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ABSTRACT

Study of Next Generation Game Animation

Park, Hong-Kyu

The video game industry is obsessed by the perception of "Next Generation Game”. Appearance of the next
generation game console has required the video game industry to renovate new technologies for their entire production.
This tendency increases a huge mount of production cost. Game companies have 1o hire more designers to creaie a
solid concept, artists to generate more detailed content, and programmers to optimize for more complex hardware. All
those high cost efforts provide great looking games, but the potential of next generation game consoles does not end
there. They also bring possibilities of the new types of gameplay.

Next generation game contains a much larger pool of memories for every video game elements. The entire video
game used to use roughly 800 animation files, but next generation game is pushing scripted event well over 4000
animation files. That allows a lot of very unique custom animation for pretty much every action in the game. It gives
game players much more vivid and realistic appreciation of the virtual world. Players are not being able to see any
recycling of the same animation over and over when they are playing next generation game.

The main purpose of this thesis is that defines the concept of next generation game and analyzes new
animation-pipeline to be used in the shooter games.

Key Word : Next Generation Game, Animation-Pipeline, Shooter game
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