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Previs Artist: Nobuhiro Yamazaki

While keeping the composition from the original version intact, | wanted
to bring a sense of excitement and flamboyant style to the Gold Saucer
featured in FFVII Rebirth. | paid careful aftention to the colors used and
how densely the image was populated so that it wouldn't feel clut-
tered despite the amount of visual detail. Thanks to the artist handling
the final touches, | think we ended up with something really special.
Who wouldn’t want to bury their face in Fat Moogle’s great big fluffy
fur? [laughs]

VFX Supervisor: Atsuki Moriyoshi

In this setting, the fireworks in the background aren’t actually being
launched outside of Gold Saucer, but are holograms that appear in-
doors. To achieve the right effect, we processed the firework visuals
to resemble pixel art.

Previs Artist: Ayako Hayashi

It was quite a struggle to get the 7iny Bronco framed at just the right
angle. | wanted the image to present a peaceful moment where Cid
gazes upon the planet’s beautiful scenery from a hilltop covered in
flowers—a moment that might not seem special at first, but could
feel precious someday. It’s like riding a motorbike up a hill to take a
break . ... except Cids doing it in a plane, which is just amazing.

Project Manager: Sayako Hirata

Since Rocket Town doesn’t appear in FFVII Rebirth, we omitted the
rocket shown in the original version’s artwork and replaced it with a
natural terrain.

Lighting Artist: Yoko Kobayashi

To make the eerie atmosphere more dynamic, we added re-
flections of light across the whole scene instead of just near
the lightning flashes. This helped bring out more detail on the
undersides of the clouds.
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Lead Previs Artist: Shuzo Tadokoro
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Lighting Artist: Nobuki Fukuman

We initially planned to have a simple composition depicting Midgar in its destroyed state; we
never imagined that a recap of FFVI Remake's ending was also going to be added to the plan.
Our entire team was overwhelmed with such heavy content at first, but it ultimately developed
into an opening truly worth watching, featuring battles, disaster on a massive scale, and
amazing-looking characters.

When depicting scenes from FFVI Remake from a different perspective, we
focused on recreating that same atmosphere to help players recall what hap-
pened. For battle scenes, news broadcasts, and similar moments, we strove
to create realistic environments that would make players feel like they were
actually there.
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~_ Inauguration Parade for the New Preside

nt P

Lead Layout Artist: Noriaki Nishi

Lighting Artist: Momoko Daigo

What a massive crowd of citizens and Shinra troops! We ironed out the details by refer-
encing military parades from around the world while keeping the soldiers’ choreography
simple and restrained. With so much going on, maintaining shot-to-shot consistency and
handling the massive data load was a real struggle, but thanks to the contributions of
many team members, we ended up with something that's really a thrill to watch.

‘The inauguration was originally lit with yellow light, but to avoid mak-
ing it feel oo dreamlike, | proposed six or so different sky variations
and ultimately settled on the version we have now. With so many
crowd shots, it took close coordination with multiple teams to com-
plete this movie.
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Staff Comment

Effects Artist: Masahiro Yasuda

Taking the Gold Saucer’s building and interior design into account,
we thought about how to elicit a feeling of excitement the moment
the characters reached the entrance. We designed the movie’s color
palette and holographic effects with that in mind.
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Movie Director: Hiroshi Kuwabara

For the recreation of this Aerith image from the original version, we
initially planned to simply add the Highwind'to an image created for
FFVIl Remake. But it just didn’t quite come together, so we ended
up changing the entire camera angle. We added more detail to the
ground to better match the ship’s presence, and even created a
3D sky to align with the perspective of the ground. Aerith’s model
was also refined from the one used in FFVIl Remake. Uttimately, it
became a completely new piece of artwork.

Lighting Artist: Yoko Kobayashi

Director of Photography: Yuuki Akama

This is a deeply moving composition where the emotions of Red
Xill (Nanaki), the will that was entrusted to him by his father, the
Watcher Seto, and his mother’s love all intertwine. Once you've ex-
perienced this part of the story in the game, the image resonates
even more deeply.

