{The beginning sections is a bunch of different cuts of lines throughout the interview}
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[Hello everyone, | am Xiao Y]

{Xiao Y sits on the left, B474& 3 (Blackgoogle) sits on the right}
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[Welcome to the second rendition of "Planning Face to Face"]
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[Hello everyone, | am Blackgoogle]
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[l am very happy to have the opportunity to participate in "Planning Face to Face" again with
Teacher. After the last episode, | saw that the production team was very hard-working, so |

am still hesitating whether to "torture” you again.]
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[I don’t think Mr.Google needs to worry about the questions being too sharp or anything like
that. The purpose of this show is still to be more sincere in facing the players, sharing with

them some of our current thoughts or the issues we've encountered.]

B: ZHIEMNBT LE—HRREHT — T ERZE

[Our previous episode was about sincerity, right?]
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[Right, right, right.]
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[Well, let's ask some sincere and pointed questions.]
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[Alright, so first, the word that players frequently mention in the community feedback is
"fatigue.” When discussing this "fatigue," everyone describes it differently. Some players feel
that the "fatigue" comes from the daily activities after finishing a version's event, where they
feel like they have to do something every day, leading to a sense of fatigue. Other players
might feel that a single event could be too much for them to handle, and that, in itself,
creates a sense of fatigue. So, regarding this "fatigue" situation, what kind of adjustments

can we expect in the future for ZZZ7]
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[To address the issue of "fatigue," we’ll look at it in two parts. The first part is about content,
specifically the visual experience. We believe that the reason players experience "fatigue" is
often due to the repetitive nature of playing similar things day in and day out. Over time, after
being exposed to content with similar structures or visuals, it's natural for players to feel this

"fatigue.”

The second part concerns the player's daily gaming experience. Whether it's the content
they engage with on a daily basis or, to put it more directly, what they experience after
logging in each day, or the feedback they receive from the goals they pursue—it can feel

repetitive. The feedback might even be delayed or weak. We don’t just want to make



improvements over the course of the 2.X versions; for example, we want to rework and
update existing content in the game, such as behaviors players engage with daily. We know
that some actions players take every day are relatively fixed, so we want to reorganize and

refresh those experiences.]
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[Speaking of the 2.X version, | actually want to ask a bit more. Since we're already at version

2, should we expect a lot of changes?]

Y. XN EIEMTREECEZ M. FEREMNMABRKINEXMN—LRIFERIENM— L8
EERHEMNNIRINHMDOEHAN—LITNERAS X RAARIBEEX RN —LIERH
NBEZRAEMHE - LR MBIV RBMHET BB EBHE XM — L my B EETM— L
TABEMNE M- LRE

[There will definitely be quite a few changes. Whether it's our characters, the related
storyline and its concepts, or even the behaviors within the main city that we just mentioned,
as well as the battles in the city’s levels and the exploration within those levels, we will try to
make optimizations and changes. Specifically, for aspects closely related to "fatigue," such

as daily routines and certain behaviors, we will also make some adjustments.]
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[Well, there are still many questions that can be asked in our program today. | can put what |
want to ask as a "big move" for later. So, where should we start? Let's begin with the

storyline.]
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[In fact, we have also read a lot of feedback from everyone about the plot, and we have
some disagreements and discussions internally. But in terms of the outcome, we will

definitely adopt a more radical approach in the future.]
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[So, has it already been reviewed internally?]
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[Yes, actually, we do this for every version. We've always wanted to provide players with a
satisfying audio-visual experience. By combining the high-quality performances and artwork
within our current product, we aim to integrate these elements with simpler, less complex

concept designs.]

{Comic scenes in-game is shown in the middle of this line}
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[At this point, the bullet comments (or comments in real-time) will usually start flying by,

saying we're still being stubborn.]

{Bullet comments refer to the comments flying by feature on bilibili}
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[A more satisfying audio-visual experience, but as of now, it hasn't quite reached that result.

It might not be as ideal as we hoped.]
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[Hmm, actually, for someone like me, who's into the "old-school" second dimension (2D
culture), | really resonate with this aspect. | really like the style of ZZZ. At the same time, |
also know there’s a lot of buildup, leading to a plot point where the foreshadowing from
earlier is revealed. | also enjoy the fast-paced, constantly intense rhythm of the storyline. But

these two elements can sometimes be somewhat contradictory.]
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[Actually, what Mr.Google said is very on point. To give a more specific example, between
the main story chapters, there might be concepts like "Special Episode." "Special Episode"
itself aims to provide players with a fresh storyline experience, offering a new perspective
through a brand-new agent, bridging the main chapters. This is intended to give players a
sense of immersion and a fresh experience in terms of both engagement and the storyline.
While we’re working on "Special Episode”, you can think of it as something essentially part of

the main storyline.]
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[Because during " Special Episode”, the Proxies is not involved in it.]
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[Right, and as Mr.Google mentioned earlier, the Proxies’s involvement in " Special Episode "
is actually a bit weak. You could understand it as a significant portion of players placing their
emotional investment in the Proxies’s perspective. It's almost like they feel they are seeing

the actions of other characters through the lens of the Proxies’s viewpoint.]
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[From the Proxies’s perspective, | actually learned something | wasn’t supposed to know.]
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[Yes, yes, that's about right—it has that feeling of a play within a play. So, we feel there’s still
a lot of room for improvement. In the future, we might do it even better. For example, the
character Astra Yao, the female star, was one of the first characters we designed for this
kind. We want to gradually develop the emotional connections between characters in a more

natural way.]

B: it SR Z ATHIARHEM AR FEMREZE N EFEALEAT UMK X AN R th EE %

[Actually, she had been in contact with players online before, but since they had never met in

person, players' impressions of her were relatively shallow.]
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[This attempt might have been made in some events, side storylines, or towards the end of
the main storyline, where we did some of this so-called foreshadowing. However, what we
later realized is that players' demands are still focused on having meaningful interactions in a
relatively important story. These interactions should allow the character to build a deeper
connection with the player or the player’s character, rather than just small storylines in

events or casual private chats. While those things are nice additions, they are more like the



finishing touches. You can’t expect that after doing this, players will feel a fully developed
emotional connection with the character. Naturally, we saw feedback from players saying,

"How did Astra Yao suddenly become so familiar with me?"]
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[This actually feels quite real because it's like meeting someone online, chatting every day,
and having a heated conversation, but when you meet in person, you don’t recognize each

other and it feels completely unfamiliar. That feeling is really true to life.]
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[Meeting an online friend in person might not be as smooth or perfect, so there could be
some awkwardness. But, of course, Astra Yao, as a character, is a big star, so there’s a
difference. The nature of her character is different, and the players’ expectations at the
moment they meet her are that they want a more special experience. | know my description
might sound a bit vague or ambiguous, but what | mean is that we really want to create a
situation where, through a reasonable progression, the character Astra Yao can gradually
build a deeper emotional connection with the player in a way that feels more immersive. Of
course, some people might say they don’t need her to gradually build that connection, but

they might be looking for a more unique conflict or a more special change in their interaction.



For example, let’'s take Hugo and Vivian. These two characters, as you can see, we’'ve made
some attempts in this regard. They already had significant roles in the previous chapter, both
in their interactions with the player and their importance in the storyline. So naturally, in the

next version or in future updates, players won'’t feel as unfamiliar with them]
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[That’s true. Although there was some foreshadowing before, when it actually progressed to
the later stage of that version and the storyline involving Astra Yao, it was like, "Eh? When
did | meet her?" It didn’t quite match up with the online friend | had been in contact with. In
the upcoming versions, for example, as you just mentioned, on a more micro level, will there

be better solutions or ways to address this?]
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[Earlier, we were discussing how to improve things on a planning level, whether it's for the
characters introduced earlier or those coming later, in order to allocate more space for them.
Now, turning back to the micro level, for example, the first point is that the entire task flow is

too tightly packed.]
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[The pace is very fast, and it ends quickly. Although it's quite exciting, it's over in an instant.]
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[Right, it might have originally been a very exciting story, but due to the overly tight pacing,
the emotional buildup for some of the earlier characters or the story development wasn’t
enough. Because the pacing is so tight, it doesn't allow for a good integration of gameplay or
interactions, making it hard to create a deeper, more perceptible narrative experience. The
two points | just mentioned ultimately lead to a situation where the character development
sometimes feels insufficient. Either the story feels too short, or at certain points, we expect
the emotions to rise, or we think the player should feel a shift, but that emotional moment

isn’t fully realized.]
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[This might sound a bit abstract, but | think | understand what Xiao Y is getting at. Before the
release of version 1.4, there was already a lot of buildup for Hoshimi Miyabi. Whether it was
the battle against the Hollow in the previous storyline with Nineveh, or the CG featuring
Miyabi, it was all very impressive, and everyone had a deep impression of it. So, when
players finally got to experience her story in version 1.4, the impact was really strong. | think

this is a great example of how it should be done.]
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[We think this is a good example, especially in version 1.3, with the "Special Episode"
content. In that version, there was already some narrative development for characters like
Miyabi, Yanagi, and the characters from Section 6. So, when players encountered these

characters, it felt natural.]
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[They weren’t unfamiliar or suddenly introduced.]
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[Start laying the groundwork for the related storyline earlier, adding more details and depth.]
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[Exactly, it's not about suddenly introducing a character and expecting you to like her in a
relatively short span of time. What we’ve been focusing on so far is mainly the narrative, but
when it comes to gameplay, we won'’t just focus on a single version. We’ll pay more attention
to the long-term experience across a series of versions for the players. As mentioned earlier,
for version 1.6, we’ve already made similar adjustments. However, in the 2.X versions, we

hope to improve on this and provide players with a smoother storyline experience.]
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[Earlier, we talked about the combination of gameplay and narrative. As a player, | personally
really value this point because, since the birth of “Space Invaders”, the video game industry
has been defined by the integration of narrative and gameplay. This combination is a key

factor that distinguishes video games from other forms of entertainment.]
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[Hmm, honestly, after we increased the weight of the levels in the main storyline, we found
that, first, the length of the process is an issue. As you know, to carry the player's
emotions—whether it's a moment of sadness or excitement—it requires a certain flow
length. The length of the player’s experience and the emotional shifts they feel can
sometimes be a bit misaligned. This is the first point. Maybe our writers have created a good
story in terms of narrative, but the gameplay process, as | mentioned earlier, is somewhat

difficult to carry the rhythm of the narrative.

The second point is that we feel, whether it's the way we’ve arranged certain scenes or the
gameplay interactions, the integration with the storyline feels a bit stiff. For example, in some
of the levels with mini-games like the Proxy hacker mini-games, those kinds of mini-games
don’t really have a well-developed connection with the narrative experience. They're still
relatively generic, meaning we’ve added some variety to the level design, but it doesn’t quite

blend smoothly with the story.

