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Benjamin 'DeMusliM' Baker has been a world class Warcraft III player for quite some time, however, Ben has moved onto a new love, Starcraft II. Cameron 'fams' Carson caught up with Ben to talk a little about the SC2 Beta, what Ben has been up to recently and much more!

When did you first get your beta key?

Along with the first wave, I just arrived back from America when they were sent out as I stayed at Shriek's house for almost a month so it was pretty great timing, was so happy I was among the first to play as I've been waiting a hella long time for it.

 Why were you at Shriek’s house, doing a Wc3 or  SC bootcamp?

 Well, me and Shriek are really good friends -  whenever we met up at LAN events there would  always be a barrel of laughs and special activities  along the way. We decided that I should go visit him for my birthday (January), so that's what I did :D.  Basically it was just an idea, then the months crept  up so fast - and finally I was in America. I had a  wicked time in his college house and met a lot of  great people - was the best break from competitive  gaming ever and I hope I can do something similar  again in the near future. 

How much time have you spent playing the beta?

Too much? :) Nah on a serious note, I've played roughly 250 games so far and I've really enjoyed it. The difference from game to game is what I really missed with wc3, the refreshing vibe is back and I'm thoroughly enjoying it. Every game, even if strategies are the same the difference is huge - I really love it.

Other top Wc3 players such as CHECK, have played many games (roughly 1000 the last time I checked).  Do you think players like CHECK who have the strict intention of becoming the best at the game will be able to achieve that goal easier than others (who have no background in professional gaming at a top level, but who also mass games, and wish to become pro)?

I'd like to think having a wc3 or BW background really does help, and I believe it does definitely give you a jump start. Practicing a lot of games often just helps with the mechanics aspect and if you play X strategy you counter with Y. Having a goal and aiming for it is the way to go, if you want to become pro, and that's what you've set out to do, there's nothing really stopping you from pursuing that goal. I personally think players who have seen BW run at a high level will know what it takes to become Top, players who haven't witnessed that yet, but assume they want to become pro will maybe have a tough time as they don't know what they are getting themselves in for. 

As for Mass gaming being the way forward? I think everyone will need to mass games at the start just to get a feel for the game if their intention is to become pro, just like any game you need to almost become part of it and the next move you make needs to become instinct rather than a drawn out thought process. As for overall - the smarter and better players will eventually come out on top in the long run, which is the way it goes for most games.

What race do you play?

Terran.

What is your current ladder and rank on that ladder?

I'm in platinum division 4, and rank 1 so far. I had a pretty tough, drawn out battle with Draco for a long time and we were juggling around with the top spots, now Dimaga joined in on the fun ^^.

Do you think a system such as the WC3L should be adopted for SC2, or something more along the lines of the pro leagues in korea?

If you mean the old WC3L system, then possibly. Personally I feel the 1v1 system is a lot more entertaining in starcraft in general, and so when you have "team fights" I think leaving it down to either a few solo bo3s, or winner stays on is the most fun.

How much did you play SC:BW before this?  Do you like SC2 compared to SC:BW, if so why/why not?

I didn't play barely any SC:BW actually, I played ToD for money once which was a big mistake, and I played grubby one time also. Previous to that I played at a friend’s house when I was particularly young playing UMS. I did watch quite a few VODs though on youtube, some of my favourites being Boxer, Nada, Reach and more recently Effort. 

I'll only talk about a spectators point of view, as I didn't play enough BW to really comment on the playing aspect. BW was incredibly entertaining, the speed it used to hit incredibly hard at high levels of play and really made the game have no Roof to hit, there was no limit of speed and so the faster you were - the better which was really, really impressive to witness. SC2 while it has much better graphics, I'm not sure the battles are quite as fun to see. The speed of the fights render them to lasting a mere few seconds before it's over. It's early days though - anything I say could change within the week. BUT, and this is a big but, certain things such as the auto surround mechanic definitely remove a "WOW" and "OooooOO" factor, now anyone, literally anyone can perform such tasks.

