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Other SESSIONS

VisualEffects of Final Fantasy XV: Concept, Environmentimaplémentation

ANGR¥EFFECTS SALAD

Monday, 25 July,-3:30 pm
BUILDIN&HARACTER

Character Workflow of Final Fantasy XV
Tuesday, 26 July;230 pm

BRAIN& BRAWN

Final Fantasy XV: Pulse and TractioGludracters
Tuesday, 26 July, 3:4515 pm

PLAYINGOD

Environment Workflow of Final Fantasy XV
Wednesday, 27 July, 3:4515pm

ELECTRONIEIEATER

TheUniverse of Final FantaXy/

Mon, 25 July, @ pm / Wed 27 July, &0pm
REALTIMELIVE

RealTime Technologies of FINAL FANTASY XV Battles
Tuesday, 26 July, 5:3015pm
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A Action roleplaying game
A PlayStation4XBoxOne
A Releasalate: Sept 30, 2016

A Demos
I EpisodeDuscae
I Platinum Demo
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Final Fantasy XV s

KS Y2a@2 dR2R
Indoor & outdoor
Day/nightcycles

Dynamic weather

Sky and weather are a bpgurt
of storytelling
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https://youtu.be/CzIsbgDt5oM

Agenda

A Basic Rendering

A Global Illumination
A Sky e
A Weather -

SQUARL CNIX.
©2016 SQUARE ENIX CO., LTD. All Rights Reserved.



A Modern AAAclass engine
A The usual suspects

I Tilebased light culling

I
|
|
|
|
.
I Temporal Antialiasing
|
|
|

| etc.

Basic features

PhysicallyBased Shading
Linear workflow
Deferred & forward

IES lights
Cascaded Shadow maps

Use ofAsyncCompute
Nodebasedauthoring
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