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Anatomy of JRPG

Player Action

Faces New
Challenge

Defeat , Finale
“Boss"
Monsters

Result Reflected

This will be done in repetition,
but the requests from the scenario

is various and complex
Immersion Into the World
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JRPG Audio, Its History
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In the Age of NES/SNES

Heavy weight on music for immersion into the story

Large number of music tracks (at that time)

Synchronization of the screen and music
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In the Age of PlayStation®

Quality breakthrough from the use of recorded audio

Appearance of movie scenes: Need for mixing

Emphasis on sound effects, both in quality and quantity

“Battle voice”
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In the Age of PlayStation2® & XBox®

Many in-house tools were developed due to drastic increase in quantity

All lines became voiced

Extremely elaborate interface sound effects
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In the Age of PlayStation3® & XBox360°

Procedural technologies were adopted due to the yet increasing volume

Emergence of game development tools.

Resource sharing and isolating the audio procedure became possible

Multichannel system architecture became the norm
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Characteristics of each audio categories
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What is music in JRPG like?
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Characteristics of JRPG music

Music from enormous soundtrack is constantly played

Traditionally orchestral

Consists mostly of emotionally elaborate music
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Technology in music rendition
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Multi—Layer Music Transition System

In JRPGs, there are various scenes that require
smooth transition of music

Music switching from position on the map

Music switching on special situations
Music switching on battles
Music switching in battles

Music switching on cut scenes
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Managing Music by Layers

When a track is played,
all tracks in lower layers are paused.

When a track is paused,
continue the highest lower track that is paused.

Layer3 | Playing...
Layer2 Playing... Paused Playing...
Layerl Paused
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Switching to next BGM on the same layer

Layer3 | Playing Playing
Layer2 Playing Paused
Layerl Paused

Music switching is done by crossfade.
So, (Number of Layers * 2) tracks are allocated.
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What is sound effects in JRPG like?
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Characteristics of JRPG sound effects

Complex Ul Sounds

Meticulous ambient sounds, especially on their layout

Use of automation and procedural audio to control the volume.
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Technology in sound effect rendition
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Interface Sound Effects
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Procedural Audio
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What is dialogue in JRPG like?
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Characteristics of JRPG dialogues

Special characterization in the lines

Great variety of “battle voices”

Voice actors themselves have their own “characters”
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Technology in dialogue rendition
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Battle Voice State

“Normal” Voice Table

Health comparison
Command Inputs
Buff/Debuff
Al Status

etc

These parameters are used to
compute the current status

“Losing” Voice Table
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What is JRPG Audio going to be like
in the Future?
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Conclusion: Difference between the
games in and out of Japan
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Q&A
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