Blizzard is patching SC2 very quickly, what are your thoughts on balance so far?

Balance wise, it was surprisingly pretty darn good to start off with. Obviously there were little bits and bobs, but overall games were flowing smoothly with barely a bump, the balance already leaves wc3 in its tracks after only being in the beta phase.

I'm definitely happy with how Blizzard is treating the game so far. We're 2 weeks in and already received 4-5 patches which really shows you that any "flaws" thus far are being corrected within an instant.

Certain things though that I still believe need "altering" are:

Roachs - still too strong I think for such a low cost of 75/25/1

Hellions - although I really want to like hellions, and they do a hell of a lot of damage with the upgrade to light - I still believe their attack animation is what really lets them down.

Speedling bug - hopping through walls (I don't know if it's a bug, but popping through gaps that aren't there sure seems a bit dodgy! - similar to that of blade with Windwalk in wc3)

Larvae- A little too strong, needs fixing.

Banelings - Should do friendly fire damage to none baneling units - so they are used less wrecklessly and when they are used, they are equally as effective - and more used as a flanking unit or distraction, rather than a 1 group mash up as they are now.

What to you, makes SC2 appealing?

I really like the amount of units you can have in battles, I like the little skirmish missions all over the map, the macro aspect (it's a lot faster than that of wc3 making it much more demanding) but I also like the paths in which you can take strategically. There is no "right" thing to do at any one time, you always have options and choices. Choices are what really separate good players from everyone else, they always seem to make the right ones - and in sc2 there could be several right choices which really make the player imprint himself into the game making it all that much more important.

So to sum that up, I like the pace of game, but I also like how you can play to your strengths rather than having to copy the "main strategy" as while there will be main strategies eventually, Tech trees really allow you to play how you want to play, not how you have to play.

Do you think SC2 takes more from SC:BW or Wc3?

Well, as a sequel to SC2 and most of the game being virtually transferred, I believe it's derived mainly from BW. While the controls and 3D graphics are more related to WC3, I believe it's like a 80:20 ratio in favour of BW. If anything, the actual movement feels like neither game - and is very alike that of HoN.

Will you switch over to SC2 from Wc3?

Yes, I decided this a long time ago.

Do you think SC2 will kill off Wc3, or even BW?

I believe it will kill of wc3 relatively quickly, the top players who can make a living from the game will continue to play as long as it pays the bills, and spectators as long as they have a favourite player to cheer for will continue to cheer. Wc3 is on the edge right now, the game itself is not as balanced as it once was, and BNet is plagued with hackers - these problems weren't fixed until very recently, so the fact SC2 is coming out very soon means the casual gamers/fans of wc3 will immediately step onto the sc2 train. 

If the fans no longer wish to see the same 10 players at every tournament, or they grow tired of the same results appearing - the sponsors of events will also recognize this and drop the game entirely - as the focal point will drastically sway towards the new rising: SC2. As for BW, I don't really know how the Korean scene works - everywhere else I believe SC2 will drown out BW - but in Korea, BW is so huge that the task of swallowing the game, I just can't imagine. In the near future, maybe in some years if the Kespa vs Blizz situation gets resolved.

How do you like the new battle.net so far?  Do any of the features stand out to you?

The new battle.net seems pretty good - to be honest I didn't really look into it before release, I was just interested in the game itself. Things that I really like are the observer/replay functions - allowing you to check anything you want to, even if you want to see it from a players perspective you can - which I think is truly awesome.

Little things that I still don't like are - you have to be on BNet when you watch replays.

I hope this changes, as I really dislike this - if I was on a plane to an event, or any form of transport I would like to observe replays/study opponents during this time.

I also believe they haven't resolved the latency issue correctly. BNet for wc3 was crippled with lag, I literally had 1 sec delay on good days, BNet 2.0 sure is a lot better, but it still can vary from day to day. This also makes me worry about there being no "LAN Screen" Blizzard wants you to play on BNet 2.0 even at LAN events etc. This given the latency issue could be really huge, and for countries with lesser internet such as China, I don't know what kinda problems could arise.

