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ABSTRACT


		The mixture of reality and fantasy is the main expression of Final Fantasy XV, which is a title from the classical long-lasting roleplaying game series. We embrace the words, pulse and traction, as one of the key concepts of the development. How we control motions of characters to make them plausible and fascinating is a challenging work in the area of AI and animation to achieve the goal.

	





                    References
                

	Buckland, M. 2004. Practical path planning. In Programming Game AI by Example. Jones & Bartlett Learning, ch. 8, 333--377.Google Scholar[image: Google Scholar]
	Isla, D., 2005. Managing complexity in the halo2 ai. Game Developr's Conference 2005.Google Scholar[image: Google Scholar]
	Jack, M. 2013. Tactical position selection: An architecture and query language. In Game AI Pro: Collected Wisdom of Game AI Professionals. CRC Press, ch. 26, 337--359.Google Scholar[image: Google Scholar]
	Millington, I., and Funge, J. 2009. State machines. In Artificial intelligence for games. CRC Press, ch. 5.3, 309--333.Google Scholar[image: Google Scholar]
	NaturalMotion. Morpheme. http://www.naturalmotion.com/middleware/morpheme/.Google Scholar[image: Google Scholar]
	Epic Games, Inc. Animation blueprints, unreal engine 4. https://docs.unrealengine.com/latest/INT/Engine/Animation/AnimBlueprints/.Google Scholar[image: Google Scholar]



  
    
      Cited By
View all
    

      [image: ]

      

  













    
    
        
        



        
        









    
    
        
        



        
        Index Terms


        

    


	Final fantasy XV: pulse and traction of characters
	Computing methodologies

	Artificial intelligence



	Computer graphics

	Animation

	Procedural animation














        

    











    
    
        
        



        
        

        

    





        
         Recommendations
 





        
        	How to build a fantasy world based on reality: a case study of Final Fantasy XV: part II
SA '17: SIGGRAPH Asia 2017 Courses  

		From the onset and during the course of development for FINAL FANTASY XV, we built our world around the theme: "a fantasy based on reality". Under this slogan and based on this world, we created the real-time CG game FINAL FANTASY XV, as well as the pre-...





Read More


	The universe of final fantasy XV
SIGGRAPH '16: ACM SIGGRAPH 2016 Computer Animation Festival  

		The Final Fantasy XV real-time team and Kingsglaive pre-render team joined together to take on a new challenge: create an image of an entirely new generation. Two stories, with high-end assets and graphics, come from one world that we call The Universe ...


Read More


	Character workflow of Final Fantasy XV
SIGGRAPH '16: ACM SIGGRAPH 2016 Talks  

		When creating the characters for Final Fantasy XV, we were required to create assets that were convincing and seemed like they could exist in the real world. In addition to PBR as a base technology we also used things like Linear Workflow, a skin shader ...


Read More















    
    
        
        



        
        









    
    
        
        



        
        

        

    



        

    





        
        



        
         Comments
 





        
        
Please enable JavaScript to view thecomments powered by Disqus.








        
        Login options
Check if you have access through your login credentials or your institution to get full access on this article.
Sign in

Full Access
Get this Publication





	Information
	Contributors

	Published in










    
    
        
        



        
        [image: cover image ACM Conferences]
SIGGRAPH '16: ACM SIGGRAPH 2016 Talks
July 2016
158  pages
ISBN:9781450342827
DOI:10.1145/2897839






        

    

Copyright © 2016 Owner/Author
Permission to make digital or hard copies of part or all of this work for personal or classroom use is granted without fee provided that copies are not made or distributed for profit or commercial advantage and that copies bear this notice and the full citation on the first page. Copyrights for third-party components of this work must be honored. For all other uses, contact the Owner/Author.


Sponsors


In-Cooperation


Publisher

Association for Computing Machinery
New York, NY, United States













    
    
        
        



        
            
                Publication History
            

        
        	Published: 24 July 2016




        

    





        
        



        
        

Check for updates
[image: Check for updates on crossmark]


Author Tags
	AI
	animation
	behavior tree
	game production
	motion blending
	state machine
	workflow





Qualifiers
	invited-talk


Conference











    
    
        
        



        
        Acceptance Rates
Overall Acceptance Rate1,822of8,601submissions,21%




        

    











    
    
        
        



        
        









        

    

Funding Sources




	



        
        [image: ]






Other Metrics
View Article Metrics






	Bibliometrics
	Citations3

	Article Metrics
	3
Total Citations
View Citations
	593
Total Downloads


	Downloads (Last 12 months)21
	Downloads (Last 6 weeks)1



Other Metrics
View Author Metrics



	Cited By
View all







PDF Format
View or Download as a PDF file.
PDF

eReader
View online with eReader.
eReader

Digital Edition
View this article in digital edition.
View Digital Edition





	Figures
	Other

	
	







Share this Publication link
https://dl.acm.org/doi/10.1145/2897839.2927449
Copy Link


Share on Social Media




        
        
Share on	
	
	
	
	











	
	
	
	0References
	
	
	






Close Figure Viewer

Browse AllReturnChange zoom level







Caption









        

    





        
        View Table of Contents





        
        Export Citations



Select Citation formatBibTeX
EndNote
ACM Ref


	Please download or close your previous search result export first before starting a new bulk export.
Preview is not available.
By clicking download,a status dialog will open to start the export process. The process may takea few minutes but once it finishes a file will be downloadable from your browser. You may continue to browse the DL while the export process is in progress.
Download

	

	Download citation
	Copy citation















        

    





        
        



        
        Footer





        
        
    






        
        









    
    
        
        



        
        



        
        









    
    
        
        



        
        Categories

	Journals
	Magazines
	Books
	Proceedings
	SIGs
	Conferences
	Collections
	People



        

    












    
    
        
        



        
        About

	About ACM Digital Library
	ACM Digital Library Board
	Subscription Information
	Author Guidelines
	Using ACM Digital Library
	All Holdings within the ACM Digital Library
	ACM Computing Classification System
	Digital Library Accessibility



        

    












    
    
        
        



        
        Join

	Join ACM
	Join SIGs
	Subscribe to Publications
	Institutions and Libraries



        

    












    
    
        
        



        
        Connect

	Contact
	Facebook
	Twitter
	Linkedin
	Feedback
	Bug Report



        

    






        

    













    
    
        
        



        
        



        
        The ACM Digital Library is published by the Association for Computing Machinery. Copyright © 2024 ACM, Inc.

	Terms of Usage
	Privacy Policy
	Code of Ethics







        
        









    
    
        
        



        
        [image: ACM Digital Library home]

        

    











    
    
        
        



        
        [image: ACM home]

        

    








        

    





        
        





        
        




        
        




        
        




        
        



    

    

    
        
    






        
        





        
        Your Search Results Download Request 
We are preparing your search results for download ...
We will inform you here when the file is ready.
Download now!

Your Search Results Download Request

Your file of search results citations is now ready.
Download now!

Your Search Results Download Request
Your search export query has expired. Please try again.



        

    



	
    


















    








    

    
    

    
    
    
    
        
            
                
            
            
            
        
    



