tactics ogre vs final fantasy tactics

tactics ogre vs final fantasy tactics represents a comparison between two of
the most iconic tactical role-playing games (TRPGs) in video game history.
Both titles have garnered critical acclaim for their deep gameplay mechanics,
intricate storylines, and strategic depth. While Tactics Ogre and Final
Fantasy Tactics share similarities in genre and style, they also present
distinct differences that appeal to varied player preferences. This article
explores the core elements of each game, including gameplay mechanics,
narrative structure, character progression, and overall impact on the TRPG
genre. By examining these facets, readers can gain a comprehensive
understanding of how Tactics Ogre vs Final Fantasy Tactics compares in terms
of design philosophy and player experience. The following sections will delve
into gameplay systems, storytelling approaches, graphics and audio, and
legacy within the gaming community.

Gameplay Mechanics Comparison

Narrative and Storytelling

Character Development and Customization

Visual and Audio Presentation

Legacy and Influence

Gameplay Mechanics Comparison

One of the most critical aspects in the discussion of tactics ogre vs final
fantasy tactics is their gameplay mechanics. Both games excel in offering
tactical, grid-based combat with turn-based systems, but the nuances in their
execution create unique experiences for players.

Battle System and Strategy

Tactics Ogre features a highly detailed battle system emphasizing terrain and
elevation, which significantly influences attack ranges and damage. Players
must carefully consider positioning, as height advantages provide tactical
benefits. The game also incorporates a morale system affecting unit
performance and a branching class system that allows for diverse tactical
approaches.

Final Fantasy Tactics, on the other hand, focuses on a job system that allows
characters to switch classes and learn abilities across different vocations.
Its grid-based combat is more straightforward compared to Tactics Ogre but



incorporates complex elements like directional attacks, cover mechanics, and
status effects that contribute to strategic depth.

Difficulty and Challenge

In terms of difficulty, Tactics Ogre is often regarded as more challenging
due to its complex stat interactions and less forgiving mechanics. The game
requires players to plan meticulously, especially during boss battles and
critical story missions. Final Fantasy Tactics offers adjustable difficulty
levels and a more balanced learning curve, making it more accessible for
newcomers to the genre while still providing depth for veterans.

Multiplayer and Replayability

Both games offer significant replayability, but through different means.
Tactics Ogre's branching story paths and multiple endings encourage multiple
playthroughs. Final Fantasy Tactics provides extensive character
customization and optional side quests, along with New Game Plus features
that enhance replay value. However, neither game includes multiplayer modes,
focusing instead on single-player tactical challenges.

Narrative and Storytelling

The narrative approach in tactics ogre vs final fantasy tactics highlights
their respective storytelling strengths and thematic elements, which
contribute greatly to player engagement.

Plot and Themes

Tactics Ogre presents a politically charged narrative set in a war-torn

kingdom, exploring themes of loyalty, betrayal, and moral ambiguity. The
story unfolds through player choices that affect alliances and outcomes,
providing a mature and complex narrative experience.

Final Fantasy Tactics centers on a tale of political intrigue, revenge, and
the struggle for power within the kingdom of Ivalice. Its story is rich with
character development and plot twists, blending fantasy elements with
personal drama. The narrative is linear but deeply immersive, enhanced by
detailed dialogue and cutscenes.

Characterization and Dialogue

Character development in Tactics Ogre is closely tied to player decisions,
with multiple branching paths allowing for diverse story experiences. The
dialogue is often serious and nuanced, reflecting the game's dark tone. Final



Fantasy Tactics offers memorable characters with distinct personalities and
motivations, supported by well-written dialogue that balances drama with
occasional humor.

Character Development and Customization

Character progression in tactics ogre vs final fantasy tactics is a
fundamental feature that drives player investment and strategic planning.

Class Systems

Tactics Ogre employs a class system with numerous job options, each with
unique abilities and skill trees. Players can promote characters to advanced
classes, allowing for specialized roles in combat. The system encourages
experimentation but requires careful management to optimize unit
effectiveness.

Final Fantasy Tactics is renowned for its flexible job system, allowing
characters to learn skills from multiple classes and customize their roles
extensively. This system is praised for its depth and variety, enabling
players to create highly specialized or versatile units tailored to their
strategies.

Leveling and Skill Acquisition

In Tactics Ogre, characters gain experience points to level up, improving
stats and unlocking skills within their chosen classes. Skill acquisition is
tied to class progression, and certain powerful abilities require mastering
prerequisite jobs.

Final Fantasy Tactics features a similar leveling system with the addition of
job points, which are used to learn new abilities within each class. This
mechanic adds a layer of strategic planning in how players develop their
characters over time.

