






















































View video(click)

http://www.jp.square-enix.com/tech/library/mov/arthtn21_withoutRidgeShooting_1080p.mp4


View video(click)

http://www.jp.square-enix.com/tech/library/mov/arthtn21_withRidgeShooting_1080p.mp4
http://www.jp.square-enix.com/tech/library/mov/arthtn21_withRidgeShooting_1080p.mp4






View video(click)

http://www.jp.square-enix.com/tech/library/mov/arthtn21_demo_GDC_1080p.mp4
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