 - Also there are again little bugs like, getting alt tabbed despite not touching anything but your mouse - or replays lagging if you run them on 3x/6x speed, and Tabbing into the game taking a good 20 secs, these problems need to be fixed, as things like this can really aggravate a gamer. I really don't know what blizzard plan on doing, as it's only early days, I may sound critical - but I would just like the game to be as perfect as it's supposed to be. That's what the beta is for after all, to iron out all the problems.

How do you like the new units such as Thor or the mothership?

Actually, I'm really not sure yet. The original mothership was ridiculous and I'm glad they altered it as fast as they did. Thor is pretty funky looking, and hits like a rock - but I really don't know what to make of them, personally, while I like their functions - I believe they look too big and clumpy. Everything from BW -> SC2 was minimized, almost everything at least, except Thors, Certain aircraft and Ultralisks. 

If they were maybe shrunk down a little bit and blended in more than they do now I might like them a bit more.

Do you think these models looking the way they do, will affect the spectator aspect of the game in a negative way?

I'm not sure, like don't get me wrong, they look pretty cool - but they just don't feel Starcraft cool right now. 

What are the major differences other than the lack of heroes, from Wc3 to SC2?

Well, I'll talk from a human players perspective mainly - in wc3, you regularly only need 13 workers, 5 for gold 8 for wood for the whole game and you'd be more than fine. In sc2 - if you stop making workers you're doing it wrong, some games you can literally go up to 80 or so and it wouldn't be "wrong". That for me is the biggest change, even above heroes. Other than that - no upkeep - that's a biggy meaning you shouldn't really ever stop producing - and not producing if you have the resources is a sign of not being quick enough. If you have more than 2 production buildings selected at a time, in wc3 if they were the same building you just pressed "X" key and if you had the resources it would make 2+ units, one in each building. In SC2 if you have let’s say 10 barracks, and you want to make 10 marines - if you select them all, you have to press "A" 10x, not just selecting them all and pressing a once - that was a pretty big change!

The game is a lot faster, it feels similar within the first 5 minutes to wc3, but once you have 2 workers minimum on each mineral patch the game goes way faster than anything in wc3, and that's just off 1 base. I really enjoy the pace of play.

Do you think this fast-paced game play will benefit SC or Wc3 players more?

6 Months ago, I'd of told you that SC players would definitely be more adept at the switch, as the pace of game although it is faster from BW -> SC2, the game mechanics are definitely a lot more up to date, and you're actually able to deal with it a lot easier than you could with BW. But right now I'd probably say there isn't much difference in who it benefits more right now, the starcraft guys are still coming to terms with hotgrouping buildings, and the wc3 guys probably aren't used to spamming so many units all game long. So far though, both parties are definitely homing in on the faults and when the meeting of BW vs WC3 players happens, you'd have a hard time pointing out which player came from which game as they are both pretty similar right now in terms of ability and strategy.

I think the debate over SC or WC3 players prevailing is pretty much drawing to a close. Before everyone including myself assumed BW players would walk over everyone else, surprisingly though it didn't quite seem the case, yes the BW players definitely laid down the law climbing to the top of their ladders, but so did the WC3 guys. 

I think people have to understand that, a lot of people who played/play WC3 didn't just play it because they "couldn't handle" BW, but because it was either more interesting to them, or the fact that most players who are say between 15-20 now adays were probably 8 or less at the time of starcrafts release. WC3 for me at least just came out at a more reasonable time for my age group and I found it fun so I stuck with it.

Do you think skill will transfer from Wc3, or is SC2 a different kind of RTS, as far as the types of skills you will need?

Actually, I think any really good RTS player can move around RTS games pretty comfortably. It's the switch in genre that is really hard for players to do - such as moving from FPS -> RTS or vice versa. People who were good at BW or WC3 may not be good sc2 players, or they could be amazing - and I think that's what adds to the freshness of the game.

