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STRUCTURE & THEMES

THEMES:
STRUCTURE: 1.Talents in R&D
1. INTRODUCTION 2.Graphics vs the Uncanny Valley
3.Importance of CGI Cinematics
2. OUR SPEAKERS _ 4.Ch2racters & Story Telling
3. for (inti=0; IKNB_THEMES; 1++) |5.Emotionsin Games
{ 6.Importance of Music

7.Multimedia & Convergence

THEME_INTRODUCTION(I); | 8.Pipelines, Data and Trends

DISCUSSION(); 9.Game Design & Technology
} 10.Down on themselves
11.0Outsourcing & Japan
4. OPENING 12.0Online in Japan
5. Q&A 13.Japanese Market

14 .Western making business in Japan
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EMOTIONS IN GAMES
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IMPORTANCE OF MUSIC
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PIPELINES, DATA & TRENDS
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GAME DESIGN & TECHNOLOGY

1. Core Mechanics

2. Metagame

Game Design?
ven Game design?

3. Base Setting

= 4. Contextualized Tokens
5. Contextualized Levels

6. Story

Game Design Layers
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COLLABORATIVE DEVELOPMENT

Emotional

Measuring Fun through
Emotional Reactions
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Behavioral

Data Logging and
Behavioral Observation

Traditionally most
player metrics focus on

\ @ —— Outcomes
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’ Immersyve's PENS model

focuses on underlying

_ Psychologlcal
) Causes

Table 1: Relationship Between Player's Feeling of
Competence and Important Outcomes (across genres)

Player Qutcomes Will Buy

More of Recommend
Fun/ Feel Value Developers  Game to
Enjoyment  Immersed Game Games Others

Experience of Competence
(Adventure/RPG)

Experience of Competence
(MMO)

Experience of Competence
(FP5)
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o *
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Experience of Competence
{Strategy)

*’** = corr. greater than 40

** = corr. between .25 and .40
* = corr. signif. at p<.05
O=No Significant Relationship

« Data driven choices
e Live Editing
e Collaborative development
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JAPANESE MARKET

Total Entertainment Software and Hardware Value 2007-2012E (in $US, millions)

Japan SW Sales Vlolume in Jan thru June
2008 vs. 2009
20 ;...::..-' . "E e Wl Supu_.*rimash Bros.
i : ' North America
15
2
=2
s Western Europe
10
Top 10 5KUs
5 Japan
LA Grand Total
INNR NG
PC, Console and Handheld Software Units Sold 2007-2042E (in millions)
2007 2008E 2009E 20106 2011E 2012E
Japan 1162 1183 1082 110.4 120.5 1515
Wi 12.4 10.2 20.0 125 1me 53
s = 2 20 121 16.7
PlayStation 2 212 1654 52 21 = =
PlayStation 3 35 g1 178 224 224 254
=] o0 7e ] a0 = =
2 o 0s 53 10.1 15.1
Hbox 360 1.7 18 16 15 ful] 0.g
DS/ DS Lite 854 848 520 348 n4 205
E = 31 2061 410 628
PC Ratail o = g = = -
Cihers. 18 - e = = 1.8
Console and Handheld Hardware Units Sold 2007-2012E (in millions)
2007 2008E 2009E 2010E 2011E 2012E
Japan 16.2 14,3 11.8 14.1 16.6 15.3
Wi 36 34 25 18 08 02
= = E 10 35 37
PlayStation 2 08 04 02 = £ =
PlayStation 3 1.2 T 26 27 20 1.4
PSP 30 38 26 2 = =
— = 0.4 20 24 24
Xbox 360 03 02 01 00 = =
DS/ DS Lite 71 48 20 0% 04 0.1
A i 14 45 76 6.8
Zthers 01 — - — 0.7

2007 2008E 2009E 2010E 2011E 2012E

Hardware 57,323 58,116 56,578 55,663 54,967 55,409
Software 510,027 512,396 511,100 89,707 59,298 59,090
Total §17,350 520,515 $17.,678 §15,370 514,285 $14,500
Hardware 57,929 59,586 57,297 55,821 55,528 56,190
Software 59.673 512,854 511,986 511,083 510,498 510,422
Total $17,802 §22,440 $19,283 $16,904 $16,026 $16.612

Hardware 52,686 52,717 52470 52,683 52,612 $2,5689
Software 54.313 54,329 53,866 53.817 54,088 55,248
Total §7,201 §7.045 $6,336 $6.500 $6.699 $7.837

Hardware 518,140 520,419 516,345 514,167 313,127 514,188
Software 524,213 529,581 526,952 524,607 523,684 524,761
Tatal €42 153 S50 000 €47 297 SIRTT4 37 010 £38 949

apan Market Overview: 2009 Platform Forecast Overview:

2009 Sales Volume ($) 2009 Hardware Forecasts (Units) =2009 ~2008

2009 .
Software: $2,700M (-15.2%) PS2: 250K
2008

2009 PS3: 1,400K
Hardware: $2,200M (-3.3%)

Xbox 360: 450K
2009 Sales Volume (units)
T Wii: 1,600K
Software: 54.5M (-17.2%)

208 DS: 400K

Hardware: 10.0M (-13.5%) DSi: 3,200
PSP 2,700K
2009 Hardware Installed Base #2008 ®2002 5 _
Wil 0.130K (+1.600K) [ 2009 Software Forecasts ($) B M
P52: 164M

P53 4,000k (+1.400€) [l
PS2: 20,900K (+250K) [0 | PS3: 483M
Xbox 360: 1,320K (+450K) [I]

s Xbox 360: 141M

DS: 24,200K (+400K) | 1
Dsi: 4,480 (+3.200<) [ Wii: 526M
PSP: 13,800K (+2,700K) | | T
PSP: 364M
PC Games: M



A WESTERN COMPANY IN
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TALENTS IN R&D
(1] Tuhe J e -

Home Videos Channels

We will be phasing out support for your browser soon. e Wi . ~
Please upgrade to one of these more modern browsers. © internet Explorer Goe
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HAL (pure hw vp): NVIDIA GeForce 6600 GT

Mouse Controls:
L : Rotate View
: Translate
+L : Scale,/FOV
o @ + : Rotate Model

Gamers Reports

+ Gamers Reports Forum > Gaming Forums > General Gaming Discussion

| http://www.watch.impress.co.ip/game/docs/20070131/3dIp7 7.htm

| http://www.watch.impress.co.jp/game/docs/20070131/3dIp78.htm

| MSAA reduction buffer is based on a presentation by Masaki Kawase for CEDEC 2002. In the
reduced to 1/4 or smaller and draws in them -> draws effects in reduction buffers with transg

Glare Type (g/G) :

synthesizes them with a scene by alpha. Though the picture guality is lower than 1/4 it can s E,pogu,e (Up, Downj Au

| problems in HOD. Due to depth test done in a low-res Z-buffer, Z relations between particles Material (m/M)

Depth of Field (d/D): 3 4 6 blade lﬂs (37 taps) remﬁed byMasaki Kawase
to have artifacts. Also an unnatural blur happens in synthesized parts because of a low-res NSNS EL R 1) -/ /www.daionet gr Jp, masa




PUSHING ON GRAPHICS
WARNING: UNCANNY VALLEY
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CONCLUSION OPENING




OPENING 1/4

« \We’ve learnt a lot from Japan:
e Games for Everyone (not sure we master it yet! © )
e Emotions & Memorable Moments
e Characters & Story Telling heavy games
e Audio approach in games, Convergence, future of Mobile
o Japan is giving us insights in the future
* We see trends more clearly by looking at Japanese Industry
...we see where the Western Market is going...
...we see the danger of the Uncanny Valley...
...we see the danger of not focusing enough on Pipelines
... as well as we see the greatness in Characters & Stories & Emotions!
Many look at Japan!
e ... Including Microsoft that do learn from Sony & Nintendo! ©




OPENING 2/4

» Games we’re expecting from Japan:
o Games for Everyone
e Emotions & Memorable Moments
* Pushing CGI aspects of Games pretty high
» Technology we’re expecting from Japan:
It could really be in the Mobile Game/Apps domain
 Integration of new Controllers/Accessories in Games.

e But most importantly we would like to see Japan learning from the
West as well!

« Japan has influenced us on many topics for years!
e There is so much more we can learn I’m sure
e ... butitisalso time to return the politeness!




OPENING 3/4

o Japan & Western Dev improved & experimented in separate ways
* (Asif we’ve been separated...)
e Multiplatform / Single Platform
e Pipeline/ Engine
e Animation & Dynamics / Graphics
e Collaboration / Direction
...Data driven decision making
... Team structuring & Processes
...Project Life Cycle & Outsourcing
o ...Online, etc.

» Likely to find best practices and complementary knowledge there!
* Now is time to connect both ways!

e Learning takes time & resources
e Spend vs improvements
* | believe the balance can be positive!




OPENING 4/4

Today, we all look at the future

 |et’s take advantage of all that to start working on a more
unified way!

Good news: there are many Tools for that!

 Internet, Game Conferences, Internal forums, Interest Groups
Bad News: Language can be a barrier!

o I’ll start Japanese in October... will you try learning English?

We should all encourage more sharing & communication!

| welcome how close Eidos & Square Enix have become! | feel we
will all benefit from that. And it is a symbol also: it is a symbol of
wish to learn from each other and empower each other.

| wish more Japanese companies embrace that model and move
toward more East-West communication & collaboration !
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Q&A

Gamertag: JulienMerceron

PS3 ID: JulienMerceron
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