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Comunicado del director creativo de CA: 

forums.totalwar.com/showthread.php/10431...Mike-Simpson-and-CA-

Advertencia: Spoiler!Hi everyone,

Thank you for playing our patches and reporting issues you find on the forum. Without that help we
wouldn’t be able to turn around the patches as fast as we have been doing. We’re achieving in weeks
what, on previous projects, took months. 

Over the next few weeks there’s going to be a shift from dealing with stability and config to working on
gameplay and features, while performance and AI remain high priorities. I expect the pace of patching to
slow a little as gameplay and deeper AI changes need longer to test and tune. It’ll still be weeks rather
than months between patches though, and we're going to continue to patch the game regularly for the
foreseeable future. 

Gameplay and AI fixes take a long time to test, and we have to play a lot of 200+ turn games to be sure
a change has worked as intended. To make the regular patches possible we have to overlap them, so
while patch 5 will go live tomorrow, we've already started work on patch 7. This does mean it takes a
while for your feedback to manifest as changes in the game, so please don’t be too disappointed if your
top issue isn’t fixed in the latest patch. We are listening to you, and we will get there.

Our long-term plan from here is to get as fast as possible to a point where everyone is broadly happy
with the state of the gameplay and AI. After that we’ll shift modes again to long-term support –
something which is new for TW and was very much our plan for the title all along. Our games already
have a long lifetime, but by releasing occasional DLC packs and free content updates we keep working
on them for much longer. This means upgrades in a number of areas which help the game evolve, and
stop it becoming obsolete. 

I’m not going make any detailed claims about what we’re going to do in the short term. The best way –
the only really credible way - we can let you know what we’re doing is by delivering it in the game. But
rest assured that we’re constantly reading the TW forums and a variety of others, and the feedback
you’re giving helps us to prioritise the issues we deal with, as well as getting a sense of which features
work well, which are not liked, and which features from previous Total War games which weren’t
designed into Rome II are missed. This is an interesting topic actually, as a lot of people think that we’ve
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‘cut’ features to make Rome II and it isn’t as simplistic as that assumption. 

A lot of the game is designed from the ground up. We develop many features in parallel, some of which
work differently to how they did in previous games: we aim to create a different experience every time,
and that’s very important to us. New features are added, and certain features from previous games are
therefore not included as they must naturally make way for different features. What’s been interesting –
and very useful for us – is listening to you telling us about which features you like and don’t like, and
what you miss from previous titles. We take your views seriously, and we’ll take them with us in the
future.

For now, we’re about to roll out our largest patch yet, which contains a number of key fixes and changes.
The next update will also bring you new, free game content which we’ve been talking about for a while…
we hope you like it. Alongside this, you’ll see our next major step towards mod support for ROME II.

Enjoy the update, enjoy the game, and thanks again for your ongoing feedback.

Mike Simpson

Extraigo:

 Hola a todos, Gracias por jugar nuestros parches y reportar los problemas que encuentras en el foro de
informes. 

Sin esa ayuda no seríamos capaces de sacar los parches tan rápido como lo hemos venido haciendo. E
stamos logrando en semanas lo que, en proyectos anteriores, nos llevó meses
.

Y tienen los santos cojones de pavonearse....

 Espero que el ritmo de aparicion de parches se frene un poco y los cambios más profundos de AI
necesitan más tiempo para pruebas y puesta a punto. Va a seguir siendo semanas en lugar de meses
entre parches sin embargo, y vamos a seguir para parchear el juego regularmente en el futuro
previsible. Gameplay y los cambios en AI tardan mucho tiempo para probar, y tenemos que jugar un
montón de 200 + turnos para asegurarse que los cambios han funcionado como se pretendíaClaaaaaaa
aaaaaro!!!. 

Es lo que pasa, que testear un juego lleva su tiempo. Por eso os hemos estafado sacando el juego en
beta y sin testear..... 

Manda huevos!!!

 Para hacer los parches regulares posibles tenemos que superponer ellos, así que mientras patch 5 irá
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mañana en directo, ya hemos empezado a trabajar en el parche 7.Ya sabeis, mañana sale el parche 5 y
trabajando en el 7. Cojonudo para el CWC....

Nos tomamos en serio sus puntos de vista, y nos los llevamos con nosotros en el futuro. Por ahora,
estamos a punto de lanzar el parche más grande aún, que contiene una serie de correcciones y
cambios fundamentales. La próxima actualización también trae nuevos contenidos, juego libre, que
hemos estado hablando durante mucho tiempo ... esperamos que les guste. Junto a esto, verá el
siguiente paso importante hacia el apoyo mod de Roma II. Disfrute de la actualización, disfrutar del
juego, y gracias de nuevo por su colaboración en curso. Mike Simpson 

(Emoticon de un romano o celtibero, metiendose el dedo en la nariz y sacando un moco)

============================================================================
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