Super Mario Galaxy 2 interview with Yoshiaki Koizumi, from the "Tokoton Tanoshimu Super Mario Galaxy 2
Book" by Enterbrain Mook (Kadokawa Future Publishing).
Transcripted and translated by @CometMedal (Twitter).
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"Mr. Koizumi, who had been the director of the previous "Super Mario Galaxy", was this time involved in
production as the producer. In the 3D "Mario" series, where the titles changed across hardware, how was
this game, the first complete sequel on the same hardware, born? Additionally, we asked a key person who
knows everything about this game, from Mario's power-up mechanics to the surprising truth (!?) of Yoshi and
Lubba, about the secret story of its birth."”

—3DDITYAJELTIEB L, FHREVSH TIR—/IRA—T YA F v 590 —2 156 B2 LTz E oM T DN THZ T
12ELY,
"Please tell us about the reason you decided to make "Super Mario Galaxy 2" into a sequel, something that is

rare for 3D "Mario".
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Koizumi: Although the previous game was made with a great deal of power over a period of two and a half years, |
couldn't use all the ideas | came up with, and the terrains | created. With that regret in mind, Miyamoto (Shigeru
Miyamoto, the creator of "Mario" and "The Legend of Zelda") told me, "Let's make a sequel in a short period of time
using the same system."

"Alright, let's do it."

We gathered up the staff and began by pinning down the best parts of the previous game. At the time "l was satisfied
with that", everyone said, "That's fine, but we wanted to do more."

So, | heeded the response that | could create "Super Mario Galaxy 1.5" using the same system and stages.

At that time, | used to call it "1.5" because | didn't try too hard, but as a result, the content and production period
became something that wasn't "1.5" (laughs).
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"Even while playing, | didn't get the impression that many of the stages from the previous game were used
(laughs)."”
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Koizumi: An opinion was held of there still being many ways to entertain by making use of the playing field terrain,
something that had been a feature of the previous game, and while incorporating ideas that had not made it into the
previous game, the volume had gradually changed from "1.5" to "2". Also, it had been the opinion of overseas
customers that the previous game was "less difficult”, so this time, we made a tough adjustment. However, 3D games
have a high mechanic threshold from the get-go, so | was careful not to increase the difficulty of the mechanics, even



if the difficulty of the game increased. We whipped together the camerawork and courses by making the best use of
our know-how so far, so even if the game is difficult, | think it can be played comfortably.
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"In addition to the difficulty level, are there any other factors that could be realized because it's a sequel?”
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Koizumi: When creating a new game, start by gaining an understanding of the system. In other words, | first include a
tutorial that explains each action one-by-one, but | think that's an element that frustrates those who're familiar with the
game to some extent. Becoming "2", it evokes aspects of a game for those who played the previous game, so a
tutorial can be created and seen by those who need it. Therefore, this time, the tutorial comes in the form of the "Tip
Network". If you have the know-how, you should be able to enjoy the game to its fullest extent just as the game starts
after skipping the Tip Network.
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"When it comes to '2', do you feel it better to have played the previous game?"
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Koizumi: Although it's a sequel, the story isn't a complete continuation in the sense it follows the system, so there's no
need to worry about it.
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"l believe some will experience 3D 'Mario' for the first time through this game, but is it okay to begin so
suddenly with '2'?"
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Koizumi: Since 3D Mario can truthfully perform various actions, it may be difficult for first-time users to suddenly bring
out their full potential. Be as it is, | am trying to make it clearable one way or another. However, if you learn more and
more techniques, you will find different methods of clearing the same stage, and each time you improve, you will find
it possible to enjoy new discoveries. So, | would like for you to take on various challenges. To help with that, | decided
to include a textbook DVD called "Super Mario Galaxy 2 For Beginners". This DVD starts with how to hold the Wii
Remote, and is also rich in Super Play content (laughs). | think it'd be better to watch a recording of someone who is
good at "long-jumping”, rather than just explaining the mechanic in words. So, I'd like for you to improve as you watch
this DVD. Even if you're the type not to watch the Tip Network, | believe the latter half pertaining to Super Play will
come in handy.
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Before | knew it, "Super Mario Galaxy 1.5" became "2".
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"l would like to talk about new elements in this game. How did new power-ups such as Cloud Mario and Rock
Mario come about?"
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Koizumi: | came up with ideas alongside the staff, and some survived being scrapped. Of the ideas we implemented,
Cloud and Rock weren't the first. We had an idea previously that a foothold could be created by spinning, or that one
could roll by shaking the Wii Remote, and | decided on it, feeling, "This is unique, so let's turn it into a power-up."
The foothold that appears midair could be a cloud, so a Cloud Mario setting with a costume to match was created. By
the way, there had been a candidate for a power-up called "Bone Mario". | can't go into detail, so I'll leave it to
everyone's imaginations as to how it worked (laughs).
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"(Laughs) Also, the appearance of Yoshi is a big, new element in this game, huh?
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Koizumi: Truthfully, Yoshi had been part of the planning document for the previous game that | wrote five years ago.
Originally, | had an idea, but the mechanics utilizing spherical terrains and gravity were a new experience to me that |
had not used in other games, and | decided that combining it with Yoshi brought out too many play elements. | was
able to bring them to fruition in the previous game, so this time around, | was gleefully able to take on the Yoshi
challenge.
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"In galaxies Yoshi appears, eggs are strewn about with no rhyme or reason, but Yoshi being able to exist in
outer space... (laughs).
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Koizumi: That's because this time around, it's a Space Yoshi! Yoshi can be found in various places (laughs).
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"And this time, Yoshi will naturally return to his egg if you hop off and leave him for a while, right?"
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Koizumi: He becomes homesick. This too is a mystery of the cosmos, huh (laughs).
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"(Laughs) Yoshi is able to make use of three types of power-ups, and there are courses to match them. Were
the power-ups made for these courses?
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Koizumi: No, the power-up mechanics were created first. For example, if | create a certain item or power-up, | make it
based on the idea of what kind of course it is interesting to play with, so | don't often make power-ups for the course.
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"l see. By the way, do you have a favorite galaxy?"



