct number,
apologies), the enemies became less agressive. Was this done due to user feedback, or an
accident? Were you aware of this change? Example:
https://www.youtube.com/watch?v=TBrpjrekS2M
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m games are starting to become more of an auteur thing, where only the Director takes the
credit, while the games are of course giant undertakings of a lot of staff. Are there any other
staff members you would like to express your thanks towards?
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m As you said, you are currently independant. Could you tell us a bit more about the design
process behind CHRONOS MACHINA, the idea and how your work on it goes?
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m What are your plans for the future after Chronos is finished?
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m Closing question: if people want to reach out to you or play your latest works, where can
they contact you?
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