Equipment and Items

Both games provide extensive equipment options that affect character
performance. Tactics Ogre's equipment system includes weapons, armor, and
accessories that can alter stats and abilities, often requiring strategic
choices based on enemy types and battle conditions. Final Fantasy Tactics
offers a broad range of gear, with some items granting unique abilities or
stat boosts, complementing the job system's flexibility.



Visual and Audio Presentation

The aesthetic elements of tactics ogre vs final fantasy tactics contribute to
the atmosphere and immersion of each game, reflecting their era and artistic
direction.

Graphics and Art Style

Tactics Ogre features detailed sprite work and isometric maps with a darker,
more realistic art style that emphasizes the serious tone of the narrative.
The environments are richly designed, enhancing the strategic importance of
terrain.

Final Fantasy Tactics uses a colorful and stylized sprite art style,
characteristic of the PlayStation era. Its character designs are iconic and
expressive, with smooth animations that bring battles to life. The isometric
perspective is similar to Tactics Ogre but with a brighter palette.

Soundtrack and Audio Effects

The soundtrack of Tactics Ogre is noted for its orchestral compositions that
underscore the game's somber mood and dramatic moments. Sound effects are
subtle but effective in enhancing combat feedback.

Final Fantasy Tactics boasts a memorable soundtrack composed by Hitoshi
Sakimoto, featuring a blend of orchestral and choral tracks that elevate the
epic scope of the story. Audio effects complement the gameplay with impactful
sounds for attacks and abilities.

Legacy and Influence

The legacy of tactics ogre vs final fantasy tactics is significant in the
evolution of tactical RPGs and their influence on subsequent games.

Critical Reception and Awards

Both games received widespread critical acclaim upon release, praised for
their depth, storytelling, and innovation within the tactical genre. Tactics
Ogre is often cited as a masterpiece of narrative complexity, while Final
Fantasy Tactics is celebrated for its accessible yet deep gameplay mechanics.

Impact on the Tactical RPG Genre

Tactics Ogre set new standards for storytelling and moral choice integration
in tactical RPGs, influencing many later titles. Final Fantasy Tactics



popularized job system mechanics and helped bring the genre to a broader
audience, inspiring numerous spiritual successors and remakes.

Community and Fanbase

Both games maintain dedicated fanbases that continue to engage with their
content through forums, fan art, and mod projects. Their enduring popularity
has led to remakes and re-releases, ensuring their place in gaming history.

1. Rich tactical gameplay with unique systems in each game

2. Complex narratives with distinct themes and storytelling styles

3. Extensive character customization through varied class and job systems
4. Distinct visual and audio presentations reflecting their tones

5. Lasting influence on the tactical RPG genre and gaming community

Frequently Asked Questions

What are the main differences between Tactics Ogre
and Final Fantasy Tactics?

Tactics Ogre focuses more on a branching storyline with multiple endings and
a darker, more politically charged narrative, while Final Fantasy Tactics
features a more linear story with a classic fantasy setting and a unique job
system.

Which game has a better job/class system: Tactics
Ogre or Final Fantasy Tactics?

Final Fantasy Tactics is often praised for its extensive and flexible job
system, allowing players to customize characters in numerous ways. Tactics
Ogre also has a robust class system but is generally considered less
expansive compared to Final Fantasy Tactics.

How do the battle mechanics differ between Tactics
Ogre and Final Fantasy Tactics?

Both games use grid-based tactical combat, but Tactics Ogre emphasizes
positioning and terrain effects more heavily, with a focus on facing
direction and elevation. Final Fantasy Tactics incorporates a speed-based



turn order and a wide variety of abilities tied to the job system.

Which game has a more engaging story: Tactics Ogre
or Final Fantasy Tactics?

Tactics Ogre is renowned for its mature and complex political narrative with
multiple branching paths, which can provide a more engaging and replayable
story experience. Final Fantasy Tactics has a memorable story with strong
characters but is more straightforward in its progression.

Are there any notable differences in graphics and
presentation between Tactics Ogre and Final Fantasy
Tactics?

Final Fantasy Tactics features a more polished and colorful art style with
detailed character sprites and vibrant environments. Tactics Ogre has a
darker, grittier aesthetic with less vibrant colors, reflecting its serious
tone and mature themes.

Additional Resources

1. Tactics Ogre: Let Us Cling Together - The Art of Strategy

This book dives deep into the tactical gameplay and narrative structure of
Tactics Ogre: Let Us Cling Together. It explores the intricate battle
mechanics, character progression, and decision-making processes that define
the game's rich tactical experience. Readers will gain insights into how the
game balances story and strategy to create a memorable RPG.

