World at War vs Vanguard
World at War
Call of duty is the biggest franchise in first person shooter history as well as being one of if not the biggest franchises in gaming in general, but recently things haven’t been quite right with the globally adored series, in today’s mini documentary, we will be comparing the best WW2 game from the series to the most recent to see if we can answer the ever-popular question, what is wrong with call of duty? 
In 2008, Treyarch studios released Call of Duty: World at War, this call of duty release was more significant than the previous installments because it was the anticipated debut of the studio making it, questions on whether they would deliver or not were rife among the community at the time as this was yet another WW2 shooter, which at the time was 1 of only 2 eras the franchise had covered, with the other being the absolutely seismic Call of Duty 4.
The skepticism soon died out though, as fans began to realise that they had been blessed with one of the greatest shooters of all time...
World at War was as close to a perfect WW2 game as possible, from accurate gritty depictions of the atrocities to violent guerrilla warfare, the story is captivating and immersive and way ahead of its time if you ask me and that is just scratching the surface.
The characters are memorable and make you feel a close emotional attachment to them, the perfect example of this is Victor Reznov, a Russian soviet soldier who guides Dimitri Petrenko through the mission “Vendetta”, which is set in the Red Square Massacre which takes place in Stalingrad on September 17th, 1942. 

The scene itself is breathtaking for a game made in 2008, the level design is immaculate, and this mission captures what world at war itself is all about, if manage to stray away from the main mission area you can see things like firing squads shooting German prisoners of war which had never been seen in previous installments.
The player is even thrust into making a moral based decision in the mission itself as a group of German soldiers surrender and the Russian soldiers have Molotov cocktails ready to throw, it is your decision on whether to capture the surrendering soldiers or burn them to death, controversial aspects like this are what made world at war such a great depiction of the second world war. 
World at War’s multiplayer stayed extremely close to the format that was created in Call of Duty 4 and for that reason it was loved by a lot of people, it did add a few things like era appropriate killstreaks and drivable vehicles subject to the map you were playing on but overall it stuck to the tried and tested format that was loved by fans at the time, but the most significant mode of world at war was neither campaign or multiplayer...
Nazi Zombies was, at first; a small passion project that developers Treyarch had managed to convince Activision to be included in the game but soon blossomed into a huge fan favorite, the first map “Nacht der Untoten” was set in an airfield bunker, it was dark, gritty and extremely barebones, but it was unique and most importantly it was fun which had fans crying out for more, Treyarch answered and in the months that followed 3 new maps dropped all with new and innovative features that would become mainstays in the franchise in the long term, it was clear that Treyarch had a lot of passion for their debut title and that certainly showed in the development cycle of the game. 
Vanguard (lol)
In November of 2021, Sledgehammer Games released the absolute dumpster fire known as Call of Duty: Vanguard, the game generated possibly the least anticipation and excitement of any Call of Duty game ever and sales figures only reinforced that notion.
The game was lackluster and had already been the subject of numerous reports that it was unfinished even before its arrival.
[bookmark: _Int_7OZrX55e]Those reports turned out to be more than true, as when players got their hands on the game it was a complete mess...the game was absolutely rife with bugs and crashing issues, not to mention the god-awful performance issues that players on pc faced when the game first released.	
But performance and crashing weren’t the main problems that the community took issue with...
The game was dull, the campaign was more of an F tier Hollywood movie than a depiction of the second world war and featured some incredibly forgettable characters that had absolutely no personality at all, the missions felt 10x more linear than they did almost 15 years ago in World at War, and the life that was in the missions in 2008 just wasn’t there in Vanguard.
The multiplayer was boring and uninspired, this is primarily because at this moment in time multiplayer only existed to serve Warzone, which was a free to play battle royale experience and was responsible for north of 70% of the annual revenue that Activision made at the time. (Oh, and the Anti cheat was absolutely shit)
[bookmark: _Int_plXBwCWb][bookmark: _Int_f1IVGHcM]Zombies was the worst mode of them all, and is the worst player vs AI experience I have ever played in my life, playing this mode made me as well as many others absolutely miserable...the mode was nothing like previous zombies' installments and tried to take on a completely new format which they should have left in their drafts, on top of that the story was painfully dry and ended abruptly with a lackluster boss fight in which some weapons were actually completely useless (speaking from personal trauma), there was absolutely 0 attempt at making this mode interesting and after literally 3 weeks they basically gave up on the mode, backpedaling and returning to an old world at war map; Shi No Numa.
Not only that, but after 1 month of “development” the only new feature that was added was A FUCKING OFFICE, I wish that was satire but they literally added a single tiny room and had the audacity to put it on the season 1 roadmap as if it was some sort of giant interesting innovation, the mode didn’t even have a DEDICATED SERVER PAUSE, hell it still doesn’t which perfectly portrays the laziness and lack of ambition that the developers had for this “new experience” if you can even call it that.
Overall, Vanguard had 0 passion put into it as well as no love whatsoever which was painfully obvious not just by the experience but also the dire sales figures that the game generated, falling at least 30% below the sales of the last premium title, developed funnily enough by Treyarch...to add to that Vanguard sales in the UK were the worst for call of duty in over a decade, further contributing to the embarrassing 12 months that this game had at the helm of the franchise.
The main difference between world at war and vanguard is plain to see...passion.
14 years ago, the focus for a call of duty title was simple, it had to be FUN, but fast forward nearly a decade and a half and the focus is now soley on generating sales and flashing big numbers to potential investors, whilst producing the absolute bare minimum in terms of content, thus making the games have way less replay value and making them feel totally soulless and stale...the ironic thing is if the focus remained what it was 14 years ago, they would generate more money anyway. 
Thank you for watching this mini documentary.