The third point is the overall atmosphere of the narrative. We've made some attempts, but its
emotional impact isn’t strong enough. For example, in certain segments, we did well in
certain parts, like Miyabi’s illusion. The concept of the "demon blade illusion" might have
worked well in certain scenes, but overall, the atmosphere we’re trying to create doesn’t

align well with the current direction of the story.]
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[Hmm, actually, players in the community have been having quite intense discussions about
the integration of gameplay and narrative. Everyone wants a story to be told well, which
requires enough buildup and enough length. But considering ZZZ's own game pacing, which
is fast-paced, these two aspects inevitably have some contradictions. Finding a balance

between them is really challenging.]
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[First of all, we definitely feel that this is quite a challenging task internally. However, that
doesn’t mean we think it's impossible to achieve a better balance. | think what’'s most
important is, as mentioned earlier, that each version should be able to tell its story effectively.
It's about how well the content of the story and the gameplay elements related to it can be

matched together to create a better overall experience.]
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[Actually, like the example of Miyabi you mentioned earlier, | also really liked how it was
handled. It was done really well—she doesn’t draw her sword, but the player can choose to
draw it. However, after the player draws the sword, Miyabi herself suppresses it. | think that

was really well executed.]
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[We’ve made some attempts in small or localized modules, and the reason why Miyabi is a
good example is because at that time, we really wanted to convey that sense of inner

conflict, right? Similar things could be done in other places, but at the time, we just chose a
specific segment to showcase that. Moving forward, when we plan for the entire version or

even for future versions, we’ll continue to try incorporating more of these kinds of elements.]
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[Actually, in version 1.5, Evelyn’s storyline was also similar. She had to climb the tower to
find Astra Yao, and | think that part was well done. However, because that segment was so
focused on combat, it became a bit easy to overlook the narrative elements happening
alongside it. So, while you could still feel the atmosphere and experience the attempts made,

there are times when, inevitably, such contradictions can arise.]
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[Our gameplay itself requires players to be highly focused, so as much as possible, in terms
of pacing and arrangement, we try to handle these two elements in ways that, for example,

offset them or separate them.]
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[There are some pacing adjustments?]
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[Exactly. Then, for each thing the player is supposed to do, we want to ensure they are fully
focused. If they're supposed to fight, we should make sure that the atmosphere is in line to
create the best combat experience. For moments that require performances or interactions,
we need to enrich and enhance those experiences—whether it's a boss battle or a
narrative-driven fight, these are areas where | believe we perform relatively well. However,
the reason we encounter the issues that Mr.Google mentioned earlier is that, for example,
interactions tend to be weaker. There aren't enough segments like Miyabi’s illusion, or similar
experiences. These moments aren’t plentiful enough to stand alone as their own content, so
they end up being mixed with other experiences to balance things out. But looking back now,
this kind of balancing hasn't had the ideal effect. The best approach would be to perfect the
design of each of these moments and then deliver the best possible experience to the player

in each section where they need to play or watch. That’s the ideal scenario.]
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[Since Teacher Xiao Y has shared so much, I'm sure the comments are already saying "here
they go, making more empty promises." How about we talk a bit more? Can you give us a

little more insight into the future direction of the storyline?]
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[This is... *whimper noise™
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[Of course, if everyone is so concerned, we can still reveal a little bit to you. Overall, the

stories we tell in the first season are still lighthearted, cheerful, and positive.]
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[A bit family-friendly. In the end, everyone is happy]
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[Plot Outlook: Explore the depth and reflect the three-dimensionality of the characters]
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[As for the second season, we will focus more on exploring the depth of the characters and
try to highlight their multidimensionality. In the new season, you'll be able to further see the

entanglements between the characters and their complexity.]
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[Exactly, the relationships between the characters. Of course, we won’t forget our old friends

either. In the second season, everyone will still be able to see their presence.]

B: HEXMERETFZACHIERINTAEMNABARMBEEELLEEEREXR1.5E
BIEMIX N BARAX LA L AN 3E KR EMEMINMFREAXMEMTUBRIARSH

XA EE

[Actually, the issue of keeping old characters active is something that gets brought up a lot in

the community. However, in versions 1.5 and now 1.6, characters like Ellen and Lycaon have



had their presence, and you can see that a lot of adjustments have been made in this

regard.]

Y: ER17TBRARRERZRREVTRASPSNRREAT DN FRMEMER L LTI LES
BEARESHAREINEEREMEBEENHNZEBER. ETHECHAEHARARS
AUTRRELHENEELERZERNARMTATHELHAZRNESERNNTER
UHMESLEEMAXEREMMAXURRNERER TR KLU MLERINNABREE
% B T ATH — LE 4 R AT %I

[Actually, in version 1.7, Lycaon will still have quite a bit of screen time with Hugo. Even
characters that have already been introduced or have appeared before, we still hope they
can shine at certain moments. So, you don’t have to worry that after the main story ends,
these characters will just disappear or anything like that. At the right time, whether through
integrating them into the main story or in other ways, we will still do our best to give these

characters more special moments that belong to them.]

—FERXMLERB)ARBRNMBRERERGRREXNLPERFNZEFALUKX
PRPURABFUEEIFREREE - FEXERERERSBIFZD

[The first season of ZZZ gave me the feeling of many foreshadowings, and it seems like
there’s a lot more behind the scenes that could be expanded into a big story. So, does this

mean that in the second season, these foreshadowings will gradually be revealed?]

Y: MR EFZFERMNATUA—TREAWARRAESZH TN ARMBRZNBESTH
REMNEEFRMEE AU T IEH | F R

[Yes, in the second season, we can use a very specific term: the situation will feel like it's
escalating. The first thing we’ll do is follow the protagonist into the area called "Waifei

Peninsula”.]

B: T T3k |

["Waifei Peninsula”.]



Y: W ARRBEAEX BRI E 2N E S REIZIH KB E R 2R

[Yes, the early settlers of this region were tasked with monitoring the highly volatile Lemnian

Hollow.]

Y B thRRTFRIERX—FERZHEERRNENT ERMREERIXE thth 27X
ZIFTHFHIREASRTEARFKREMRNES E LR EHIEI K

[The name Waifei Peninsula is derived from the Cantonese characters for "protect” and

"anomaly"

from the phrase "protection from the anomaly called Hollows.". {better use the English line

here since it explained the name better for the English audience}.

The Proxies came here for a specific reason, and they will also meet various new agents

here. Of course, while getting to know new companions, new crises will inevitably arise.]

B: XMET A RLIEHIRA

[This plot seems a bit familiar.]

BPP: RIIERE: SIS IFALMEE RN E

[Plot Outlook: A more intense confrontation with "The Exaltists" and other organizations.]

Y: B R AEHHIMRENABNBIAREHAZAR TR BT T L AR LA th B XN
MRFEEEZP AR BRI EALAEX - FHRMAREF BRI E

[Hmm, in the new area, the one we're familiar with is our "old friend" Sarah—the bad woman.
She is also preparing for a big move. As for the "The Exaltists", this organization will also

have more intense confrontations with everyone this season.]

B: LB 2RI T 14T R | 2B NMRERS?



[So, this is a continuation of the plot thread from the previous 1.4 "Sacrifice", right?]

Y: 3¢

[Right]

B: TS AR MM AZFHEATHRTARZMURET XN EEMIZH

[So you're saying that Sarah disappeared after 1.4, right? She disappeared, and that means

she went to this " Waifei Peninsula ", correct?

BPP: RIEREBAEL T AEXMME

[Plot Outlook: Uncover more secrets related to the protagonist.]

Y: HMEFSHRNTEEMN - RRAREF -FERRINEN ZANE FTH—LRERD#H
TRAAEMAS MEEEMNEARREAS LM —LWE

[Yes, based on Sarah, this important antagonist character, in the second season, we will
gradually address some of the plot points that were set up earlier, including the true purpose

of the "The Exaltists” and some of the secrets surrounding the protagonist.]

B: ENM A S EMMEERKERXNHXNFiam T E R t11E3H.D.D.MEHEM Z R E
EHEERRRE LLEBRTESHIN BN — REX DIR853 2 FRT IR
RERRX DX REAANXTENREREREMNRIEPESRNEH L BRD

[The secret about the protagonist is something | actually noticed right at the beginning of the
game. When they activate the H.D.D., the proxy | chose has a blue ring around their eyes.
After the "Sacrifice" battle, this detail stood out. So, can we expect any explanation about

this eye-related plot point in the future storyline?]



Y: AEMIRBERAEREMRIFESPREAEERTINERARRHMNHEAINH.D.D.REHA]
RER N NEMNELEMNRECRBERBAMEIELES THIMK KIEEANSIA—
FBEAESHENEREERBNARRNESRETABRBBIF AR N ARMBE—
gl

[The proxies’s eyes will play an unexpected role in the future storyline. The reason behind
the creation of the H.D.D. system, that small computer at our home, will also be gradually
revealed. Meanwhile, the "Mayor," who already appeared in 1.6, will guide the protagonists
down a path that uncovers more secrets. As the plot develops, we will gradually uncover a

hidden corner of Eridu's secrets alongside the main characters.]

YV AEEZFERAEMNEREAFERINACFERSHURELMEBZHEILINKE
BEP—MAFEZFHREFRRNSZHFE T HHBTF N NS TN &5 H A B2
MEEFENESIBLRBENESMENEN ZELIMIENNEMNINTFREMNETRAENE
AHRRBSEE

[In the second season, the proxies will have more interactions with several very special
characters, one of whom is Yi Xuan from "Yunkui Summit". Throughout the season, we will
gradually learn about her hidden past, and she will become a strong support for us, acting as
a guide and teaching us various abilities. As the current sect leader of "Yunkui Summit”, Yi

Xuan's expertise in mystic arts will be of great help to the protagonist.]

{Brief clip of Yi Xuan reveal is shown here}

B: B&FEITE

[Yeah, it looks good.]

Y:BRT MRS BB EMARBXEB AR AMLEEE ZFEZ M LUHF—T

[In addition to Yi Xuan, other mysterious characters that everyone is interested in will also

appear in the second season, so you can look forward to that.]



B: XA MEEZ A 22?7

[Are they ?? and ??7] {Bleep censor on two names as Blackgoogle spoke about them}

Y XA RSB RMNAARER R is

[Let's cut this part. We need to keep some mystery for everyone.]

{Blackgoogle’s naughty little evil laugh}

B: MXNEH 4 s IR EA L T BHID

[Is there anything else you can tell us about this?]

Y: AR FEERMNMAILURRITE - TURESE BN — LEE LN KFTE
ZEWLLEESH /DA, URENEEHERRER LML HTHEERE - SHERME
BREERASRNXFEH4ABHEIIESE - 1TE_FHBHINESPVEL

[Actually, regarding the factions, we can give a little preview. Some of the factions that will
appear in the second season include "Yunkui Summit", where Yi Xuan is from, the Obol
Squad, the idols of "Angels of Delusion," and other brand-new factions. However, I'll keep
the specifics of the characters a secret for now. On April 13th, we will also release a teaser

PV showcasing the characters that will appear in the second season.]

{Images of the faction banner for the 3 mentioned factions are shown}

B: RIEE I RERMNMEEM LENFEHFHANETMESFRRMEL th ZHAFHUKER B
KEXHEEMNET., ERGRIULEESL20MXITEREFETSRIFERERES — Mo 8IE
HHERAREBLEMARBBERLLLMGEMNIF HEERX TR A EES LM 45
By



[The storyline so far, along with the upcoming updates, will bring significant changes, and the
anticipation is high. But to be honest, for an update of this scale, | don't think it fully lives up
to the expectations of version 2.0. The storyline can only be considered one part of it. As
mentioned earlier, many elements will undergo changes, such as the main city you just

mentioned. What kind of adjustments can we expect for the main city?]

Y: BERBER—THHERKER F B HHHIASESHIX A — 5

[First of all, it will definitely feature a new art style, along with a new cultural and ecological

design for the main city.]

B: RTEBIZEM EMATILERHE — M EFH T

[Is it a change based on Lumina Square, or is it a completely new main city?]