2. Final Fantasy Tactics: The Complete Guide to Tactical Mastery

A comprehensive guide to mastering Final Fantasy Tactics, this book covers
everything from character classes and job systems to advanced battle tactics.
It includes detailed maps, enemy strategies, and tips for optimizing your
party for different challenges. Perfect for players looking to deepen their
understanding of one of the most beloved tactical RPGs.

3. Comparative Strategies: Tactics Ogre vs. Final Fantasy Tactics

This analytical book compares and contrasts the gameplay, storylines, and
tactical elements of Tactics Ogre and Final Fantasy Tactics. It breaks down
the unique features of each game and discusses how they influenced the
tactical RPG genre. Fans of both games will appreciate the nuanced
examination of their similarities and differences.

4. The Lore and Legacy of Tactics 0Ogre

Focusing on the rich storytelling and world-building of Tactics Ogre, this
book delves into its complex political intrigue and character motivations. It
highlights the narrative choices that impact the game's multiple endings and
how these elements enhance player engagement. The book also explores the
game's impact on later tactical RPGs.



5. Final Fantasy Tactics: Job System and Character Development

This book explores the innovative job system that defines Final Fantasy
Tactics, explaining how different classes interact and evolve. It provides
strategies for building versatile and powerful teams through job combinations
and skill management. Readers will learn how to tailor their party to suit
various tactical scenarios.

6. Art and Design in Tactics Ogre and Final Fantasy Tactics

An exploration of the artistic styles and visual design that give Tactics
Ogre and Final Fantasy Tactics their distinctive looks. This book includes
concept art, character designs, and environmental illustrations, alongside
commentary from the artists and developers. It reveals how art direction
contributes to the games' immersive worlds.

7. Mastering Tactical RPGs: Lessons from Tactics Ogre and Final Fantasy
Tactics

This book provides a broader look at tactical role-playing games, using
Tactics Ogre and Final Fantasy Tactics as primary case studies. It discusses
fundamental tactical principles, such as positioning, resource management,
and risk assessment, that can be applied to other games in the genre. It's a
valuable resource for players and designers alike.

8. The Soundtracks of Strategy: Music in Tactics Ogre and Final Fantasy
Tactics

Highlighting the memorable music scores composed for both games, this book
examines how sound design enhances the tactical and emotional experience. It
features interviews with composers and analyses of key tracks that set the
tone for battles and story moments. Music enthusiasts and gamers will find a
unique appreciation of these soundtracks.

9. From Pixels to Politics: The Themes of War in Tactics Ogre and Final
Fantasy Tactics

This book analyzes the complex themes of war, morality, and leadership
portrayed in both games. It explores how narrative choices and character
development reflect real-world political and ethical dilemmas. Readers
interested in storytelling and game narratives will find a thoughtful
exploration of these mature themes.
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2019-05-21 Discover all the secrets and mechanics of the famous Japanese video game Dragon Quest
! This book looks back at the entire Dragon Quest saga, tells the story of the series' birth, retraces
its history and deciphers its mechanics. In this book, the author shares us all his expertise and his
passion in Japanese gaming to decipher the creation and the story of this saga and his creator, Yuji
Horii. EXTRAIT Even with only limited knowledge of Japanese and somewhat difficult technical
conditions, the story was very well told. This was perhaps what surprised players most. Dragon
Quest V is a large family cycle of emotions, as transparent as an epic tale by Alexandre Dumas, the
author of famous works such as The Three Musketeers. In the end, I was lucky that my first taste of
the series was this excellent episode, since VI was far more extravagant, with its tales of parallel
universes and heroes traveling on flying beds. A slightly puzzling game, but not without levity nor
offbeat humor. One of the most emotional moments of Dragon Quest V is when we end up going
back in time to change the past, thus saving the future. The time travel theme has been so often
used in science fiction, particularly during the 1980s, that it should have left me impassive. It was
not even the first time I had experienced it in a video game. But this adventure, with its simple
graphics and persistent melodies, glanced lightly upon feelings that leave no one unmoved. “What
would I have done differently if I could have changed things” is a very common concept used in
fiction, from A Distant Neighborhood by Jiré Taniguchi to the Quantum Leap series. Well-told, it is so
simple and so effective that it affects each and every one of us. CE QU'EN PENSE LA CRITIQUE Un
libre passionnant que j'ai dévoré au point de rogner sur mes heures de sommeil. Ici, I'auteur ne nous
bassine pas avec des tartines de textes pour nous conter avec détails I'histoire de chaque épisode,
les ventes incommensurables de la série ou encore un almanach des jeux estampillés DraQue. -
Kaisermeister, Sens Critique Un livre plein d’anecdotes qui feront vibrer votre corde nostalgique et
qui donne envie, une fois terminé, de replonger dans l'aventure. - neotsubasa, Sens Critique C'est
une biographie trés détaillée, riche en anecdotes et bien romancée, Yuji Horii est un personnage
fascinant au CV bien rempli et la genéese de la saga est tout aussi passionnante a tel point que j'ai
parfois eu du mal & décrocher. - Nixotane, Sens Critique A PROPOS DE L'AUTEUR Daniel Andreyev
is an author and journalist of Russian origin. His career in video game journalism began twenty
years ago, during the golden years of video gaming, with Player One, Consoles + and Animeland,
with a particular interest in Japan. Having spent some time on translation, he is now part of the New
Games Journalism movement, which places the player at the heart of the video game experience. He
produces the After Hate and Super Ciné Battle podcasts. He also trades memories with his friends in
Gaijin Dash, the Gamekult show on Japanese video games. He is a fan of far too many things to list
them all here. But when he is not writing, not watching a movie, not reading comics and graphic
novels, not climbing mountains or exploring ruined buildings, he might be cooking, exercising or
dreaming of one day owning a dog.

