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Behind the lens

Silicon Studio strives to help games developers create post-processing effects that
rival those of Hollywood blockbusters. In fact, the firm'’s flagship middleware Yebis 2
is so powerful, notable film studios use it, too. James Batchelor finds out more

A CASUAL VIEWING of almost any trailer that
emerged from E3 this year shows that the
games industry is highly unlikely to curb its
cinematic ambitions. From Kojima's latest
Metal Gear to the high-octane antics of
Battlefield: Hardline, the new generation of
games wouldn't look out of place on the big
screen at your local multiplex.

And, as with Hollywood blockbusters,
post-processing is essential in creating the
mood developers want. The world of Batman:
Arkham Knight would be nowhere near
as impressive if not drenched in a sinister
cocktail of darkness and neon.

Such effects are incredibly challenging to
achieve without dedicated tech - and one of
the leading tools available is Silicon Studio’s
Yebis 2. The Japanese firm's middleware
specialises in post-processing effects that can
be edited in real-time, and it's a suite that has
proved very popular with games developers.

“Yebis has so many features and is so
flexible that usually teams decide to use it
because it saves them a lot of time and
money,” explains engineer manager Colin
Magne. “If they had to develop the things
Yebis does by themselves, it would be a huge
amount of work.”
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Main: Pixar has recently
started using Yebis

2, integrating the
middieware into its
rendering pipeline to
add post-processing
effects faster

Below: The Silicon Studio
team (lTeft to right)

- engineer manager
Colin Magne, executive
director Fumiko Kato,
CEQ Takehiko Terada and
engineer Steven Tsang,
all gathered around their
favourite magazine
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“Post-processing is very important to the
final emotion of the picture, which is usually
set and defined by the art director of the game
or production. Yebis has such high quality and
fine-tuning that almost anything the art
director wants to achieve is possible.

“We have seen many relatively low-end
customers including Yebis in their engine and
giving their tech a whale new look that's very
organic and realistic. And it doesn’t even have
to be realistic: Yebis can help with rendering
based around non-realistic games, and it
always offers a high emotional picture level.
That's something | personally never see in
other middleware.”

Engineer Steven Tsang adds: “There are
more than ten years of research behind Yebis
- and our customers recognise that. One of
the responses we often getis how fast it is.

It's scalable because you can set the balance
between quality and performance yourself
if you want. Most of the developers that
evaluate Yebis are very impressed with the
performance that we can deliver.”

SILICON'S SHOWCASE
You've almost certainly seen Yebis at work,
although you might not know it.

The middleware is used ina
wide variety of games, from
the next-gen Dragon Ball title
unveiled at E3 to Square
Enix’s upcoming RPG epic
Final Fantasy XV, as well as
Agni’s Philosophy, the
real-time demo of
Square Enix’s new
engine - and the
Japanese
publisher has
since said it
could not
have achieved
the look of
this demo
without Silicon
Studio’s tools.

The Final
Fantasy firm is
just one of Yebis'

VI

Eastern admirers, with Bandai Namco and
Koei also using the technology in their games.
But while this is high praise for Silicon Studio,
the Japanese company’s ambitions stretch
beyond its home market.

“Yebis is very successful in Japan because
it is such a unique and special middleware,”
executive director Fumiko Kato tells Develop.
“But we need to expand our global business
and that's been our focus since launching
Yebis 2 last year.”

Pixar’s use of Yebis
speaks to the quality
and how serious we are
about simulating
camera physics.
Colin Magne, Silicon Studio

Silicon Studio has made great headway in
this, with the renowned Pixar picking up Yebis
to enhance its world-conquering family flicks.

“They have Yebis integrated into their
rendering pipeline,” Tsang says. "It makes
their iterative process much quicker because
Yebis runs in real-time, as opposed to
having to export
things and

applying post-
processing as a
separate step.”

Engineer manager Colin Magne adds:
“Yebis is very important for the final image
expression. At Pixar, they really play with
camera settings, particularly in areas where
Yebis has its strengths like depth of field.

“This is something that is traditionally
very expensive in terms of computer power.
Pixar couldn’t do that in real-time until they
decided to use Yebis. It saves a lot of effort
for their camera set-up at pre-production and
pre-rendering time, when they first set the
movie layout.

“The fact that Pixar uses it speaks to the
quality of Yebis 2 and how serious we are
about simulating camera lens physics. Pixar is
happy because even the depth of field radius
is similar to what it should be in the real world,
soit's fitting with the offline renderer they use
for the final picture.

“It's something people don't usually think
about in games, but we covered it so the final
picture is realistic and even more importantly,
natural looking.”

EASY INTEGRATION
Part of the reason many studios utilise Yebis
is that Silicon Studio has engineered the
toolset to fit seamlessly into
almost any pipeline
already in use,
“It's actually
pretty easy,”
assures




“The only input Yebis needs is the colour
information, the depth information and maybe
the motion vector information if you want
maotion blur.