INR RYILEVWSFHTAT LD HEDTT I, TNEFESI-FvI37P—TT R, LOEEIENSEDHDREIRIT TR
AIKEWSRATRAMNTEDIFTLEBEARLEE>TVW DT, ZOBEZEZFIMETIEEETWEASTZATY, SER 2y
I DELERIIILEVWSTA TP IXERIZEEIRITEILET. XL ERDHEIBELLANRT—UNTEL LS RFRAH
THE=792a E>T=D T, KIPKERTEG L,

Koizumi: There is a new item called the Spin Drill, and it's the galaxies that make use of it. Truthfully, Miyamoto said
we should be able to do something with the concept of piercing through the planet and coming out of the other side,
but it wasn't something that could be answered in the previous game. The idea of a drill that the staff proposed this
time around was a mechanic that involved the creation of an interesting stage with puzzle elements by drilling through
the backside, and it finally came to fruition.
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"Starship Mario is also a somewhat different mechanic, isn't it?"
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Koizumi: | had been thinking about creating a Mario-esque planet from the previous game's plans. However, at the
time, there were many things that were technically difficult to express as terrain. But, it was proved to be possible
thanks to the know-how we had from the previous game, and this time, the staff created it. This, too, is the merit of a
"2"nd sequel.
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"Lubba preparing Starship Mario gave me a feeling of a very unique Galaxy."
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Koizumi: | had set him up to be the story guide, but he's a grandma who rattles off useless things on occasion
(laughs).

—BIEBPABATEIMN ! ?
"A grandma!?"
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Koizumi: Ah, no, | don't know his gender (laughs). Well, he's a nice character, and when he calls out, "Hold up a
sec!", and | mosey on over to speak to him, he says, "You've been through a lot lately, huh?" (laughs)

To add, if you shoot him with a Star Bit, he'll react in various ways. | pray you'll find yourself attached to Starship
Mario.
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"Also, as | proceeded further in the game, | was surprised to see the inclusion of a "Super Mario 64" course.”
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Koizumi: This time, we've added a nostalgic galaxy that evokes the courses of "Super Mario 64" and "Super Mario
Sunshine". You can play either course of that time with the power-up mechanics of this game, so | think it's possible
to enjoy it with a slightly different feeling.
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"l also felt as though the unforgettable "Co-Star Play" was very convenient this time around."”
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Koizumi: In a sense, it may be breaking the game balance (laughs). It plays the same role as Co-Star mode in the
previous game, but with more ways P2 can interact, such as by grabbing Coins and 1-UP Mushrooms. Truthfully, the
Co-Star Luma is in the game's logo, because "Co-Star Mode" is the part | want to recommend. It's fun because you
can enjoy the feeling of contributing and accomplishment more than in the previous game.
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"You can even pretend to help Mario and get in the way, right? (laughs)"
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Koizumi: If you're playing with two people, not making it easy should be exciting. Well, prank responsibly! (laughs)
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"Please give a message to readers who are going to take on this game."
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Koizumi: With minimal necessary hints and difficult gimmicks, action games have recently become unusually robust.
But, so had been "Super Mario". Even while making mistakes, | will improve. | believe everyone holds the desire to
improve, so please do your best and take up the challenge. If you put in the work, you'll definitely overcome it!
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"Anything for users who aren't good at playing 3D games?"
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Koizumi: Although it's a 3D game, we've prepared plenty of clear-cut levels that you won't get lost in. So, | ask that
you play and not knock it until you try it. People who've been out of gaming for a while may find themselves surprised
that "Mario is like this now", but there is also a nostalgic "Mario has been like this" side to it. This game is not
designed to insult the memory of the customers who play it, so please play it to the end. And if you beat it, | definitely
want you to play the previous game (laughs).