tactics ogre vs final fantasy tactics: Role-Playing Game Studies Sebastian Deterding, José
Zagal, 2018-04-17 This handbook collects, for the first time, the state of research on role-playing
games (RPGs) across disciplines, cultures, and media in a single, accessible volume. Collaboratively
authored by more than 50 key scholars, it traces the history of RPGs, from wargaming precursors to
tabletop RPGs like Dungeons & Dragons to the rise of live action role-play and contemporary
computer RPG and massively multiplayer online RPG franchises, like Fallout and World of Warcraft.
Individual chapters survey the perspectives, concepts, and findings on RPGs from key disciplines,
like performance studies, sociology, psychology, education, economics, game design, literary
studies, and more. Other chapters integrate insights from RPG studies around broadly significant
topics, like transmedia worldbuilding, immersion, transgressive play, or player-character relations.
Each chapter includes definitions of key terms and recommended readings to help fans, students,
and scholars new to RPG studies find their way into this new interdisciplinary field.

tactics ogre vs final fantasy tactics: Game Design Deep Dive Joshua Bycer, 2023-10-30
Game Design Critic Josh Bycer is back with another entry in the Game Design Deep Dive series to
discuss the Role-Playing Game genre. Arguably one of the most recognizable in the industry today,
what is and what isn’t an RPG has changed over the years. From the origins in the tabletop market,



to now having its design featured all over, it is one of the most popular genres to draw inspiration
from and build games around. This is a genre that looks easy from the outside to make, but requires
understanding a variety of topics to do right. A breakdown of RPG mechanics and systems, perfect
for anyone wanting to study or make one themselves The history of the genre - from tabletop
beginnings to its worldwide appeal The reach of the genre - a look at just some of the many different
takes on RPGs that have grown over the past 40 years An examination of how RPG systems can be
combined with other designs to create brand new takes

tactics ogre vs final fantasy tactics: Fight, Magic, Items Aidan Moher, 2022-10-04 Take a
journey through the history of Japanese role-playing games—from the creators who built it, the
games that defined it, and the stories that transformed pop culture and continue to capture the
imaginations of millions of fans to this day. The Japanese roleplaying game (JRPG) genre is one that
is known for bold, unforgettable characters; rich stories, and some of the most iconic and beloved
games in the industry. Inspired by early western RPGs and introducing technology and artistic styles
that pushed the boundaries of what video games could be, this genre is responsible for creating
some of the most complex, bold, and beloved games in history—and it has the fanbase to prove it. In
Fight, Magic, Items, Aidan Moher guides readers through the fascinating history of JRPGs, exploring
the technical challenges, distinct narrative and artistic visions, and creative rivalries that fueled the
creation of countless iconic games and their quest to become the best, not only in Japan, but in
North America, too. Moher starts with the origin stories of two classic Nintendo titles, Final Fantasy
and Dragon Quest, and immerses readers in the world of JRPGs, following the interconnected history
from through the lens of their creators and their stories full of hope, risk, and pixels, from the tiny
teams and almost impossible schedules that built the foundations of the Final Fantasy and Dragon
Quest franchises; Reiko Kodama pushing the narrative and genre boundaries with Phantasy Star; the
unexpected team up between Horii and Sakaguchi to create Chrono Trigger; or the unique mashup
of classic Disney with Final Fantasy coolness in Kingdom Hearts. Filled with firsthand interviews and
behind-the-scenes looks into the development, reception, and influence of JRPGs, Fight, Magic,
Items captures the evolution of the genre and why it continues to grab us, decades after those first
iconic pixelated games released.

