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If ever there was a game that had the weight of 
the world (or should that be 'Sony's world'?) on 
it's shoulders, then Killzone 2 is it. Since the 
unveiling of a spectacularly ambitious target-
video at E3 2005, the more cynical among us 
have been waiting for the game’s ambition to 
inevitably outstrip its actual delivery. Adding 
to this weight of expectation is the fact that it 
has well and truly become the poster-boy for 
the PS3; making promises that it will �nally 
deliver on the much vaunted potential of 
Sony's console.  With its launch date of Febru-
ary 2009 now just around the corner, the wait 
to see if Guerrilla has managed to deliver is 
nearly over; but for the lucky few on the 
multiplayer beta, the chance to assess 
portions of the developer’s work in the 
comfort of their own homes is here already.
 
Entering, as it does, an FPS market that exceeded 
saturation quite some time ago, Killzone 2 needs 
to be something special. On paper, its multiplayer 
mode looks like it will tick many familiar boxes, 
but it also introduces a few new ideas of its own.  
Before getting to that however, it is unsurprising 
that we �rst look at its presentation. 

There is simply no escaping the 
fact that Killzone 2's multiplayer is 
visually breathtaking. It would be 
incorrect to say that it looks 
beautiful, because it doesn't - war 
is an ugly business, and Killzone 2 
captures this reality perfectly. The 
theatre of combat is a dirty, 
scarred and bloody place, and the 
care and attention that Guerrilla 
has obviously taken in creating 
every shrapnel scar, bullet-hole 
and scorch mark that riddle every 

inch of scenery is hugely impressive. Liberal 
sprinklings of e�ects such as motion blur, 
volumetric smoke (through which dance shifting 
rays of light) and depth of �eld also impress as 
well as actually impacting gameplay. The battle-
�eld feels dynamic and visceral; the feeling of 
being in the midst of con�ict hugely convincing.
 
Acoustically Killzone 2’s multiplayer is also hugely 
immersive; the ringing of an explosion in some 
of the game’s vast halls can be as disorientating 
as it should be, and the crack of gun�re from 
your weapon is pleasingly full-bodied. It may 
seem that we’re re-treading old ground in 
describing the game’s looks, but that Killzone 2's 
presentation is worthy of this exhaustive 
coverage is beyond question.
 
The question that most FPS fans will be asking is, 
however: how does Killzone 2's multiplayer stack 
up against (current golden-child) Call of Duty 4?  
The short answer is ‘very well indeed’. The beta 
o�ers 32 player games across three maps (many 
more will be available in the �nal game), and for 
the most part CoD4 veterans will feel right at 
home. 

MULTIPLAYER BETA
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Although Guerrilla has chosen not to imitate CoD4 (with 
crouch being assigned to L2) the �ow of the gameplay is 
similar, with the usual modes - capture the �ag, team 
deathmatch etc - are all present and correct.  A similar 
levelling system is also implemented, with experience 
points being earned in combat gradually increasing 
your rank and the number of weapons and character 
types at your disposal. 
 
Combine these modes with the astonishing visuals, and 
you already have an excellent multiplayer FPS experi-
ence. But Killzone 2 doesn't stop there.  The two most 
interesting features are the selectable character classes, 
and 'dynamic missions'.  In regards to the former, there 
are �ve unique classes available (engineer, medic, scout, 
assault, and saboteur), each with their own strengths 
and weakness.  Engineers, for example, can set up gun 
placements (as in Team Fortress 2), medics can heal fallen 
troops and scouts assume sniping duties.  Only the 
assault class is initially available, with the other being 
unlocked as you rank up.  This system in itself is not that 
ground-breaking, but Guerrilla have included an 
interesting way allowing each gamer to customise their 
character. Each character class is represented by a 
badge, and by combining badges, character traits can 
be melded and in turn o�er a huge range of possible 
permutations.
 
The aforementioned 'dynamic missions' are, however, 
the real star of the show. Although games can be set up 
as standard deathmatches or �ag-captures, dynamic 
missions allow the play style to shift on the �y, 
constantly changing focus and forcing players to stay on 
their toes. For example, a game starting as a simple 
assassination will change to an all-out deathmatch once 

the assassination has either been completed or 
the time has expired, and as events are won and 
lost, a team score is tallied at the top of the 
screen. It’s one of those features that seems so 
obvious, but that hasn't been done before; that it 
will become a standard part of most online FPSs 
in the future seems inevitable.
 
Those used to the lightning fast controls of CoD4 
will �nd that Killzone 2 feels slightly heavier in 
comparison. However, this does re�ect the 
feeling of weight that underlies the world that 
Guerrilla have created - running up stairs, leaping 
over banisters and melee combat (smashing an 

opponents face in with butt of your ri�e has never been 
more satisfying!) feels naturalistic and visceral.
 
A written description of Killzone 2’s online beta really 
can't do it justice; it is after all essentially just another 
multiplayer FPS, but the synergy between its visuals, 
gameplay, levelling system and art style raise it head and 
shoulders above most of the competition. In fact, current 
champion, CoD4, should be very worried indeed; feeling 
every bit a crystallisation of Sony's promises, Killzone 2 is 
sniping for its crown. At this stage it appears that 
Guerrilla have every chance of delivering on their 
promises and that underneath the dirt, dust and blood 
of war, Killzone 2 will (most importantly) be a highly 
polished experience.  
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