Y. BEER—EHFHMIMERBE T LULENB—TRMNM2.0FT BRI E WM thig® T —
MR BAIET T IEH

[It will definitely be a new, independent main city. | can give you a brief introduction. From
version 2.0, the so-called new main city, | also mentioned a key term earlier— Waifei

Peninsula.]

B: T T3kt | 7L 2 #789 E 3K

[Ah, " Waifei Peninsula " is the new main city.]

BPP: TB¥EIT | s X @I T35

[Failume Heights: A new "main city" with Chinese characteristics]

Y: AT LAIX 2 AT B IE i | P a9 4% 0 R DB BT | E R BATM M T HIX e T E MRt
RETRZHMNUHNPAIEAREE(ERF)WHRANN AR 2T H -5 UE R



K, XEARENTRE SHNAREFFRMIBEEN . FETHARFEY R EE
T R AE 2 BT B R

[You could say that the core area of " Waifei Peninsula ", " Failume Heights ", will serve as
our new main city. The design of this new main city incorporates many elements of
traditional Chinese culture, blending them with the worldview of ZZZ to present a cityscape
that is quite different from the previous areas. Here, you will find leisurely teahouses, ancient
pharmacies, and the serene "Suibian Temple”. The aim is to bring a sense of familiarity while

also offering a refreshing new experience.]

B: TREfEM ., AILIBEENREBLENBENENA

["'Suibian Temple” =~= "Casual Viewing”? Means you can casually observe, right? Could you

tell us more about it?]

Y: TR EREEMNEXRBELXE AN AERETREARBELXBEREREXNHE
KT M 5E LA ARNERMMRIER FRMNMIES S8 REMERME R M
NEZ I ERMEFEMIMROFLEXRREREZRANRELXNZ AHNAKEZHMMXERI &R
NECLBEXBERZRAEBNBEREE T ESTH R INE M LUARE RS EEHITHEE
MFRMI BEF

[" Waifei Peninsula ", was originally a place for observing the Lemnian Hollow. It belongs to
the Throne Quarter and is adjacent to the Lemnian Hollow. This town is built on the
mountainside, overlooking the Bay of Xie. As humanity explored, mined, and processed the
precious material "Porcelume”, known for its exceptional Ether-resistant properties, it
became the core industry of "Waifei Penninsula." Originally, within the Lemnian Hollow was
the " Aerospace City " from the Old Capital Era. Although the entire city has since been
swallowed by the Lemnian Hollow, the Ether-stable region surrounding the " Aerospace City

" is still engaged in the mining of "Porcelume" and production in factories.]

BPP: TR 1 : 37 B 58 2 /R R B X 15

['Aerospace City ": New battle/exploration areal



BPP: TR I TN B EFE. 5| S EERE

["Aerospace City ": richer game content and more convenient guidance]

Y: ZBEZFHEMNFMNTRMRE BN EHRZS RRKBERZRMELE FHRMNUEHRI R
BHXRATREIFTRERNERSBEENMNEE - RESFERMRRRE:REEE L
FEHEMSEFERGSIS LRt EFERE L

[In the second season, we will start from the outskirts of the " Aerospace City " and gradually
explore the Lemnian Hollow . Compared to our previous combat areas, this time the "
Aerospace City " will be more comprehensive overall. It will have a larger exploration area.
From a system perspective, it will be more enriched, and in terms of guidance, it will be more

convenient.]

B: ITEER AL R ERAE R ARXBURFEATERUZ— T RESTESHDEHMA

[It sounds like a place that is both dangerous and holds crucial resources, which makes it a

spot where various conflicts are likely to arise.]

Y: HHNRE — MR EAMEAR R R X — R MR I ER RS EAREE — RATLRAE S
TEAPENFEREVRU - EFENNTHLESEXEX RAERHENGEN £—partiz
FMELRIER D REBMEFHIIFRRER L thif— AR

[That's right. As mentioned earlier, this time the " Aerospace City " will be larger and more
comprehensive. In the second season, we hope to provide richer content, and with this set of
level experiences, we aim to offer better support for the main storyline we mentioned earlier.

We will also be upgrading the overall experience.]

B: ARBREAME

[It's a bit like an official teaser.]



A\ SPOPS]

[Right, right, right]

B: IR ZEAMEHNERXNEN E AR IBHATH T E LB F R SR
I'BERTHRERABDUNERE — L2 KB FZBTHIX D

[You could say this is kind of like an official preview — we're still keeping that face-to-face
style. Now, when it comes to the new main city, how does it differ from places like Sixth
Street and Lumina Square? Aside from the visual/art style, what other differences are there

compared to before?]

Y: REI 2 BT H IR ZATMAD EASEHEEHNE - R TR HHIREARARERTIEE
RERFEHERIEHERITEENRURE LR EERETESHUREY BESH
REARRERMNIXAET AR IZARITIZHRIKEZ S ZEXNMEEERZHE R RiR
FTUREFXARERRE LMEERLBZH LHEEEZAD HMX A kB ZHAEER

7] BE B AE — AR Wi

[Speaking of which, we should mention Sixth Street first — that was actually our first attempt
at creating a main city. Its functionality was fairly complete, but to be honest, in terms of
design and implementation, we didn’t consider everything thoroughly enough, so its
scalability ended up being a bit limited. Then later we introduced Lumina Square — it’s
definitely larger, but in contrast, it lacks some essential features. Because of that, sometimes
players have to go to Lumina Square, and other times they have to go back to Sixth Street.

That back-and-forth experience... well, it's kind of just so0-s0.]
B: S Z AL AN #H R AR E R RETT 218 2 th 15 3k [E 81 & B3

[Yeah, it's true — even though Lumina Square and Sixth Street were functionally complete,

you still had to constantly go between them...]

Interjecting Y: 3& =141 &

[...VERY back and forth.]



B: [... & [E14E]

[...back and forth. *laugh”]

B:ERTHBIXITEEF—RbA —EHoH AT

[Besides being more centralized, what other aspects are different?]

Y:BRTE-LEREAMMLINGHEMGESHE R R A ERHBENZAMENAENERD
fEHE LS

[Aside from the basics — like the geographic layout or the arrangement of functional areas

— we've also tried to make things more convenient for the proxies.]

BPP: T |RE B R YRR B B iFth B R — it

[Main City Outlook: Creating stronger connections between various functional zones.]

Y: BNZ B IR A ER R EIRR R U R B R — LA E RS EE ER$T8 8
BRAFRRUENESEEERE —E T MR R REX LA KR Z B #93Fk B] & L a0 35 224 th 17
REMIFXERB\E -—MHMEEAEMNRZFEAEBFSERER ERHAEERIMIAN

[We're trying to establish a foundational level of "integration" between the player’s living
area, exploration area, and combat area — not in the sense that everything is literally
connected, but rather that moving between these different experiences, whether it's

transitioning or interacting, feels more cohesive. The goal is to give players a more unified

experience and a clearer sense of purpose and connection between these elements.]

B: G EAARA—RARARE RRERE —=

[The connections will feel more natural and more closely integrated?]



Y RERHMEENFERNEREMNEREIER T REZEN —ITRR—ITEETHIRS
F-LEAEFHRZAN T RERERPEXFHEERZEZRINEIRENF LERNH
LRBEEFEN LMERIZNIRBAERZAZRARI - FERBHNIUE LHE LA
¥ FREHAMX - RERNSME —LFE

[Exactly. After all, our earliest games had two very important modes: one was the main city,
where players had a sense of daily life, and the other was the Hollow, where the combat took
place. But the reason behind why you live and why you fight wasn’t really provided with
enough gameplay or experiential context before. This time, we’ll be making some

adjustments.]

B: EXthER—ITMELMHENAURHRX I FEHHAFEEMZEMT - EHME LK
RAETLZEU2.000— D BIARHE L

[So it’'s actually more of a narrative supplement. So, this new main city isn’t just an added

feature — it also represents the overall evolution of 2.07]

BPP: I T4 | RE E £ E R A& /R R X A LI B i@ 4T

[Main City Outlook: More freedom to move between the living areas and the

combat/exploration zones.]

Y: XPEE X R EWAHEE RN EREHRAEB AT ZIEH NSRRI | 2 LUK NIRIR 2 &Y
MR AR E R ZE R TR IR 1 2 BB A0 B R BR AR R AT S FIER FR AY

[With the launch of this new main city, we hope players will be able to move more freely
between “Waifei Peninsula”, 'Failume Heights”, and the “Aerospace City” in the Lemnian

Hollow that was just mentioned, for both combat and exploration.]

BPP: ALt TR E —EESABEXLIENTH.D.D.XE

[Experience Optimization: Completing Season 2 tasks will no longer require H.D.D.

interaction.]



Y: REXEEREHR-—TRERZAARE - LHETRN - ERHERR TANELEEL
ALUERIERABEEHDD.XMREHMNth AR ME— PR BIIAEXMH XL
FETRMESERZAZRUEGERNE - RAT - ARZXIRBESEXRENERSES
B A AN 8

[I'd like to add one more point: there may have already been some forshadow for this. Due to
certain special reasons, changes to the protagonist will make it so players no longer need
the H.D.D. system. We'll provide further details on this in the future. To put it simply, the
system will become more streamlined, with a more straightforward connection between

different modes]

B: MUEHMAESMEAERSE T HMERHM2.0FAKEHDDUART,

[It will make completing tasks much more convenient in the future. Not only has the game
been upgraded to 2.0, but even the H.D.D. system has been upgraded. Double upgrade.
*laugh®]

{“Double upgraded” isn’t a line in the original, just want to make it clear why Blackgoogle

laughed}

Y BRBNEXFRERAEIHMW—ERRMOMIOFRENNAEL LHXEEFSHRERK
MNEX-—ERAEM—LAREEN - LA EMMBEMNtEREAEX RUNNERXE S 8E
SHEAMERRNSZ MM —LEXFHLEXIE

[Of course, we actually had these ideas from the very beginning. Since 1.0, we've been
continuously optimizing the experience of the current task flow. We've also focused on
optimizing the overall task progression in the main city, outside of just the stages, and we'll

continue to make these improvements, right?]



Monitor Array Exploration aka TV Mode l
Monitor Array Exploration aka TV Mode _ ||

Explore/Fight ! Complete the mission

Accept Mission

{Photoshop this, this screen doesn’t exist in the English Dev Talk. Only the other two.)

Y REFR20OMAR BN ELEBMRER BT I - RUBRFERREBNYXHEESR
— AR
[Then, with the 2.0 version, we hope players will be able to see the results of this work and

that everyone will recognize the improvements we've made.]

Accept mission

Head to Random Play and interact with HDD

Explore/Fight

Complete mission




EXDVersion

Accept mission
Explore/Fight

Complete mission

B: FARHBRM—HAXITHE

[If we (the players) are not satisfied, I'll make another episode of this show.]

Y: HRR AR

[Of course, no problem.]

B: 1 4F4¥

[Hahaha. *Blackgoogle’s evil laugh striked again.]

Y: EHEAEXREE - TREESURESHMREBAERA X AR ZARHLERIIMER

2]l

[Getting back to the main topic, there’s actually another issue, which is related to the task
flow experience — the loading and progress bar issue that everyone often mentioned in the

early days.]

B: MIEFZMER—RFE

[Even entering the parking lot causes a black screen.]