tactics ogre vs final fantasy tactics: The Strange Works of Taro Yoko Nicolas Turcev,
2019-05-21 Throughout his career, Taro Yoko was despaired by the image of humanity returned by
most big budget video games. Taro Yoko's strange work reviews the entire career of this
extraordinary creator, his games (Drakengard, NieR) and sheds light on the link that constitutes his
work. Check out this complete book on Taro Yoko, which explores the contours of its games, their
development, the complexity of their stories and their thematic depth. With a preface by Taro Yoko
himself ! EXTRACT Nowadays, most of the players who have heard of Taro Yoko do not associate his
name to any particular face. Inconvenienced by public appearances, the director systematically
equipped himself with a device to cover his face during meetings with the press, at least since the
creation of NieR. Shortly before the announcement of NieR: Automata at the E3 2015, Yoko even
had a mask made, based on the character Emil, by a plastic artist from PlatinumGames for a mere
four hundred euros. Since then, he has worn it every time he is in the presence of photo and video
cameras. His persistence in hiding his face under this thick layer of plastic naturally arouses
curiosity. One might be led to believe that this is a communication strategy or the eccentricity of an
enigmatic creator. Nevertheless, the visual anonymity of the director is in no way a means to nurture
the mystery of his personality. Far from comparing himself to the likes of Banksy (a famous street
artist and statement maker, who prefers to remain anonymous), Yoko just prefers to let his games
speak for themselves. In fact, ask him, and he will answer with no difficulty that he grew up in
Nagoya, in the Japanese prefecture of Aichi. Restaurant managers (izakayas, ramens, tempuras,
etc.), his parents flitted from one restaurant opening to the next and entrusted their son’s education
to his grandmother. WHAT CRITICS THINK Overall, I enjoyed my time with The Strange Works of
Taro Yoko, especially as a fan of the man’s works [...] It’s a great companion piece for long-time fans,
and if you're looking for more unofficial content to read about for the Drakenier universe, you can’t



go too wrong. - RPG Site ABOUT THE AUTHOR Nicolas Turcev - Journalist specialized in pop
culture, he has contributed to the following magazines: Chronic’Art, Carbone, Games and Gamekult,
and occasionally participates in the video game analysis site Merlanfrit. He is also the author of
several articles of the Level Up collection at Third Editions.

tactics ogre vs final fantasy tactics: Grimgar of Fantasy and Ash: Volume 1 Ao Jyumonji,
2016-12-16 Why are we doing this...? When Haruhiro came to, he was in the darkness. Not knowing
why was he here, or where here even was. With him were others who also remembered little more
than their own names. What they found when they came out of the underground was a world that
was just like a game. In order to survive, Haruhiro forms a party with others in the same situation as
him, learns skills, and takes his first steps forward into the world of Grimgar as a trainee volunteer
soldier. Not knowing what awaits him... This is a tale of adventure born from the ashes.

tactics ogre vs final fantasy tactics: The Game Design Reader Katie Salen Tekinbas, Eric
Zimmerman, 2005-11-23 Classic and cutting-edge writings on games, spanning nearly 50 years of
game analysis and criticism, by game designers, game journalists, game fans, folklorists,
sociologists, and media theorists. The Game Design Reader is a one-of-a-kind collection on game
design and criticism, from classic scholarly essays to cutting-edge case studies. A companion work to
Katie Salen and Eric Zimmerman's textbook Rules of Play: Game Design Fundamentals, The Game
Design Reader is a classroom sourcebook, a reference for working game developers, and a great
read for game fans and players. Thirty-two essays by game designers, game critics, game fans,
philosophers, anthropologists, media theorists, and others consider fundamental questions: What are
games and how are they designed? How do games interact with culture at large? What critical
approaches can game designers take to create game stories, game spaces, game communities, and
new forms of play? Salen and Zimmerman have collected seminal writings that span 50 years to
offer a stunning array of perspectives. Game journalists express the rhythms of game play,
sociologists tackle topics such as role-playing in vast virtual worlds, players rant and rave, and game
designers describe the sweat and tears of bringing a game to market. Each text acts as a
springboard for discussion, a potential class assignment, and a source of inspiration. The book is
organized around fourteen topics, from The Player Experience to The Game Design Process, from
Games and Narrative to Cultural Representation. Each topic, introduced with a short essay by Salen
and Zimmerman, covers ideas and research fundamental to the study of games, and points to
relevant texts within the Reader. Visual essays between book sections act as counterpoint to the
writings. Like Rules of Play, The Game Design Reader is an intelligent and playful book. An
invaluable resource for professionals and a unique introduction for those new to the field, The Game
Design Reader is essential reading for anyone who takes games seriously.