Lead Previs Artist: Goichiro Inoue

In the early stages, this composition matched an image from
the original version with Yuffie looking down on Wutai while
standing on one of the Da-chao Statue’s fingers. | created
a sunset sky that would match that scene and then went
on maternity leave afterward. When | returned to work and
checked the final image, Wutai had been replaced with a
forest. | was glad to see that the sky | made was still being

used, though.

We were worried that players would mistakenly believe that
they could visit Wutai, so to maintain the sense conveyed by
the original version without showing a specific location, we
decided to depict Yuffie watching the evening sun set over
some distant mountains. This presents a somewhat senti-
mental moment as she reflects on her faraway homeland
while reaffirming her resolve. | would be pleased if players
could also feel those emotions from this image.
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Lead Simulation Artist: Yasuhiro Nishimura
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Lighting Artist: Yoko Kobayashi

Poses like Tifa hugging her knees or Cid fixing the airplane
were especially difficult as they often caused the hair and
cloth physics to behave unnaturally. In the latter part of the
movie, we struggled to maintain Aerith’s charm and per-
sona while showing her hair and clothes being ruffled by
the raging wind.

In most movie productions, we usually add thin wisps of clouds to the final shot
to provide a stirring effect when the 7iny Bronco lifts off into the skies, but for
this scene we were asked to leave them out entirely, resulting in a clear blue sky.
Initially, I was worried that the image might feel too empty, but with nothing to
distract the eye, your focus is drawn entirely toward the Tiny Bronco—and that,
in turn, brings you closer to Aerith’s feelings.
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Concept Artist: Mio Inaba Lighting Artist: Kaori Sato

Based on the concept that Cloud, Sephiroth, and Zack existin an alternate-reality Nibelheim,
we aimed to create a picture with an edgy feel that remained true to FFVIL. The red, omi-
nously undulating sky inspired by Sephiroth was particularly challenging, requiring many
adjustments, but | think we were able to capture the world of FFVII Rebirth, where the story
takes many twists and turns.

We took great care to make sure the characters stood out naturally despite being
placed in a composite environment of night, dusk, and clear daylight. Typically in CG
art production it's standard to avoid using lighting that would be impossible in real
life. But in this piece, we had a lot of fun deviating from that rule while still maintain-
ing the right color balance.
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Previs Artist: Yusuke Nakashima

Environment Artist: Masanori Kobayashi

The first sketch | drew after being given the theme of “venturing into the great
outdoors” eventually led to this image. We had a lot of discussion regarding the
fact that you can’t see their faces, but since they’re heading out with the resolve to
defeat Sephiroth, | felt it was just right to let their backs do the talking.

Through trial and error, we refined the vegetation and the
scale of the trees using photos of nature as a reference.
We also varied the color palette for each region so that
the environments never become monotonous.
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Concept Artist: Maiko Takamiya

With the idea of “the forgotten capital” in mind, | developed the concept and
then created the illustration that would serve as the basis for the CG art. | aimed
for a composition that blends a sense of hope and prayer with despair, allowing
players to imagine the different paths Aerith’s story might take. | put special care
into the finishing touches, so | hope players enjoy the finer details.

VFX Supervisor: Atsuki Moriyoshi

This is an important scene in the story and the concept art was so wonderfully
dreamlike, we took great care not to disrupt its atmosphere in the CG art. | espe-
cially love the rippling water surface at the top and the thin layer of water spread
across the floor, which were brilliant ideas that brought a sense of dynamic
movement to the piece.
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Previs Artist: Yusuke Nakashima

Lead Concept Artist: Ruri Ohyama

The overall composition was mostly set from the start, so my main con-
tribution was to explore different poses for Cloud. After experimenting
with the nuances, we eventually settled on this approach.

There wasn't much time to work on this one before the deadline, so we had to really
focus to get it done. By subtly shaping the flames behind Sephiroth into a wing-like
silhouette, | think we were able to express the way he looms over Cloud.
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