Y: #EEGHERGECHURRFENARAGEX - REMNEGRH— T R ERNHANEE
FIEEAEMNERMABEFERFNRT

[Entering the parking lot or going in and out of the video store would both trigger a black
screen. One point worth mentioning this time is that in our new “Failume Heights”, when the

proxies return home, they no longer need to experience a black screen during loading.]

B: AE T B R ARE A ok 2 B Y X g B SR AR R X A (AR

[Instead of changing the original area, we’ve directly addressed the issue within the new

area?]

Y: RN FRGENBTERERAE - LEAHRERETRARRER B8R L FEERNERE
ERMEXMMMAEENFREERNNEZRT—HFHAUREREEIXMHRFEMHEA XL
ERANEM—THRFHSARAERERMNB I TKRETHTE TR FREMER—L
RIBHEE

[Yes, that’s right. The video store actually has some historical context that people might not
have considered. In reality, the interior size of the video store is different from the size you
see from the outside. So, the black screen loading was the only way to separate the inside
from the outside. Of course, we've also heard feedback from players about the black screen

loading in its current state.]

{“historical context” Y meant is it's an “deep rooted issue”, he’s meaning that the video
store’s loading screen issues has been an old issue with history to it but it's tough to fix it

without majorly changing the area.}

BPP: {Rie{E1b #HEE4E1 . B BRMNE

[Experience Optimization: Continuously optimizing and reducing black screen loading.]



Y: BN R RXERFE2XRARRBOEET I NRTARFMEIFH —GHEHNIRRE
RAM—EHRREEESRELPHRFNEFNE S EME— D thiENR

[We’re not just limited to the 2.X version where “Failume Heights” allows players to return
home without black screen loading. We will also make further optimizations for black screen

loading in commonly used features and even within task flows.]

B: AR H X B E RALIRATAM LT LLERARF MM B 2 AT R 8 th =3 — 5 B R
MEHFER B

[Not only will the new areas be planned in advance so that they don't have to load with a
black screen, but the previous areas will also be further optimized to avoid black screen

loading?]

Y: NZRAEESRESPEREZHTRHEZRERE - LETLEHNREMNRBENZ—E2
HAERt2EMNEREAM - LEANABRMAERIERFRIMHU R EMEE

[It should be in the task flow — whether it's new or old areas, we’ll focus on eliminating
unnecessary black screen loading. We'll pay attention to improving this part of the
experience by introducing more immersive elements or finding ways to reduce the impact of

black screens.]

B: th B2 — MUt 4L IEIRMFERIFITEZUTIRNIHAUEET I th 2 BREMRERADE
HMREEFADEHAS AR IZXLENEN (D) EEREEZE H L AL

[It could be called a kind of 'temptation to go home,' but as you just mentioned, “Failume
Heights” will also have the proxies’s home. Does that mean the homes from Sixth Street,
and even Sixth Street itself, along with Lumina Square, will still be retained? Or is there

some other plan for them?]

BPP: REMIRINGEESARETHAS

[The functionality of existing areas will continue to be updated.]



Y: EMNE2HFR T AXGEELRMBENERR/EBETEREAM—EEENEWEFLT |5 RGRE
R E AR AN EHIBLE R E MR E B T EAHF I RE] LLAFTRR K X5
BB A ARAE L X HITSBEH LB ELERXTEERBEIMNEERR AR E MM

[We've added new daily features that better match the cultural atmosphere, but that doesn’t
mean you have to go to “Failume Heights” to complete them. The original features from
Lumina Square and Sixth Street are still available. The main difference is that in the new
areas, you can complete tasks in new ways. Overall, the experience won’t add any extra

burden, but we’re definitely giving players the choice to decide.]

B: XM EASD#EHEHRandom PlayB EHEHELEL ML AEETIERTERT
DEWET IERRAENEET IMESH — LT

[Does this mean the daily activities like managing stores and drinking coffee, which were
available in Sixth Street and Random Play, are now simply replaced by “Failume Heights”

or will there be some changes in “Failume Heights” itself?]

BPP: T4 IR E & &R X5 E 2.0MR A BI1% 2 €]
[Main City Vision: Scratch Cards with Chinese-style features.

Version 2.0 is coming soon.]

Y: MZIX s HE AR T AN | R M G BIFHE R L RARSE DB RELT 89 A STRHE
H—LERARMT - LEHEREEXRTEREERXZAMIB VA E RN FEMTIR A LUMERTEB
CHEEESKREBEXIILHEZSKREERILLLMEBHFHEE RERNBET INEERS
TR—TIRMBEEN, SELEAEREFEHEB—FRX

[It's better to say that we’ve provided the option to do this in “Failume Heights”, and based
on the cultural features of “Failume Heights”, we’ve also made some adjustments to certain
things. The two are not replacements, but rather both exist simultaneously, so players can

choose based on their preferences — whether they want to be here today or there. For



example, the scratch cards from the newsstand, when moved to “Failume Heights”, will take

on a form that fits the atmosphere of “Suibian Temple” more closely and appropriately.]

BB: IFEEM, 1FREREZ R EL RS

[“Suibian Temple” seems like something you can easily imagine what it is.]

Y: IR B A SR TR BEE R IXMHBEZNRAREELRNEER
XS R E— LA BENPCE ST i th R FEMKERMER T — M R BEXMIR S B A
M EHRETNEBEHEBHLLINEFH LR EREL BB —RERNBELRAZEX
GIMARBASPRMNMAIMRE S —LRENEES..

[Exactly, for example, it's something like 'cyber fortune telling,’ that kind of vibe. At the same
time, there will definitely be some interesting NPCs in “Failume Heights”. Earlier, we

mentioned something about fatigue, and we hope that it's not just about releasing new main
storylines or other one-time content. We also want to give players more choices in their daily

gameplay, allowing them...]

Interjecting B: ... iAREFE

[...a richer experience.]

Y REBUDRAERREFE—L

[Allowing players to have a richer experience, yeah.]

B: MHSIEA — 1 HEFERMREAERandom Playl[EHALEC RS EHR U L 2E#E

FRAREREBAXMEAZGSHEEZEN RN RXGEEHELER— T HEBE —RRA¥ER
NEELtHAER—MERBANEREABREHLAFRERE —MERXIMEED LHEE
—RAHMENREEMH L ERENFWAERREIETMERELARHLHMARS
th R 2B FF KRS B B E A BHMR AT & 18 Bt 2 XA A 18 B I D R0 E A B BHRE



EREEEMAUREESREEX BRI IR IMRIE T EREEFMNENERGEE R
AEMAUEBNERZRAE20MMAZEEAZEFH L HFHNELETA

[Actually, there's one more thing | particularly like. Originally, in Random Play, the store
management feature allowed you to recommend movies daily, with agents promoting them.
However, during testing, this became a bit difficult because, in the setting, the Proxies is a
movie store manager who knows about every film. If a customer asks for a movie, the
Proxies can immediately understand what they want just from a description. But from the
player's perspective, they don’t know what these movies are, and they can only see ads
during the game’s startup screen. Even then, it’s still quite difficult to figure out exactly what’s
being offered. So, while | understand why this part was simplified in the live version, | still
feel it's a bit of a shame. I'd like to know if, after version 2.0, there will be any new gameplay

for store management.]

Y: BNt R GRATEMESSERENEANNESREXN TEXMNE - ERUEZEERMXF
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[We also think it's a bit of a shame. Many of my colleagues, including myself, really like
gameplay elements that have some simulation and management aspects. The purpose of
this type of gameplay, aside from the business simulation elements mentioned earlier, is to
give agents a chance to further showcase their personalities or more everyday aspects
within a system that feels relatively immersive. Unfortunately, during the design and
production process of Random Play, we realized we didn’t fully consider everything. Also,

another point is that Random Play, although a great shop feature, didn’'t have a strong



connection with the surrounding elements. Speaking of connection, | noticed that online
players are quite passionate about the Proxies’s role as the video store owner. If that's the
case, they're interested in how the work they do as a video store owner impacts their future
gameplay or IP. However, unfortunately, these systems were relatively independent.
Therefore, in the new “Suibian Temple” feature within the “Waifei Peninsula” in version 2.0,
we’ll strengthen this experience. Besides providing the previously mentioned fun of business
simulation, we’ll try to ensure that players feel a sense of connection across the various

features in “Failume Heights”.]

BPP: I ik | R 2 : 1058 A [R] T RE T ik (A1 B %

[Main City Outlook: Strengthening the connection between different functional gameplay

elements.]

B: B ENIN4TE | R B R — L

['Link' them together, creating a stronger sense of connection.]
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[Yes, making the sense of connection stronger. And fundamentally, this is in service of the
protagonist's new identity in “Failume Heights”. Then, there’s also another topic about
interactions with agents. As we add more features and shops, the opportunities for
interacting with agents will naturally increase. We hope to provide players with more of these
scenarios to further understand the different sides of the agents, not just their everyday lives

but other aspects of them. Anything that can create a better experience for players, we'll try



to implement. In addition to high-quality main storylines or major gameplay features, we’ll
also continue to maintain and evolve these daily gameplay elements. Since players engage
with these daily experiences, | believe their emotional connection to the agents is the
deepest. We'll also try to integrate more agent-related interactions to offer players finer,

subtler emotional value.]
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[It's clear that the experience with agents, which was originally concentrated in one specific
area, is now being expanded. Daily tasks will likely increase significantly. But let's get back to
the main city — there are still many things I'm interested in. For example, as a new version’s
active location, just like Lumina Square before, it might come with new activities and a shift
of daily content, which will enrich the player experience. However, I'm still quite eager to

know what kinds of updates or changes will be made.]
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[This is likely going to be a long-term effort for us in the future. In addition to the new
gameplay or activities we’ll definitely introduce, maintaining the daily experience is also a
very important task for us. With each version update, we can see that players will
consistently engage with features like scratch cards or other gameplay elements. We will
certainly periodically make adjustments to better meet the players' needs. For example, in

version 1.4, we actually made some iterations and adjustments to the early stages of the



game. Besides offering dual modes, we also made changes to the early stage progression.
Although the changes might not have been very noticeable to players, the point is that we

won't just leave content that players engage with frequently and ignore it.]

B:BRREZXITEHFXLEAREERBLREZHUMESMREE N EA LN EFRE ERIT
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["'Speaking of updates, one area that has received a lot of feedback is the navigation system.
For example, the most commonly visited places are Random Play, Sixth Street, HIA, and the
defense points (Scott Outpost). The frequency of switching between these four points in the
navigation system is quite high, and it can be burdensome for players because this is
something they have to deal with every day. So, it's clear that players have a demand in this

regard. Are you aware of this issue?]

Y BEERMNEXIABZEZRIMNAZX FEAEXGHSFEHIRET - LARLMEFA N —
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[First of all, we are aware of this internally. We’ve considered the issue of convenience and
have proposed some solutions, such as presenting an alternative format that allows players

to find the places they want to go more quickly.]

{The Compendium menu and the Coff’'s Coffee now only has 2 kind of coffee in the shop is

shown}

BPP: ARt b SMAZMBEER—B TR

[Experience optimization: Navigation upgrade map, information is clear at a glance.]
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[So, in version 2.0, these changes might not be enough. We will completely iterate the
navigation system into a map, meaning that ZZZ will finally have its own map. This map will
not only integrate location information but also provide a more intuitive representation of the

overall world-building and the story locations for the current version.]

B: EEEE L EREYEENHNEE

[On a geographical level, it will allow for a more intuitive view?]