tactics ogre vs final fantasy tactics: GameAxis Unwired , 2008-04 GameAxis Unwired is a
magazine dedicated to bring you the latest news, previews, reviews and events around the world and
close to you. Every month rain or shine, our team of dedicated editors (and hardcore gamers!) put
themselves in the line of fire to bring you news, previews and other things you will want to know.

tactics ogre vs final fantasy tactics: Debugging Game History Henry Lowood, Raiford
Guins, 2024-02-06 Essays discuss the terminology, etymology, and history of key terms, offering a
foundation for critical historical studies of games. Even as the field of game studies has flourished,
critical historical studies of games have lagged behind other areas of research. Histories have
generally been fact-by-fact chronicles; fundamental terms of game design and development,
technology, and play have rarely been examined in the context of their historical, etymological, and
conceptual underpinnings. This volume attempts to “debug” the flawed historiography of video
games. It offers original essays on key concepts in game studies, arranged as in a lexicon—from
“Amusement Arcade” to “Embodiment” and “Game Art” to “Simulation” and “World Building.”
Written by scholars and practitioners from a variety of disciplines, including game development,
curatorship, media archaeology, cultural studies, and technology studies, the essays offer a series of
distinctive critical “takes” on historical topics. The majority of essays look at game history from the
outside in; some take deep dives into the histories of play and simulation to provide context for the




development of electronic and digital games; others take on such technological components of
games as code and audio. Not all essays are history or historical etymology—there is an analysis of
game design, and a discussion of intellectual property—but they nonetheless raise questions for
historians to consider. Taken together, the essays offer a foundation for the emerging study of game
history. Contributors Marcelo Aranda, Brooke Belisle, Caetlin Benson-Allott, Stephanie Boluk,
Jennifer deWinter, J. P. Dyson, Kate Edwards, Mary Flanagan, Jacob Gaboury, William Gibbons,
Raiford Guins, Erkki Huhtamo, Don Ihde, Jon Ippolito, Katherine Isbister, Mikael Jakobsson, Steven
E. Jones, Jesper Juul, Eric Kaltman, Matthew G. Kirschenbaum, Carly A. Kocurek, Peter Krapp,
Patrick LeMieux, Henry Lowood, Esther MacCallum-Stewart, Ken S. McAllister, Nick Monfort, David
Myers, James Newman, Jenna Ng, Michael Nitsche, Laine Nooney, Hector Postigo, Jas Purewal,
Reneé H. Reynolds, Judd Ethan Ruggill, Marie-Laure Ryan, Katie Salen Tekinbas, Anastasia Salter,
Mark Sample, Bobby Schweizer, John Sharp, Miguel Sicart, Rebecca Elisabeth Skinner, Melanie
Swalwell, David Thomas, Samuel Tobin, Emma Witkowski, Mark J.P. Wolf

tactics ogre vs final fantasy tactics: The Routledge Handbook of Role-Playing Game
Studies José P. Zagal, Sebastian Deterding, 2024-06-27 This Handbook provides a comprehensive
guide to the latest research on role-playing games (RPGs) across disciplines, cultures, and media in
one single, accessible volume. Collaboratively authored by more than 40 key scholars, it traces the
history of RPGs, from wargaming precursors to tabletop RPGs like Dungeons & Dragons to the rise
of live-action role-play and contemporary computer RPG and massively multiplayer online RPG
franchises, like Baldur’s Gate, Genshin Impact, and World of Warcraft. Individual chapters survey
the perspectives, concepts, and findings on RPGs from key disciplines, like performance studies,
sociology, psychology, education, economics, game design, literary studies, and more. Other
chapters integrate insights from RPG studies around broadly significant topics, like worldbuilding,
immersion, and player-character relations, as well as explore actual play and streaming, diversity,
equity, inclusion, jubensha, therapeutic uses of RPGs, and storygames, journaling games, and other
forms of text-based RPGs. Each chapter includes definitions of key terms and recommended
readings to help students and scholars new to RPG studies find their way into this interdisciplinary
field. A comprehensive reference volume ideal for students and scholars of game studies and
immersive experiences and those looking to learn more about the ever-growing, interdisciplinary
field of RPG studies.