“Basically, at the end of the pipeline for your
rendering engine, when you have your near
final picture before post-processing, you just
pass this information to Yebis and take a look
at the output, We have seen people
integrating Yebis in less than a day.”

Square Enix - a shareholder in Silicon
Studio, along with Bandai Namco - has already
integrated the technology into its new-gen
engine. Meanwhile, a recent partnership with
French middleware firm Allegorithmic has
seen Yebis added to the company’s range of
Substance texturing toolsets.

While Yebis 2 might shine brightest on
Xbox One and P54, Silicon Studio has also
gone to great lengths to get it across multiple
platforms - 18 of them, in fact. That
encompasses not only traditional consoles and
handhelds, but also a variety of smartphones
and tablets. In fact, Google used the
company’s Yebis 2 demo to show off the
power of the Nexus 7 tablet,

“Each customer comes with different needs,
so we have ported Yebis 2 onto 18 different
platforms as of today,” explains Magne.

“That was a big challenge, but it has also
strengthened Yebis. Each time, we added
specific optimisations and algorithms that
we could take advantage of on each platform
afterwards. It makes it very efficient and
very scalable.

“Of course you will achieve the best quality
with the high-end consoles. Yebis is already
available and optimised for PS4 and Xbox One.
But recently, we have brought Yebis to a
number of mobile platforms, in which we also
have an interest. We released an OpenGL ES3

demo of Yebis' features on Google Play -
there are some interesting effects we can do
thanks to the new OpenGL ES3 so we're
looking into what we can do with this and
we'll expand from there.”

LIGHTING THE WAY AHEAD

Yebis 2 may be beloved by games developers
and film-makers alike, but Silicon Studio isn't
about to sit back and relax. On the contrary:
the Japanese middleware firm has world
domination in its sights.

The Allegarithmic partnership goes some
way to supporting these efforts, as does the
use of Yebis in MotoGP 14, the new-gen racer
being developed by Italian studio Milestone.
But the biggest boost should come from the
imminent launch of Yebis 2's successor.

There are more
than ten years of
research behind Yebis 2 -
and our customers
recognise that.
Steven Tsang, Silicon Studio

“We're planning to launch Yebis 3 this
summer,” Kato reveals. "We are going to
promote in Japan first, and then prepare to
release overseas. We'll be promoting as well.”

And Magne adds that Yebis 2's features
have been so well-received that the team has
been free to explore new possibilities for the
toolset, rather than refining what has already
come before.

"Peaple are extremely happy with what we
deliver right now, so there is nothing we need
to improve on,” he says. “It's more a case of
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MORE THAN MIDDLEWARE

YEBIS IS JUST one feather in Silicon Studio’s cap - albeit the
largest and most colourful. The company offers a range of other
services for Japanese games developers and is keen to provide

similar support to Western firms.

“We're probably one of the only middleware companies to
survive in Japan,” executive director Fumiko Kato tells Develop.
“Our strength is our one-stop service for developers. We offer
support in the form of tools and middleware, as well as full
game development, we provide people, and we provide
consulting and networking services. So we have a lot to offer

the games industry.”

Key to this expanded selection of services is Silicon Studio’s
own games development team. The in-house studio has
produced a variety of titles over the last few years - most
notably, Square Enix's 305 RPG Bravely Default (below) and P53
exclusive 3D Dot Game Heroes (above). In fact, the latter served
as another great showcase for the effects Yebis can produce.

“They're creating really great games, and they have a really
high reputation,” Kato says of the studio. “When we started to
sell middleware, we didn't have a games studio, but it's hard for
us to sell middleware without us creating games for ourselves.
With our own studio, we can test and run and use our

middleware to create great games.

“Alot of publishers already come to us to make a game in our
studio. And because we're not a publisher, we can concentrate

our own original titles.”

adding new features. Rather than learning
from Yebis 2, we're continuing from it.”

The new features of Yebis 3 have largely
been based on the most popular requests
from established Yebis users. Headline
features of the next version include SSAQ
(screen space ambient occlusion), higher
quality depth of field effects and even lens
dirt - again underlining Silicon Studio’s
commitment to recreate realistic camera
effects in games.

That's not to say Yebis 2 will be completely
replaced by its follow-up. Silicon Studio will
still continue to support the middleware as it
reaches out to more Western developers and
even film studios to get its post-processing
tools into the hands of the most gifted creators
while it eagerly waits to see what these teams

can do with the power of Yebis. ll
www.siliconstudio.co.jp/en/

Tech demos such as Agni's
Philosophy by Square
Enix (above left, top) and
Silican's own RigidGems
(above left) show off some
of the effects Yebis 2 is
capable of creating
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Free Trial Version Available

*YEBISZ

Advanced Optical Effects Middleware

We are hiring

Open jobs in Tokyo

E Silicon Studio

www.siliconstudio.co.jp

YEBIS 2 is a trademark of Silicon Studio Corporation. @Silicon Studio Corp., all rights reserved.