Wc3 wasn't very demanding - at a top level, there was definitely things you could do in game that would help a hell of a lot, that was hard to do, but in general the game was mainly about not making mistakes, and making the right choice - creep or attack.

SC2 really put things in perspective for me, not only are you not meant to make mistakes, but speed and strategy are also very key points in the game, and like BW, I doubt anyone will truly be able to master the game any time soon.

Any last words for your fans and the E-Sports community?

I'd just like to say thanks to everyone involved, Blizzard for producing great games - MYM] Sponsors - PUMA, Chieftec and Razer - management and the fans/friends :D.

Cheers guys!

ПЕРЕВОД:

Интервью DeMusliM’а

От 15 марта 2010 в 8:30

Benjamin 'DeMusliM' Baker уже довольно продолжительное время является игроком Warcraft III мирового класса. Однако, у Ben’а теперь есть другая любовь, Starcraft II. Cameron 'fams' Carson встретился с Ben’ом дабы немного обсудить SC2 Beta, которой с недавнего времени и занимался Ben, а также и многие другие вопросы! 

Когда вы получили свой первый бета ключ?

Во время первой волны, я как раз вернулся из Америки, когда их выслали, а я был в доме  Shriek’а почти месяц, так что это было отличное времяпрепровождение, был так счастлив оказаться среди первых игроков, ведь я уже ждал этого чертовски долго. 

По какому случаю были в доме Shriek’а, делали тренировочный центр для новобранцев WС3 или SC?

Ну, я и Shriek очень хорошие друзья – когда бы нам не довелось повстречаться на LAN events, это всегда сопровождалось огромным количеством приколов и всякой сопутствующей деятельностью. Мы порешили, что я приеду к нему отмечать мой день рождения (январь), что я и сделал :D. Изначально это была просто идея, но месяцы пролетели так быстро – и вот я оказался в Америке. Я круто провел время в его университете и встретил множество просто классных людей – мне наилучшим образом удалось отвлечься от соревновательных игр за все время и я надеюсь, что нечто подобное меня опять будет ждать а обозримом будущем.

Сколько времени вы провели, играя в бета?

Вы думаете слишком много?  :) Ну если по-серьезному, то приблизительно я отыграл 250 игр к настоящему времени, и все это время я реально получал удовольствие. Разница между играми, это то, чего мне так не хватало в WC3. Свежая атмосфера опять вернулась, и я всецело ей наслаждаюсь. Каждая игра, даже если стратегии один в один, разница все равно огромная и это мне страшно нравится.   

Другие топ игроки WC3, такие как CHECK, повидали множество игр (по приблизительным расчетам 1000, когда я узнавал в последний раз). Как вы думаете, удастся ли таким игрокам как CHECK, имеющим строгое намерение становиться лучшими в игре, достичь этой цели меньшими усилиями, чем остальным (у кого нет прошлого, связанного с профессиональной игрой на высшем уровне, но которые также собирают игры, и желают стать профессионалами)?
Хотелось бы думать, что опыт в WC3 или BW действительно помогает, и я верю, что это определенно дает стартовый скачок. Наработка практики в многих играх зачастую даже помогает с механическим аспектом и если ты играешь в Х стратегию, то ты справишься и с Y. Иметь цель и следовать ей – вот, что нужно делать, если ты хочешь стать профессионалом, и вот чем нужно тебе задаться, так как ничто не может тебе воспрепятствовать в погоне за этой целью. Лично я считаю, что игроки понявшие, что значит достигать высшего уровня в BW, знают что значит стать Лучшим. А игроки, которые еще не были этому свидетелями, но полагают, что хотят стать профессионалами, возможно, столкнутся со значительными трудностями, так как не знают, на что себя обрекают. 
Что касается выбора массового прохождения игр в качестве продвижения? То я думаю, что любому пригодится пройти много игр по началу, что бы прочувствовать саму игру, если они все же хотят стать профессионалами. Как и в любой игре, тебе практически нужно стать частью ее, и каждый следующий шаг, который ты делаешь, должен стать инстинктивным, нежели основываться на мыслительном процессе. В общем и целом – игроки наиболее сообразительные и вообще лучшие в конце концов покорят вершину, и такой же путь справедлив для большинства игр.

