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Live Editing & Visual Editing
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Angel Walker
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Future of
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Future of Game Technology

SLUARL CNIX.

JULIEN MERCERON
Worldwide Technology Director
SQUARE ENIX GROUP

SQUARL CNIX.



It's always cool to talk about the Future...
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* Many-Platforms... SQOUARE ENIX.
200092, Hardware and Software platforms 8




NEXT TIME AROUND...
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NEXT TIME AROUND...

Online publishing team
. Business intefligence
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Shop Challenges
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* Online Space.... SQUAREL ENIX.
2010/9/2will change Game Product and Business >0



NEXT TIME AROUND...

 We will need to be very efficient!...

2010/9/2

... Tools will be king!
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NEXT TIME AROUND...

] .
* I|teration-time vs Cost vs Quality... SQUARE CENIX.
2010/9/2 ... Iteration-efficiency could win >2




. But it won't be easy to_deliver!
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