tactics ogre vs final fantasy tactics: The Web Game Developer's Cookbook Evan
Burchard, 2013-03-23 Want to start building great web games with HTML5 and JavaScript? Moving
from Flash or other game platforms? Already building HTML5 games and want to get better and
faster at it? This guide brings together everything you need: expert guidance, sample projects, and
working code! Evan Burchard walks you step-by-step through quickly building 10 popular types of
games. Each chapter implements a game within a well-understood genre; introduces a different free,
open source, and easy-to-use HTML5 game engine; and is accompanied with full JavaScript source
code listings. Each game recipe uses tested and well-proven patterns that address the development
challenges unique to that genre, and shows how to use existing tools and engines to build complete
substantial game projects in just hours. Need a quick JavaScript primer? Evan Burchard provides
that, too! Coverage includes ¢ Mastering an essential HTML5/JavaScript game development toolset:
browser, text editor, terminal, JavaScript console, game engine, and more * Accelerating
development with external libraries and proven patterns * Managing browser differences between
IE, Firefox, and Chrome ¢ Getting up to speed on web development with a QUIZ game built with
JavaScript, HTML, CSS, and JQuery ¢ Creating INTERACTIVE FICTION “gamebooks” that leverage
new CSS3 features and impress.js ¢ Building PARTY games around the lightweight atom.js engine ¢
Developing PUZZLE games with the easel.js graphics rendering engine * Writing PLATFORMERS
with melon.js and its integrated tilemap editor * Coding intense 2-player FIGHTING games for web
browsers with game.js ¢ Building a SPACE SHOOTER with the jQuery-based gameQuery game
engine * Implementing pseudo-3D techniques like ray casting for an FPS (First Person Shooter) style
game * Producing a 16 bit RPG (Role Playing Game) complete with interfaces for dialog, inventories,



and turn-based battles with enchant.js ¢ Building an isometric RTS (Real Time Strategy) game that
incorporates server components along with node.js, socket.io, and crafty.js * Engaging players with
content that encourages exploration Turn to The Web Game Developer’s Cookbook for proven,
expert answers-and the code you need to implement them. It’s all you need to jumpstart any web
game project!

tactics ogre vs final fantasy tactics: GameAxis Unwired , 2008-08 GameAxis Unwired is a
magazine dedicated to bring you the latest news, previews, reviews and events around the world and
close to you. Every month rain or shine, our team of dedicated editors (and hardcore gamers!) put
themselves in the line of fire to bring you news, previews and other things you will want to know.

tactics ogre vs final fantasy tactics: Top 100 Strategy Games of All Time Navneet Singh,
Structure: Introduction to Strategy Games (History, Types, Appeal) Breakdown by Category
Real-Time Strategy (RTS) Turn-Based Strategy (TBS) 4X Games Tower Defense Tactical RPGs
Card/Board-Based Strategy Top 100 Games List Each game with a brief description, unique features,
platform(s), and why it stands out. Conclusion and Recommendations

tactics ogre vs final fantasy tactics: La Légende Final Fantasy XII & Ivalice Rémi Lopez,
2019-05-21 Redécouvrez I'histoire de I'univers mythologique Ivalice, a l'origine d'une collection de
jeux vidéos a succes : Final Fantasy Tactics, FF Tactics Advance, FF Tactics A2, Final Fantasy XII :
Revenant Wings et Vagrant Story. La collection Final Fantasy s'étoffe encore plus et sort méme de
ses limites pour traiter du douzieme épisode de la saga, ainsi que de tous les titres constituant la
mythologie Ivalice : Final Fantasy Tactics, FF Tactics Advance, FF Tactics A2, Final Fantasy XII :
Revenant Wings et Vagrant Story. En résulte donc un ouvrage conséquent sur plus de 400 pages a la
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entente avec les autres races. Les Aegyls sont en tout point semblables aux Humes, a la seule
différence qu'ils portent sur leur dos une paire d’ailes leur permettant de parcourir les cieux a leur
guise. Un cadeau empoisonné, puisqu’en raison de ce poids supplémentaire, leur espérance de vie
atteint a peine les quarante ans, c’est d’ailleurs la plus basse de toutes les races intelligentes
peuplant le monde. CE QU'EN PENSE LA CRITIQUE Plus qu'une analyse du douziéme volet de la
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Fantasy XII mais aussi quantité d'autres jeux qui chacun a leur maniere ont approfondi cet univers
riche et singulier. Le livre est trés complet, volumineux, et méme si le chapitre consacré aux
personnages fait un peu dans la redite des chapitres précédents, il n'y a pas grand chose a redire a
ce nouveau travail impeccable des éditions Third qui signe encore une fois un ouvrage de référence.
- Sotelo, Critiques Libres A PROPOS DE L'AUTEUR Titulaire d’une licence de japonais obtenue a
Bordeaux-III, Rémi Lopez fait ses premieéres armes comme auteur en 2004 sur Internet, en rédigeant
des chroniques de bandes originales de jeux vidéo. Deux ans plus tard, il rejoint le magazine
Gameplay RPG pour y officier a la méme tache, avant de suivre Christophe Brandy, alors rédacteur
en chef, et toute son équipe sur son nouveau projet : le mensuel Role Playing Game. Rémi a depuis
signé l'ouvrage La Légende Final Fantasy VIII (Third Editions) et le livre sur la musique OST.
Original Sound Track (Les éditions Pix'n Love).
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géneére-t-elle autant de passion ? Comment a-t-elle été congue ? De quelle maniere a-t-elle évolué au
fil des épisodes ainsi que des changements de direction et de compositeurs ? Avec I'appui d'une