Y: 3 BERAEFXFBIER — M o BTSRRI REN - LR EREERLEH T
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[Right, as the saying goes, what exactly is New Eridu like? Where can you see the locations

where the stories that happened before actually took place?]
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[I still remember in version 1.4, when | could go to the Section 6 office, | kept staring at their
strategic map, trying to find where Eridu and Sixth Street were located. The only map visible

at that time was that one.]
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[In fact, players have always had a strong demand for the map because they want to know:
Where exactly is the New Eridu? Or, as mentioned before, where are some of the hollows

located in this world?]



Interjecting B added: 12, ¥ -F#4

[What is it like?]
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[What is it like? And aside from that, we will actually have some collectible content on the
map, like Officer Mewmew, right? Or some treasure chests (like Lost Cargo). So, this time
we've made a decision to iterate the original navigation system into a map. However, we will
still preserve it in some form to ensure that players can see their current information more
intuitively, without complicating the operation flow. But players don't need to worry about the

existing features of the original navigation system.]

B: MR ARMHFMAXEBEZENAX LA

[So, there are new ways, but there’s still the old ways available?]

YN HAXAEEERGRNETRENBRAE AERTAOMA XA RERNLEREH
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[Yes, of course. | think this is one of the areas where we carelessly and initially didn't plan
well. This should have been in the game from the very beginning because players have a

natural desire to understand the world and the overall map structure.]
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[So, it's good that as a live service game, there is enough opportunities and future

expectations to make adjustments. Also, I've noticed that many times, there were new



iterative improvement plans, but the old ones were still kept. This is something players often
say: "You need to give the choice, we don't have to use those old mechanics, but you have

to keep it exist".]
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[Yes. Like the new daily features in “Failume Heights” that were mentioned earlier, and

including this map, we hope to accommodate the needs of both old and new players.]
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[Yes, so we've discussed a lot around the new areas. But from the perspective of the
Proxies, what I’'m really looking forward to is the protagonist having more involvement in the

storylines in the future.]

Y BENEXBRIATHUREE - FLHRRMNUARHNIGEEHRTRESHRIAEEM—
it RERRZEEMEIL

[We've actually noticed this, so in the second season, we've made a lot of enhancements in

terms of presentation and the overall feel to address this issue.]

B: fRE K

[Can you be more specific?]

BPP: HFAIREIL I ZETREEM

[Enter “Yunkui Summit” and manage “Suibian Temple”.]
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[For example, from a story perspective — as we just mentioned — the protagonist takes on
the role of managing “Suibian Temple”. This management gameplay is actually tied to the
fact that the protagonist becomes a trainee disciple of “Yunkui Summit”. It's this shift in
identity that leads to their new role. So, when the player arrives in this new location, it also

marks the beginning of a new identity for them.]

BPP: X ARBHEENFER

[The protagonist gains new abilities and appearance]
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[This proxies not only manage the " Suibian Temple," but will also gain new abilities and a

new appearance.]

B: HTEIM R

[New appearance?]

Y: B8 BEXPEANAERTXF

[Yes, but we'll keep this a secret for now.]

B: FRER I EE S0

[What about the new ability?]

Y: XN BERXFRXIBEANARIRXFT



[This new... we'll keep it a mystery. Actually, we won't keep it a mystery anymore.]

B: E—F—XATxF

[Buy one get one free]
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[For example, the Bangboo could be considered a kind of navigation ability for the
protagonist. Now, the protagonist will still continue to practice. As mentioned earlier, the

apprentice will definitely be learning some “mystical arts”.

B: AEIREN T2 MR LUKIBZERANE

[Mystical arts. It's not Ether manipulation; it's mystical art?.]

Y: RENHAEEEMNUREE RSP ERLEPRE—ENERT
[Yes, mystical arts, and it will play a certain role during the exploration in the Hollow later on.]

{"Mystic Arts" (7R;%) as a term is pretty broad in CN. It ranges from actual magic, to Kungfu

and martial art to ritual practices and the like.}
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[So, will the practice or study of this have any impact on them later on? Will there be any

benefits or reveals related to this?]

Y SAXERAEERRIAS EMMELURIZEILIRENREEM - EHERXREEEMN
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[Of course, these things are closely related to the secrets of the protagonist and the future
story development of the "Yunkui Summit" faction. In the future, aside from exploration, we

will also consider further strengthening the protagonist's presence in other areas.]

B: L an Ui MR K fth 7 6 2 5 E RIXAF AU BE 1D

[For example, will they have such combat abilities in the future?]

BPP: L AN 0E R S fth A 5% 2 75 T 89X FE R BE 71 15

[The protagonist's combat abilities are planned in the early stages.]
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[This is something we are indeed thinking about. The first step is to increase the
protagonist's sense of involvement. As for the other aspects, they are still in the early
planning stages. Once we have confirmed details, we will share the information with

everyone, including Mr.Google.]
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[There's one more question — in our last Face-to-Face session and in version 1.4, one of
the major changes was to the Ultimate Skill (Finisher). It was split from a single bar into three
separate ones that could each be triggered individually, which was definitely a big change in
terms of combat. So, I'd like to know: after version 2.0, what are some things we can look

forward to in this area?]

BPP: &3 RE Re B AR REEFERI KR



[Combat Outlook: Energy mechanic adjustments to provide a richer combat experience.]
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[First of all, regarding version 1.4 — the changes to Ultimate Skills (Finishers) and the
Decibel Rating — were actually adjustments we made to address certain design issues we
identified in the past. But at the same time, this approach also reflects our pursuit of

breakthroughs or innovation in technical mechanics moving forward.

In line with the changes to the Decibel Rating and Ultimate Skills, we may also introduce
new mechanic designs related to characters’ special skill energy bars in future 2.X versions.
Initially, these energy bars only served a basic function — accumulating energy through skill
use and then consuming it to activate abilities. Going forward, we’re considering doing a

deeper dive into how these more generalized energy bars can be expanded upon.

Of course, our efforts won’t be limited to energy bars alone — this is just one area we'’re

exploring.]

BPP: 3 BE - EHIERNRE, , Wi AR HFEITEAFTE

[Combat Outlook: Breaking through the "underlying code" to deeply refine the combat

experience.]
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[At the core, what we’re aiming for is to make bold attempts at evolving and upgrading the

core combat experience moving forward.]
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[So can | understand it this way — that in the future, as long as the goal is to enrich the
gameplay mechanics as an action game, there’s a possibility we’'ll see changes to the core

systems on the same scale as the Ultimate Skill (Finisher) overhaul?]
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["l think the scale of such changes is ultimately something for the players to judge. But for
us, whether it's optimizing or refining the core mechanics — or even breaking through them
entirely — these are things we’ll continue to work on. After all, this is an action-oriented
game, and digging deeper into that core gameplay experience is something we’ve always

seen as essential.]
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[Looking to the future, you can really feel that the ZZZ team, with the accumulation of
experience, will continue to make the game better. | personally also have high expectations
for this. Also, with the addition of the [Aftershock] mechanics in the 1.6 version, you can feel
that it's not just about replacing the old generation of characters with new ones as the

version updates, but rather a more substantial addition in terms of mechanics.]

BPP: B3 RE: A ARIR, RARSABEAR

[Combat Outlook: Expanding the combat system to enhance the presence of more

characters.]
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[The design intention behind the [Aftershock] mechanism is actually based on our
observation that the role and positioning of a character can impact their time on the
battlefield. With this in mind, we wanted players to still feel the character’s charm or their
action performances. Therefore, for characters whose role or output window is more focused
on the backline, similar to the [Aftershock] in version 1.6, we attempted to implement a new
solution. This was done without disrupting the output cycle of core frontline characters, while

strengthening the presence of backline characters.]
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[Indeed, characters like Lucy are very much focused on the backline. After they use a
special skill or an 'ultimate move' and then retreat, it’s difficult to get another chance for them

to be on the field, allowing players to see all of their actions.]
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[That's right. This is indeed a problem. For some characters, the moment when their full

charm is showcased and the moment when their output peaks don’t always align perfectly.]

B: b1z B A Bt F—F

[Insufficient on-field time to show off, essentially.]
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[Can we extend this character's on-field time? Therefore, in the second season, we came up
with this idea, which is based on the current 1.6 chase system. We would like to allow
agents to remain on the field even when switched to the backline. The obvious benefit of this
is that players' old habits of focusing on the current battlefield still remain strong, while also

increasing the presence and value of other characters in the squad.]
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[Actually, the thing | enjoy most about playing ZZZ is that, even though some strategies may
involve interrupting combo attacks and repeatedly bringing the same character back on the
field, like with Evelyn's gameplay, | don't use that strategy even though | know it maximizes
output. | just prefer seeing everyone come on the field and fight together, creating that kind

of team action.]
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[Actually, | think that since players have a team, they definitely want each character in the
team to play their role. Of course, some of the ideas shared just now are very early
concepts. When it comes to the actual implementation, we will still make iterations and

optimizations based on testing feedback and our design process.]

B: MARKRERXITARLE

[So, this is the path the direction moving towards?]



Y: XFH

[Yes.]
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[When it comes to enhancing character presence, another crucial aspect is that
enemies—not just our own forces—are also vital elements, especially in boss battle design.
Returning to the combat mechanics themselves, Teacher Xiao Y, what kind of changes can

we expect in the future?]
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[We actually think that the most important aspect of interacting with enemies, especially
bosses or certain specific enemies, is the way they engage with the player. In the past, we
felt there were a few issues, such as sometimes the pressure from enemies on the field
being too strong—like having two elite enemies or two bosses at once, which forces the
player to only dodge and leaves their output window extremely short. On the other hand,
sometimes it's one-sided, with the player's mobility or dodging ability far surpassing that of

the boss, and perhaps their ability to interrupt the boss's attacks is also too strong.

Based on our current boss experiences, one point we want to emphasize moving forward is
that, in future boss fights, we plan to further enhance the interaction with the boss. Bosses

may have some special mechanisms to strengthen themselves, creating a stronger sense of



pressure for the player. However, this will not be purely reliant on having two or three elite

enemies on the field at once, which results in a one-sided, overwhelming experience.]

Interjecting B: ;R &L 89— M 17 E BT R T A 2 il R IX Fh

[A chaotic situation where the player has no control, essentially.]
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[Yes, it's this kind of relatively chaotic situation where the player has no control. So, in the
past, we did try to increase the difficulty, but eventually, we came back to the point where we
feel that challenging boss fights, or boss fights that provide a meaningful experience, need to
have interactive elements. And based on that interactive experience, we might enhance
certain specific mechanics. For example, the "Deflect" mechanic was designed as a way for
players to interact with the boss, especially when the boss is more aggressive. | still
remember our first boss with a strong sense of pressure, the "Dead End Butcher" from
Chapter 1. In the early version, when you fought it one-on-one or with your squad, it
provided a sense of pressure that | personally felt was fairly balanced. Of course, players
may eventually become more accustomed to the game, but at its core, it's based on a

"counter move" experience, and we aim to continue developing that experience for bosses.]

B: (BB U2 KA TE bossiBis2 EE EFH KW R BRI AIRMAEZ G T EMKRE

[But that being said, the stronger the boss, the higher the difficulty, and not all players will be

able to handle that level of challenge.]
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[Exactly. Therefore, our consideration is not to increase the boss difficulty, but to improve the
interactive experience based on current player feedback. The goal is to allow players to
interact better with the boss within a reasonably paced attack frequency. Some bosses may
be simpler, while others may be more difficult, but our aim moving forward is to find a
balance. This balance means that these bosses should offer a suitable experience for

players of different skill levels within a certain range.]

