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The Need for Evolution

Games

Problems of High-end Game

>VAST:
Data Volume Wy 4

>VAST-:
Quantity of Information

>STAFF:
Coming and Going...

>DRIVE DOWN:
the Cost of Development




The Need for Evolution

VAST:
DATA VOLUME

>Shaders
>Motion
>Textures
>Model Data

And so on...




The Need for Evolution
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VAST:
QUANTITY OF INFO.

>Textures
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VAST: -
QUANTITY OF INFO. B

S e
\

o 1 \"é, ‘ i
: % ) A i B %
\ Rl A s
' I R,
3 \ e

i y
ook Do
\LS

>Customized Item Property%
>Shader Parameters L

>Character Bone



The Need for Evolution

STAFF:
Coming and Going:---

>Easy to Use for Everyone!
>Serial.
We need to Image to the Future
All of the Time




The Need for Evolution

DRIVE DOWN:

The Cost
of Development

>Setup Visual Data
with Rapidly
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For TEKKEN Users
> Playing More Games <

11




Hi
o B

%Eory of Tekken Series
B "

: L N " f ‘



PlayStation 2 Generation Platform
The Last TEKKEN

Masterpiece:-:-
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Character Cus_fomize

>Mounting Rigid Models on Characters
>Altering the Colors
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Simple: Customize System Mechanism

>Draw Models
along with
Characters’ Bone Position

>Swap The Color Palettes
of Clothes.
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Customize

Properties

Development Environment

>Managed Items by XML on the Web.
>Stored Item Properties in Maya scenes.

16



The History of Tekken Series

Games

Merit

>Item Control
Complexity: Careless Mistake
Simple: Easy Setting
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Demerit

>Need Helps by Programmer
to Create Items
>1 Programmer supports
about 20 Artists.
>Cause Investigation is Too Difficult
when Something Happens.
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The History of Tekken Series

B OOCOLINE, FEBELLION
) } )

The First TEKKEN
of PlayStation 3 Arcade Platform

>Struggling to develop PlayStation 3 for Programmers.

>We've a Tough Situation Very, Very, Very::-
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The History of Tekken Series

Character Customize
>Layering Clothes
>Physical Items
>Animations
>Hair Customize

>Item Waza
> Effect
>>etc: -
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>Rigid Item
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>Layering Item
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>Physics Item
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>Animation Item
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>Hair Customizing
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>Item Waza
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Games

>Item Waza
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>Item Waza

Parts: Body

Parts: Hair

Parts: Upper Body >+
Parts: Katana

_
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Development
Environment

>Database(MySQL)
>CGI(Ruby)
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Merit

>Artist: Easy to Manage Item Creation
>Programmer:

Easy to Develop the Manager

by using DB and cgi

Demerit

>Programmer:

Difficult to Monitor the Item Data
>UI: Stubborn---
>Item Manage Web: Slow
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PRECEPT

>Programmers should be understood

what kind of Data would be input?
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Hats Hats with Coats

33



The History of Tekken Series

TEKKEN TAG TOURNAMENT 2

NOW ON PLAYING: Amusement Facilities in Korea
>from Oct. 2011
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The History of Tekken Series

Character Customize

- Version upped of TEKKEN 6 Tool
- Havok Cloth Utilization
- Quantity Output Sysytem: Item
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Havok: Cloth Item
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Character System: Brief

Hair Parts+ Cloth Parts
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Hair Bone+ Cloth Bone
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Dev.Enhv.

>Windows Application(W

>XML(Subversion)
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CVS: Item Data

>Revert
>Survey Item Data
>Possess Higher Speed
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Network Feature
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e.g. Offset Position Adjustment
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e.g. Color Correction
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e.g. Decal Position
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Merit

> Artist:
Item Properties
= Time Crunch

>Artist:
Access-Friendly UI

Demerit

>Render View
# Game Console
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Precept

o))
X /’ >Importance:
1. Arrange

Preliminary Discussion

Before Developing Tools.
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TEKKEN SERIES and TEKKEN TAG 2

Thank you.
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