За какую расу вы играете?

Terran.

В какой лестнице вы сейчас находитесь и какой уровень у вас на ней?

Я в платиновом отделении 4, и уровень 1уже. У меня был довольно таки тяжелый, затяжной бой с Draco в течение длительного времени и мы боролись за высшие позиции, а теперь еще Dimaga присоединился к забаве ^^.

Как вы считаете, такую систему, как WC3L, следует принять для SС2, или требуется что-то большее для большинства профессиональных лиг в Корее?

Если вы имеете в виду старую систему WC3L, тогда возможно. Лично мне система 1v1 намного больше приносит удовольствия, говоря о starcraft в общем, или когда у вас «командные бои», я думаю, что наилучшие варианты для них - это либо несколько одиночных игроков, либо игра на победителя. 
Как долго вы играли в SC:BW до этого? В сравнении с SC:BW вам нравится SC2 и если да, то почему/почему нет?

На самом деле я не играл просто в SC:BW. Я играл в ToD за деньги однажды и это было моей большой ошибкой. И я сыграл также 1 раз не очень хорошо. Перед тем я играл дома у друга, когда я еще только начал играть в UMS. Тогда я еще только посмотрел несколько VOD на youtube, одними из моих фаворитов были Boxer, Nada, Reach и позже Effort.
Я только расскажу с точки зрения зрителя, поскольку я не играл в BW достаточно, для того чтобы комментировать игровой аспект. BW была невероятно интересной, скорость, которая в ней использовалась для достаточно сильного удара на высоких уровнях игры давала неограниченные возможности для атаки в игре. Не было никакого ограничения по скорости и поэтому, чем быстрее ты был, тем лучше, что производило огромное впечатление на зрителя. SC2 хоть и имеет более красивую графику, вряд ли может сравниться по интересности для наблюдателя. Скорость боев позволяет им длиться всего лишь секунды до их окончания. Но это только в первые дни – все, что я говорю могло измениться в течение недели. НО, и в этом большое  НО, определенные вещи, такие как техника auto surround определенно убирают такие факторы как «WOW» и «OooooOO», и теперь любой, буквально любой может выполнять такие задачи. 
Blizzard делает patching в SC2 очень быстро. Что вы думаете о балансе в данное время?

Баланс продуманный, и было на удивление совсем неплохо, чтобы начать с чего-то. Очевидно, были всякие мелочи разного плана, но в общем и целом игры протекали мягко с небольшим недостатком: баланс уже отходит от WC3 на своем путевом развитии, только будучи в бета фазе. 

Я определенно счастлив, каким образом Blizzard обращается с игрой в данный момент. Мы уже 2 недели в игре и уже получили 4-5 патчей, что показывает, что любые «зазубрины», таким образом, исправляются очень даже быстро.
И все же я до сих пор считаю, что определенные вещи нуждаются в «доработке», такие как:

Roach’и – все еще слишком сильны для такой низкой стоимости как 75/25/1
Hellion’ы – несмотря на то, что я очень хочу полюбить Hellion’ов, и они делают целую пропасть урона после апгрейда со светом – я все же думаю, что то, как отображается их атака обманывает ожидания по отношению к ним.
Speedling bug – перескакивание через стены (не знаю, является ли это багом, но проскакивание через промежутки, которых не видно в этом месте выглядит несколько подозрительно! – что имеет сходство с клинком  позволяющим ходить по воздуху в WC3).

Larvae – немного сильнее, чем нужно, лучше бы исправить.

Baneling’и – должны наносить урон от стрельбы по своим non-baneling юнитам – чтобы они использовались не так безнаказанно, и когда они используются , они должны быть одинаково эффективны – и чаще должны использоваться в качестве фланговых юнитов или в качестве отвлекающего раздражителя, нежели месива из 1 группы, как они используются сейчас.

