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&lt;p&gt;This article is about the second installment in the Call of Duty series

. For the console spin-off, see Call of&#129522; Duty 2: Big Red One&lt;/p&gt;
&lt;p&gt;Each PC multiplayer server can hold a maximum of 64 players, while the

limit is eight&#129522; players on Xbox.[19] In the Xbox 360 version, players ca
n play on Xbox Live and get new map packs. There&#129522; are 13 official maps,
including three remakes from the original Call of Duty. There are three extra ma
p packs (Bonus&#129522; Pack, Skirmish Pack, and Invasion Pack) that add a total

of eight maps.[20]&It;/p&at;
&lt;p&gt;Call of Duty 2 was going to be&#129522; more immersive than the origina

| Call of Duty. Vince Zampella, creative director of Infinity Ward, said, &quot;

We didn&#39;t want to&#129522; take any of the parts out that made Call of Duty

so good. But there were a couple of things&#129522; that we admit could have bee

n done better&quot;. A demo of the game showed a more open gameplay style and&#1
29522; a better Al for the enemies, who would actively go after the player. Ther

e are a set number of enemies&#129522; set on the map that will begin reacting t

o the player&#39;s presence once the first shot has been fired. Groups&#129522;

of enemies farther away send units up to see what is happening and add to the co
mbat while enemies directly&#129522; in front of the player will join in and tak

e cover quickly.[25]&lt;/p&gt;
&lt;p&gt;One of the details the team added are post-war&#129522; effects that co

ntinue on the battlefield throughout the game, where dust and smoke continue to
roll through the streets, clouding&#129522; up vision, and junk and debris scatt
ered everywhere. The game has sound attenuation, with a 5.1 surround sound syste
m, and&#129522; context sensitive dialog, with a total of twenty-thousand lines

of dialog. Each of the soldiers fighting alongside the player will&#129522; call

out the position of enemy soldiers, warn of flank attacks, and help out in ways
that were not possible&#129522; in the first game of the series. Zampella said,
&quot;We really wanted realistic battle chatter going that&#39;s not only enter
taining,&#129522; but actually adds to the gaming experience. So now you&#39;l|
hear your guys telling you that there&#39;s [sic] two guys&#129522; hiding behin
d that rusty car in the street or that there are people on the second floor of a

building&quot;.[26]&lt;/p&gt;
&lt;p&gt; The&#129522; game was showcased in E3 in 2005 and was announced as a la

unch title for the upcoming Xbox 360.[28][29]&lt;/p&gat;
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