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Other SESSIONS
ANGRY EFFECTS SALAD

Visual Effects of Final Fantasy XV: Concept, Environment, and Implementation

Monday, 25 July, 2-3:30 pm

BUILDING CHARACTER

Character Workflow of Final Fantasy XV

Tuesday, 26 July, 2-3:30 pm

BRAIN & BRAWN

Final Fantasy XV: Pulse and Traction of Characters

Tuesday, 26 July, 3:45-5:15 pm

PLAYING GOD

Environment Workflow of Final Fantasy XV

Wednesday, 27 July, 3:45-5:15 pm

ELECTRONIC THEATER

The Universe of Final Fantasy XV

Mon, 25 July, 6-8 pm / Wed, 27 July, 8-10 pm

REAL-TIME LIVE

Real-Time Technologies of FINAL FANTASY XV Battles

Tuesday, 26 July, 5:30-7:15 pm



ÅAction role-playing game
ÅPlayStation4, XBoxOne
ÅRelease date: Sept 30, 2016

ÅDemos
ïEpisode Duscae

ïPlatinum Demo

Final Fantasy XV



Å¢ƘŜ Ƴƻǎǘ άƻǇŜƴ-ǿƻǊƭŘέ CC
ïIndoor & outdoor

ïDay/night cycles

ïDynamic weather

ïSky and weather are a big part 
of storytelling

Final Fantasy XV



https://youtu.be/CzIsbgDt5oM


Agenda

ÅBasic Rendering

ÅGlobal Illumination

ÅSky

ÅWeather



Basic features
ÅModern AAA-class engine
ÅThe usual suspects
ïPhysically-Based Shading
ïLinear workflow
ïDeferred & forward
ïTile-based light culling
ï IES lights
ïCascaded Shadow maps
ïTemporal Antialiasing
ïUse of AsyncCompute
ïNode based authoring
ïetc.

Picture CG

Pre-render Real-time

Tools & Authoring