B: 3 RE:F Ebosstikin =

[Combat Outlook: Enriching Boss Special Moves.]

Y: B —AE R BTSSRI N — EhossHKBRA AR X EEHIBRAARAS ZHEBERR
2 [ 72 i 7 /= 0 #4 Bk A0 iR counter(R il )2 & E 31 A4

[On the other hand, we may try to add some special moves for bosses, and these special

moves will be designed to create some level of counter (reversal) or interaction with the

player.]

BPP: &3 R 2 3R h 5B AR ER

[Combat Outlook: Strengthen interactions with enemies during combat.]

Y: BEANGIFLHINEENZRRERERABANLA BRI MMEENRIEXNXX HABEREMR
AILMEENET) I3Be B R ARA MR R B ENEAL AR EXERXAXMREREEY
RENBHZTNE ZEY B EHRANXGEEEIHMNECHBI T RERE —EMHIZE
A—AEEARIEHNANAREREEAXNEETRNARAN —FAEAXLZHAEIEAN
S THRE-—FEAZERNESRESRRAERXHEELE -—ENHFHARMIFKbossIRE



HAZ AT REER 2 LU R R R A X R BRI AR A X B ML TTR AKX — REA]
ARERE R EER R Ebossik—tbossHH —LIFR(IF)MAERMNHX RS PEHE-LRXF
RER— LG LY F T E S REB N bossHITRILIE R YX M HIRER TR FI A EH AT ix Lk
bossIXLEIRFE B A H BEBH — LR LM AT A AR AT AT FEEBANMER S
MR AR EHREERRRBAEXFRAMUEIHZERMNBER LB M- LEZHMELH

[I'll give an example: for instance, we originally had yellow and red light attacks, which you
might remember. Yellow light attacks meant you could "perfect assist" them or dodge them
using extreme mean. For red light attacks, you could only dodge by pressing the dodge
button to avoid them. After discussing this internally, we realized there was still some room
for improvement. On one hand, character abilities are becoming stronger, and on the other
hand, after this rule has been in place for about a year, we believe players have new

expectations for this experience.

Previously, our boss setups were primarily pushed to players through story progression or
narrative experiences. This time, we might even consider allowing some bosses or elites to
have interactive mechanisms within the levels. These mechanisms, whether enhancing the
bosses or being used by players to target these bosses, will strengthen the experience of
fighting these enemies. So, whether it's the combat interaction with individual enemies or the
interaction between enemies and the level itself, we're hoping to make some attempts and

improvements in these areas.]

B: MATEM T RIF REGHE I A EEFLEH L FHRAREHINBERES

[Apart from what we've discussed about combat, are there any other new things you can

reveal to us?]

Y: HIXFIRB XD X RAERNEITRNES G EKRT — T X FbossHERARXREH—
EERB X — LN FTUEX B ABRMNEXSAE MR I A PENEEMEBMARE
UREMNZATH X RETREBE - ML —XE—X—XE-XHREENLEH—1TK
AX— KRR BNEHFLRBEERERIFSHERARE LR MNBIRRTHEE
My BTRERTHESREIMAZFNRNE



[Earlier, when we talked about the "Aerospace City" level experience, it’'s not just about
combat. | mentioned mechanisms where bosses or enemies interact with the level itself. This
aspect of gameplay will be a key focus in "Aerospace City." Additionally, previous levels were
relatively fragmented, one level following another in a linear fashion. This time, with
"Aerospace City," we want to incorporate more exploration elements. Earlier, we also

mentioned the "Suibian Temple" system—I'm not sure if you remember, Mr.Google?]

B: IF¥{EE dn |

[Cyber fortune telling.]

Y- Wd A FIEE 6 1 X1

[Yes, there is also "cyber fortune telling", right?]

B: BB —RAXNEGISFERBMI S BAERZER I 24X

[Let me take a guess— Could this "fortune telling" be something like "Today is not a good
day to enter the Hollow" or something like that? *Blackgoogle started laughing at his own

Jjoke™

Y: HE[RE

[It's possible.]

B: ARl AE

[Possible. *laugh*]

B: # TR EIM ARG IR A X LN B LT E

[Which version will bring us the content you mentioned?]



BPP: EZ INA, BiE2.051E

[More content, stay tuned for the 2.0 preview]

Y ERMERRGERNATUAF - TSN mE2 0N ERMATBEEEEE G —LRE
MEXR

[Specifically, | think we can look forward to the upcoming 2.0 preview and even the

promotional announcements for future versions.]

B: AR R E AT BIE2.0

[Indeed, it's basically locked in for 2.0.]

Both of them: 8iF2.0 8i%E2.0

[Locked in for 2.0. Locked in for 2.0.]

B: RiZIBRZAVERMRBH ZMEET LM EEX MR EEARARZ RHEHER —
N EEREAE MR 1 AR EHEU N 1ZZ (Liu)@a,.ﬁzmma ARRBEHFERZE—THH
B ERERMIHRFEX ERBEREEREER RIHIFH RN ERF IR 2.
ZRITRZERAMERF IHEITH ARIEENANEMIFSEEUE -1 2483 —

A ERFERIFEIAIHHRR LA L 7. SRR U HIX A ER

[I should also throw out the questions | prepared before. For example, when | was
communicating with everyone in this community before, there was a more obvious one. In
1.4, it should be called “Into the Pale Waste Land", right? Everyone thinks it seems to be a
new mode, but when playing i, it always seems to be lacking. And there is also the "Mystery
of the Fault" that was separated out separately for "walking on the grid"/TV Mode. Before,
combat and TV Mode interrupted each other, and then after they were separated into two
separate ones, one is pure combat and the other is pure "walking on the grid", but it seems

that the effects of these two are not as good as expected. Can you tell us your thoughts?]



Y: XEEREMNAE - LRAHHITHEHN BRE - LEIHRINBEB —EMNIUE LHNZHE
AN ARN AEERAN G EEER—EEE LRI ERIEERMMNETRRBGELRE G
FE-HELERBERANERMNNEINEEFIBERANTERHNEER R —LENSE
#H ERAFNZEIEREANRBEERMGE — T EEEEMXHEN— N KFERNTB AMRZ it
BRTERFREUNEIRRBZ(LREXX~RMRREHRAS B CMAERE S HITX
BF BEMAIHERE ERMEFFRMEMNECEX RN TFHRUEXREEIHRIRth
SWRENEES BRI N — R R ZRXHFH R T RN EREth 2 EZRRMERR—
THEIXGEFERINRTRAIUBEEER —REMBRRTREFEREBRE —EHFEX
MEREA - LEAARAMNEFREZEREMBUFTFEINIHBRBTEILARRNERER
—RRLSEMHERBEMNNECHMBETIFNRAS I UNE SENRGEREHNXZLR
FLHMAEIKLRZ)WMREXINBENZFREEMOHRMNOBRBEBAXREMNEZR A
RS EXERBHRZRAEMIFIEBIFINIAREKL SR RE

[This is definitely something we have discussed internally. Indeed, there are certain activities
where we are making attempts and adjustments in terms of gameplay. For events, we are
more confident in handling them to some extent. They are not like some large-scale
gameplay modes that start off on a huge scale, right? We put in our best efforts for every
activity, whether it’s in terms of time or objective conditions. We haven’t managed to reach
an ideal level for everything. The members of our project team, are also deeply involved
users of the game ZZZ. We make the game and we also play it ourselves. After all, a game
you create has to be enjoyable for you too. Honestly, we are still a bit concerned about it.
I've seen players in the community discuss things like how events are released bit by bit,
and the pacing of releases. We are actively exploring whether we can make event releases
feel more free and natural, rather than just pushing out small bits every day in what feels like
'squeezing toothpaste.' We want to find more natural ways to release content instead of
sticking to that 'toothpaste-squeezing' rhythm. Of course, we are running a long-term
operation game, so we can constantly reflect on and improve things we haven’t done well.
That’s one of the fortunate things. ZZZ players are very patient with us, and we’re really
grateful for that. We’'ll still do our best to make improvements and try to get everything right.

This direction can be broken down into several aspects.]

{The toothpaste analogy is what CN use to describe “snail pace”}



BREEGESHIIHEELXNREMNEE

[And finally, to summarize what we've already said about the future.]

BPP: &t e REIE, ML TN — R ZIUE

[Continue to launch high-quality gameplay, Optimize the old gameplay with average reviews]

Y: BREMNEESHEERNL LN — R —LZREITUER N RFE#ATRAAN —
EEERRANEN—EEIERNETHERBERETHURENAIN —GHEFEREHK
MNMERR— THX TR EDNGUEBAE S BB L 036 2 AR R SKR, REDUAR
REANFREXNX-XHBEANRLENESBERTFA—T

[First, we will definitely release it. Secondly, for some older event gameplay that has
received average online feedback, we will continue to make adjustments. For older events
and gameplay within the game, we still hope to maintain their quality. Another thing | think is
worth mentioning is the overall distribution of event gameplay, such as the balance between
combat, casual, interactive gameplay, and agent-emotion-related content. We will reassess

the overall distribution and balance of these aspects.]

BPP: RL B FRBRRRE, FERK

[Core action content will be delivered with quality and quantity, continuously.

Y: MINIZE BN SR AR RHEESSHMNERMNLEREEMBM—LEIH —EHERR
MERAEFX-RHNEERGHIMNABTEENERFRIEMFTREBERNBHETESR
BEXRTF-LEAITRI AT RFHRRIN L FEREBR USRI EE X H R
MR IR AT RE R YW H AN E 0 RATF/NERE S 3

[When we were discussing the combat-related content earlier, we mentioned that we are

quite determined to focus on providing a solid action experience. Based on this, | think the

content volume for combat still needs to be ensured. At that time, we might have been a bit



conservative, and we probably underestimated how much potential combat gameplay could
have, which is why the amount of content in this area was relatively limited. This also
explains why players might feel that currently, there are more version events and

mini-games.]

BPP: 3R B LR IUE, MRIKFF 42015

[Explore more casual gameplay, continuously increasing the fun.]

Y: SRR BRNES N — 87 L REZODHIIER S EZF M LEEN FRATUEHZHRNEE
EREFEEMMEMENLEGTRILRE B RN —HH/NITE 1 4RAHIIBMER 11.5
RAETHREN I NXEGUEREX L& 2R 2FTRERHRARERRERMMX KA
BIFTLALLLE D E MBI EM —EE R —HMABELENEEINZBER— T UETREEEX
BAEFHRXFEH— D IUEUARBMNOAERREB LEMHEEF AR ELBMIETARGILL
B2 BFATXEL

[Indeed, we haven't fully developed the more core-focused aspects yet. For the casual
gameplay attempts, we will definitely continue to explore them. For example, the "Bangboo"
mini-games that players really enjoy, like "Bangboo Tower Defense" in version 1.4 and
"Bangboo Beans" (aka Bangboo Fall Guys) in version 1.5, have received widespread praise
after their launch. It's clear that players really enjoy the Bangboo concept. Building on this,
we want to create something even more unique. For instance, we are considering a
gameplay mechanic where players control a Giant Bangboo in battle. Additionally, we hope

to let players issue commands to Bangboo and have them fight against each other.]

BBP: IFARERIRT J

[l choose you!]

B: TRAREZIRT J

[l choose you!]



Y: TRAREZIRT

[l choose you!]

{Both laugh at their Pokemon reference}

Y: BN UAAGTRERN FR A ZENRERBLARINER LN EEEE LTI
BNHBLKBARNEEBMNELSHRBAZBSIR ZAMNENEEMNEE T L2
—ENERERTENNAXNEZAREI NG NLRIZRM B NRIEXLERE N
ERAKLEYRERAHRNEUATFRRMKEBEA—RATERRRBRMN2XRATEZ UM T IE
HIMREMMRBIXERAETNTEZEERFIERERN BEHIR—A D EALRTZHIH
EMHARENAE ST

[We believe that players always enjoy the cute and charming aspects of things like Bangboo,
right? More importantly, we plan to increase the interactions between our agents and the
players, as well as the narrative outside of the main storyline. We hope to present this
through activities. For example, places like the cinema and hotpot restaurant in Lumina
Square will allow players to visit alongside the agents. While the 2.X versions might focus on
new content like "Waifei Peninsula" or "Aerospace City," it doesn't mean that the more

everyday aspects, like the urban experiences in Lumina Square, will be neglected.]

BBP: & EH EHMRANEIUEANR

[Continuously update the functionality and gameplay content within existing areas.]

Y: BIEAFEMB RS ERXFH—FNFAUEHNEH T — M HAIHIRIBX N H 8 3R
DN EMMARAEREEX REZNENEFEEIHNXMHEREBERFHINNMRINE LT
MR —ERXETHR-—EECELZENSEHENLR 7 EHXAMHBEEHAEEDER
EUMMEZFR -2 BRNRESENBEERER L REREZAMURLENNER R FER4ET
AR JEBR T 37 B AR L 5 4

[We also don’t want to create the impression that once we update a new area, everything

outside of that new area becomes irrelevant. After all, our game still features the everyday



life of characters like Belle and Wise, and that aspect of life is more prominently shown in
places like Sixth Street, Lumina Square, and the corners of New Eridu. We feel that we
haven't perfected this "life" aspect yet, so we will continue to maintain the shops in Lumina

Square.]

B:T2EENMER FLFEHBIA

["Everything inside and outside is home, both the palm and the back of the hand are flesh."]

{This is a Chinese expression that conveys the idea of treating everything as equally
important or showing care and affection towards all aspects, whether they are internal or

external.}

Yo XX B F AT A E TR A AR A R AR S R 2 B BRI B AT R — 1
FEEMBBIX R — MRAE T TERRMNEXRIEERIZ R A BRI HFH—DMIRE

[Yes, that's right. We don't want players to feel like a certain area has become outdated,
unless we can achieve an extremely high standard. But honestly, we're still far from reaching

that level right now.]

B: EX ERBMNENERMABAERABAAN T PXMEXHE TREERITEE LA — L
BHERAHNGREFHEDIAEEE M L H N MR EIFH—LEREFERET 2 H R
ERZETERF[IVERE

[Actually, most of what we discussed in our last face-to-face meeting has been realized.
We've also talked a lot about some design ideas. Are there any activities or features that
specifically cater to players' preferences? It seems like I've thrown out a lot of questions—do

you feel like it's a bit overwhelming?]

Y ENRAERTERFENZAEMEIRBIZINEIRBENRSUXLERBELRAR
INEERE AR A KRB KIS B R LR kL LU 0 2 H AT Em R B S R H A1 H Lk
BEIRAIE AR RBRE K —LE L0 0015 1. 3R A< SR 4 A5 hin 5 2



[This is not the case. | think this should be addressed. Actually, from the feedback on
previous activities, players have mentioned that some of the mini-games don't have much
connection to our agents, right? So, taking this as an opportunity, for future activities, we
hope to make the gameplay more closely related to the agents. For example, the Lighter

Sidescroller battle in version 1.3.]

B: SRERE A ERIE N

[The Lighter Sidescroller battle is especially loved]

Y: MR T - T HAERRERREEABRIME I LML 6IRAR LHHISCHRE N R
PUMSEHUEERLENREEIZ RN — LT ZHMEXRBKHREHE RAXHINE
FEEARNEHNERENHENEEHNKEBEARXN - LHEEMANTTERICHRERMB
L. P BGER AR 14 HO AR AR B 2 F A St — D sR b

[Yes, it just changes the perspective, but it’s still focusing on the characters and combat.
Additionally, in version 1.6, there are new 3C (Character, Controls, Camera) experiences like
the “Vibration" shooting gameplay. These are actually our initial attempts, and the systems,
related narratives, or overall structure are relatively simple. In the future, we will further
enhance the unique features related to agents, whether it's in 3C or more fun side-scrolling

combat elements.]

BPP: UM AN KD RITES AR, RFHHEXAER

[Design activities centered around agents to enhance the game experience.]

Y: BMNER S URBANZRDEMA—LERNBERNBE RS DEINERPF 2 XM —
TEBNFERMNBAIERTERMKINETNEG—EEE LN TE

[We will continue to focus on agents as the core to build attractive in-game activities, and the

general idea is to ensure a balance with the combat content as much as possible.]



B: ER(LRXFNVX NN EEZ R IR N & FRESHINFRURAZRT A
MR M E R #E AL OE 2 R A M A ATUERBARBRBE KT —HFMmMBEX S B LARF
ERFTREMATNAMEBRHRBRSEH

[Speaking of which, ZZZ is quite a remarkable game because the combat feels so good. Just
by changing the perspective—from the side-view arcade-style of Lighter to the overhead
view—the experience feels completely different. I'm really looking forward to seeing how just

changing the perspective might lead to even more creative variations later on.]

Y: RESFHEXtRNENAENEKMEBEMIRNIESR T — L3RIV BERLE
BEIEENEN AT RIS EEMTRMBIRETHAEXHEHN—TESHEARESR
—LEHERR EMTETRIREE T - EEXEEERRRIAERIRIEE X TS
FHEMNENEREEXEEINEZEBERIR ARt E - XM IFROT —E I E
BRI XNEMETEIRARRSH—LENERN BHPRELMRAR XN

[What | wanted to share is actually not just about the perspective, because if you look at
Trigger, it also involves some changes in movement, right? Like crouching there with a gun,
completing tasks in different training areas with different targets. There have already been
some changes in the movement experience. We just talked about action-oriented
elements—players are very focused on the dynamic feel of combat. We believe that in event
gameplay, players might also have similar demands. It might not necessarily be serious

combat; it could relate more to the character’s personality, performance, or other aspects.]

B: F TREASARBEAMREARFERIT— M IUEED

[It's essentially designing a gameplay activity centered around the agent's character.]

Y: R

[That’s right. *nod*]

B: BRREUHMEZRTHFEHERTHKRBERBERT

[It sounds pretty good, but | feel like it's not enough. Is there more?]



Y: R 2B R B

[Are you the devil? *laugh*]

B: EFHE TR T REMAZ ZABEXKRRUHEXERZNERSBENAN—TRBHME
XTZARAZEANHERMFNGFHMALEZABGRT LHMNGIREREXEOLRET
HERREXMRAUGRERMECECZAMERNARRIEALX TXAEMELREXS
B LiES

[How about a sharp question next? The issue of old characters has been a highly discussed
and important topic. With the addition of new game mechanics, old characters are unable to
keep up with the new system, and many of their abilities are not being fully utilized. This
situation makes it difficult for players to use the characters they previously loved. What are

your plans regarding this in the future?]

Y: EREMNXFZACHKANERFEEENRANBNAMERMNEHE - TABRMEAZ XS
EREGIRSENRM S IFEEKEANX DS ERERARTE R — EFRE LS LYt LE 5 B 5B
MR AT R E#H 2 RMREXZHLSARABRNAEZRY KAR - AXNER LR NHEAL
NESEZHFERBAINZABEITKRERE - S REMZRMNXFEHN— M EX T NEELSR
MASBRE LAY LLINEEMNEEREERE FiERE ERNEHNZABM— LN
HFEEFRITHRHERNSZERINZARARFMENE - EHNFHAERUREERNEMER
SRR — LRl KR

[We are actually very concerned about the long-term value of old characters because we
know that when we release a character, many players will like them. Especially in an action
game like ours, after practicing to a certain level, certain characters can achieve things like
combo chains, which gives players a great sense of accomplishment and the desire to
continue using them. Therefore, our team’s attitude towards this is to ensure that old
characters have room to further showcase their potential in the future. This value won't be
limited to simple skill or stat enhancements. When we design supplementary features for old
characters, we will consider their unique mechanics and, more importantly, their potential

role in future versions' employment systems.]



BPP: M&E 2 A A KIARK, BILIERAT

[Enhance the gameplay experience of old characters, strengthening emotional connections.]

Y: XU EFERNEEESEMHANBMNAMERNILA B BT RREHEN TR EHEL
Kithth EREZRKHE

[We are definitely going to do this because we know that these characters are not just data;

to players, they are also very important companions.]

Interjecting B: &% A &K

[We will invest our emotional effort onto them.]

]
Tk

Y: ERMREREXRIEFIETALRERSBABRUEZARAR B IMATURE
MNERFEREBAEHFLABHIE N AZAER )P ETHIEBUETRNNEMER ZEHE
HEEFEEES —REERMNEGN T -LZAEXHA LM MMERNIR 2 AT
BRE-SHEMNMEE/EKEEZRH
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[Yes, players definitely form strong attachments to certain characters or invest a lot of
emotion into them, even for A-rank characters. Therefore, we still hope to allow players to
have more opportunities for interaction and companionship with the corresponding
characters, whether in battles, in the main city, or in various corners of New Eridu.
Additionally, for some older characters, we are considering in the future whether we can

deepen the emotional connection between them and the players.]

B: EXFEHMEBER MR ER S ZE, it geHZN S EE L EXH A Stz
FARRIERERE L « EE=1"TRMbossHAE=1bossHIHLHI & T RIX #891E 74 7T LT
ZHIZABEMMRENEERTEXATRELREEMRFEX N ETZTBE ZAT.4B98HE
HAMFNE AR REOARRAE LA iR B RN EREN 2 ERELRE
ARHERE—THAONGFALLMETAREEFHNHMEZABRRKRAR L



[The main issue we're addressing is still related to the combat aspect. We want to give older
characters more opportunities to appear and be used in the game. When | played "Deadly
Assault," for example, there were three different bosses, each with unique mechanics, which
allowed the older characters' abilities to be showcased in that mode. However, it still felt like
this wasn't enough. In the new Hollow Exploration introduced in version 1.4, characters had
some additional moves, as we promised earlier, but every time there's a new mechanic or a

new character with new abilities, the older characters struggle to keep up.]

Y ERERX T FAMEEREFEHIINELR B 8EPHESSMEH BATERFRNEESS
IGMRATEAARHERM NRLUTRIERRRE ) XTMUENEERRLEZLAE
fRZHHE A A1 KT B Fboss{R 2 B 7 2= A fth Al o MO B #boss ¥ BE 52 A KT B A 5 14
BN ANERXHRENTUAE L RRELS AN ERNTRELZNBEEZLIFNNER
RSN EEEE - AR ERERE - RANAALAThFEEGRILE - LA R RIEM
NUMMEXERE-—HE-RENEFARAGCRAGZAN—LEARXRILERBALIMESR
F-LERECERHNEENENARMAEREMRAME —LARTRERNth 2B — L%
e B A — Rk

[I think this issue actually involves a wide range of factors. The first and foremost aspect is
providing players with reasons and motivation to use different characters in the game. Take
"Deadly Assault" as an example — essentially, it requires players to use different teams to
defeat corresponding bosses, and only by doing so can they complete the objectives, right?
However, this type of gameplay is relatively focused on the current phase. Our future plan
isn't just to focus on the present but also to create opportunities where, even in lower
difficulty or more casual content, players still need to bring out the value of different

characters.

Secondly, there's the aspect of team synergy between different characters. There's definitely
room for optimization there. We might also be able to make changes or upgrades to

individual character experiences in future versions]

B: Ut AT AR B A — M IRETIE 4 FHE S B 31X L F A0 1 R e

[When do you think the plans for these adjustments might start, and what would be the

earliest implementation?]



BPP: ZARARKMNEERLBTE

[Enhancing the experience of old characters has been scheduled.]

Y BENAE LBIMNEE M ERBEXGRMBIIMNEIMNE ZFHEMNTREFRENBRIR
BORUOPREENARODAEENAGENEREEHE—TEXMAEIE—NMTLER
FEBRNSERARANERUXHEHE M — M o FHRERITRERTRAES
-

[In terms of quantity and scale, we will definitely start from a certain point in the second
season, according to the current situation. We will try to push forward with the characters
that players want, based on what they have in mind. However, this is indeed a challenging
issue in the industry. While our attitude is clear, how to achieve a certain standard for this

matter is something we will have to try our best to work on.]

B: B RBE —BRIXKHIBEE(ERB)ANZTENRINEMSEZFTFXLERBF LR
RFXLFFHGLERUTE LNYyEM R BATEBREANEACERITESHIBEAR
AR TIX A 15 B XA U T SR 8918 R B K AR 52 #0 2 AR IR SR A0 1T i D B 89 5 R ER S 4] £ 48
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[The players who have been following along with us truly believe that the ZZZ team is
genuinely serious about addressing and solving these issues. As Teacher Xiao Y mentioned
in the last episode, although we can't satisfy everyone, we will try our best to meet as many
people's needs as possible. In this episode, it feels like we’re mostly discussing the direction
of core design content for the future, which is quite different from last time when we

specifically focused on optimization content.]

Y: NEMNEHSUEL AR ENAE(LERB)EHEFABHERRE L L FHE R RBM
— R e E R E —EHNE M EREN R EE RN EHNFTE—LERFNANETER
e RRMABTESHEAEMNARSIAXEY BB EEHASHERY



[Yes, we feel that simply focusing on optimization isn't enough for ZZZ right now. In a way,
directly facing problems and making some optimizations certainly requires courage, but at
this stage, what’'s more important is that we need more unique, high-quality content that can

create our appeal. This is what will truly innovate the user experience.]

B: M RMILBREMUZTB MR MNBEHES S —EEL LHMRE

[There are many types of optimization. After we've talked about that type, let's move on to

discuss another form of optimization.]

Y BEERFIR—LERELRAFTHINEREIEE2.0MEERARSZE

[I'll go ahead and bring up a few points first. We'll save more content for the 2.0 preview to

share with everyone later.]

B: | XF

[Still leaving us all in the dark!]

BPP: {£4EUI. UE{RE, 32 0/)\ th B

[Optimize Ul and UE experience, add a mini-map.]

Y: L RBERSRX FIEREEE ZFHRNSBPBEUIXEHNEMAERENEER B/ A

[l wouldn't say we're keeping it a secret, but in the second season, we'll be adjusting the Ul

interaction experience and adding a mini-map to the control interface.]

B: XM AREIT

[This has been mentioned.]



BPP: PCiii F R Il £ T 4R Y]

[The PC version will fully support seamless hot-switching between controller and keyboard.]

Y: EERERR ESMYREERENEEREESFRAEMEKREUNEE ZFHINSKXI
F IR PClm kY £ H T L&A )

[Additionally, we’ll optimize the navigation function, and the main interface’s wheel button will
undergo noticeable iteration. Furthermore, in Season 2, we will implement full seamless

hot-switching between controller and keyboard on the PC version.]

B: B~MXIMNEEEAANANEELENRFMRMAREREARNHEREEEIEF Eesc
AEREAREVRFRYT BT LBXITUBAET
[Oh~ That’s actually really useful for me because | often play with a controller, but every time

| enter the game, | have to press ESC, go into settings, and switch to controller mode. This

will make things a lot more convenient!]

Y: BANE1.ORRAF IR AN MR FIBE — M RA— N RA M EMART — R Rt ETR
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[Since version 1.0, we've had corresponding plans and adjustments, making changes
version by version. We've been steadily working on the foundational aspects and upgrading

them to where we are now. Although it might seem like each version doesn’t have a lot of

content, in the end, the accumulated experience for players will still be substantial.]

B: BL BRI I

[Just like gathering sand into a tower. *laugh®]

Y: MR AR



[Yes, it's like "gathering sand into a tower."]

B: XY MbERRMI/NNEBIZ —BRECINIEXITZWES)ERLERNHEIM
MAT TR —BTREIBILLEMELZRKT

[The seamless integration and the mini-map, though small features, have really been
optimized all the way to now. Looking back, having played through the tests, the changes

have indeed been significant.]

BPP: 58 Z&GRA—51 1, SIS !

[Season 2 "A Fresh New Start," stay tuned!]

Y: BTSN FEZFHE MU EUL(ERBIE2025F MR —#H

[Our internal goal for Season 2 is to give Zenless Zone Zero a fresh new look in 2025.]

B: BAZH

[Twice as fresh!]

Y BRARZH

[Twice as fresh!]

{Because it's 2.0~

The phrase "X Z#7" is a playful variation of "X —#7," which means "completely
renewed" or "refreshed." The use of "—" here implies an even more significant

transformation or improvement.}



Y: AAMAUETR R EEFRIIEHEFSRE-FEANRATHINEAIBERTRK
M—ERMRETEEN LRI REMNATRERRCRAERFE —MERIFNIAEZ £H
MNXHEEERBAFERMENREENF - RESE(FR)EHFEREDS HEBEMFE
FTREEEMBERMAZE(AREIMIRERRIFZTRET I T EHMRRRRET —
EMELMBANREZENAET —ENEMERMNMHL W R2RANRXNERMETETER
(RAENEV L RFERBAEE -FAREBRARSZ— THINIEH —EX R — LN
- TFTRNAEHN - LB X ERZ)RLEREBES T EE LBV REMERTUER
FERBHNEARHN—LEXRABRE R LERBRNE1OGRARE)MEHEEMELRT T
MNIERARLURBLEEMRSED A A —ELEBEHRINANE AR

[Since the launch in 24" July 2024, it's been nearly a year now, and we’ve really gone
through quite a journey. However, the content and experiences provided by ZZZ have
consistently maintained a high standard. This has always been our goal. We believe that for
a live service game, continuous progress and always striving to improve are the most
important aspects. Although since version 1.4, ZZZ has achieved great results with
everyone’s support, boosting confidence for both the players and the team, our progress
won't stop there. This Developer Face-to-Face session is meant to share our plans for the
future and discuss our current thoughts before season 2. ZZZ aims to continuously evolve
across all dimensions, so in the future, aspects like upgrades to level experiences, systems,
and activities will be areas we keep working on. We've already mentioned these ideas back

in version 1.0, and our team will continue to work hard toward these goals]

B: BAMEN iR B BRI RFRL E AW EARRIRR T ESQHMARBEIES EF X
RFLE—TEHRERINNE-ITUARRRBEFIWMRNESMTRERNIREHEREL
Bz 1SREFMZ IS RFOLAITEFRERENGRRENZRENERRRZAMNEREREZ

TR SRAEHF T ROHERBEZI/DyZMEFRAMNBERERRIRUELEFHIAC
HhELDBCHIFEREEHRXE S LB H R A o

[As players, we worry about your hairline every day. *Y looked at the ground after that*\We
know that these efforts will definitely go beyond just what the players can think of; there are
things we might not even expect, and you’re working on those too. We, as players, are really
satisfied with how we’re "enjoying" the game and having a great time. But that being said, as
players, we still need to voice our concerns and ask the questions that need to be asked.

After so many version updates, we really feel that Teacher Xiao Y and the team are listening



to the players' feedback, and you’re not only playing your own game but also continuously

improving it.]

Y ERBEM-ELRBEFREREEZMT O RMELMNERRINERGERRR T HERNE
HAEEE ELEHABIEFUNER G —ERELOFE(LEXI)eB I B CH—FMEFE
BAURENEEZREZZE(EXZ)NEEAN —LEAREAERIELHNNTEREENEH
N B HEMBEILIEMN —EROAREBIFHENEER DB B RE AR —E UK
FHRIMNEFHEEN

[We have always been very willing to listen to players' feedback, but we also feel that,
beyond wanting us to improve on the optimization front, players also hope that ZZZ can find
its own unique path. Therefore, we will try to explore some of the existing content in ZZZ that
could differentiate it. However, the most important thing is that we still want to continuously
improve the core experience. We will strive to push forward, and we thank everyone for their

ongoing support. We will keep working hard!]

B: ERFXRTHXLFRBERTBRETRERAER—REB T o —RHRE. EMHIT
DEEZUBETRZEHURAT

[l think the questions | asked this time are not sharp enough. | will prepare some more
specific questions next time. Be mentally prepared and see how you perform in our next

meeting~]

YV:BEEMERGTESAREMEREMMIRN (LR F)E - LHMBEREHTH—L
BREMASHEERFMNRBHBRENZABENBIIFERDEFHAEZ I E YGDE LUK
HA(BRF)VEENIEPRT EMNERERHNEEWRBRNEMEELUSNANRI BRI TR E
ERMENL R EREBHME - EAEREHNF N RBEXLERARTERREFFHA]
th & RAEMF

[Of course! | believe whether it's Mr.Google or other players, if they have new perspectives
or ideas about ZZZ, we welcome them to share and communicate with us through various
channels. We are always very open to it. Additionally, throughout the operation of ZZZ,

besides the basic elements that we need to deliver, as mentioned earlier, we also hope to



create some content with uniqueness to it. These things require player support, and we will

do our best to make them happen.]

B: IEERWEET R/ DYy ZMAEN D EXEREMNXPMTECERZIX T HINXHAMT B
HEFRZIARXTAIRERH LHERE —EXRETERRINWRHHFAIEE —EER R
BRI R G EER L /Dy M D IEER

[Thank you so much for sharing all of this with us, Teacher Xiao Y. Our episode is almost

coming to an end. However, no matter when, | will definitely bring more of the players' tough

qguestions. | hope Teacher Xiao Y is mentally prepared!]

Y: BRARABRXNRERTARGERBSBIFERNERT HBBRNERENEMBSEF LN
RERN B ELREZHRMNITEGRM—LERAARNBNEZHLRAZR—N(ERF)H
DRBABMNBRITEHMEFTERSH—LENZNREN

[Of course, | personally believe that the more questions, the better. Because besides helping
to push us to do better, it also helps us fill in some of the players' perspectives. After all, we
are also players of Zero Zone, and although we are developers, we still need more sharing

and reflection.]

B: Mo EKMNXHPMCRIEXNEIEF SMIBXEMER S E M

[Well, that's about it for this episode of "Planning Face-to-Face." We're wrapping up here.]

Both of them: B FEF

[Thank you! Bye bye!]

FIN



Fun fact: Xiao Y’s name. Xiao means "little", but when used with people's name it becomes a

more friendly term and has less distance between them. So Xiao Y is really just Little Y~