imposante documentation et des nombreux entretiens qu’il a pu réaliser au cours de sa carriere,
I'auteur Jérémie Kermarrec s’attarde autant sur Nobuo Uematsu et son amour du rock progressif
que sur ses héritiers (Masashi Hamauzu, Masayoshi Soken, Hitoshi Sakimoto, Yoko Shimomura,
etc.), qui ont eu la lourde tache de lui succéder tout en imposant leur propre sensibilité musicale.
Une démarche que Nobuo Uematsu lui-méme a toujours encouragée. Avec La Musique dans Final
Fantasy. De Nobuo Uematsu a ses héritiers, plongez dans les coulisses passionnantes d'une épopée
musicale vidéoludique hors du commun, qui s’étale sur plus de trente-cinq ans ! A PROPOS DE
L'AUTEUR Jérémie Kermarrec est traducteur dans I'industrie du jeu vidéo, ot il a travaillé a des
titres tels que Destiny, Tropico et Fortnite. Avant toute chose, il est passionné par la série Final
Fantasy depuis le septieme épisode, ce qui I'a poussé a rejoindre en 2001 I'équipe du site amateur
Final Fantasy World, dont il est aujourd’hui 'unique rédacteur.
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Quest sous un angle inédit, en tant que phénomeéne social majeur ayant influencé plusieurs
générations de Japonais. L'auteur nous offre toute son expertise en matiere de jeu nippon pour
décrypter I'histoire de cette saga. EXTRAIT On reconnait une star a ’aura qui en émane. C’est ce
qu’on ressent en présence de Yhji Horii. « Le boss ». Toutefois, il s’en dégage aussi une sorte de
simplicité. Ma premiere entrevue avec lui s’est faite au Japon dans des conditions vraiment
spéciales. Le prétexte était la sortie d'un Dragon Quest Monsters. Personne n’était dupe, on était la
pour rencontrer la star, pas discuter d'un éniéme épisode dérivé, méme si, par courtoisie, on est un
peu obligé d’en parler. Car « c’est pour cela qu’on est la ». L’aura qu’il dégage, on la sent aussi a la
haie d’honneur incarnée par son équipe et les différentes personnes de 1'organisation. Horii est
arrivé d’un pas pressé, poli juste ce qu'il faut et s’est assis au centre de la table, devant les
journalistes, souriant mais pas trop, vétu d'une veste assez simple et d'une chemise a carreaux.
Cette attitude n’est pas de la fausse modestie, Yiji Horii est totalement conscient de sa valeur. Il sait
tout ce que lui doit son éditeur. Il veut aussi montrer que c’est « un gars a ’ancienne ». Et il aime
parler de son travail. A PROPOS DE L'AUTEUR Daniel Andreyev est auteur et journaliste. Il a fait ses
premiers pas il y a vingt ans dans la presse jeu vidéo durant son age d’or, pour Player One, Consoles
+ et également Animeland avec une affinité particuliere pour le Japon. Un temps traducteur, il se
revendique aujourd’hui du mouvement du New Game Journalism qui met le joueur au coeur de
I'expérience du jeu vidéo. Il produit les podcasts After Hate et Super Ciné Battle. Il brasse aussi ses
souvenirs avec ses amis dans Gaijin Dash, 1’émission de Gamekult consacrée aux jeux vidéo japonais.

tactics ogre vs final fantasy tactics: High Score! Expanded Rusel DeMaria, 2018-12-07 In this
lavishly illustrated full-color retrospective, discover never-before-seen photos that bring to life the
people and stories behind the most popular games of all time, including Space Invaders, Pac-Man,
Centipede, Donkey Kong, Asteroids, SimCity, Quake, Myst, Tomb Raider, and more. This is the inside
scoop on the history, successes, tricks, and even failures of the entire electronic games industry.

tactics ogre vs final fantasy tactics: Dans les ténebres de Vagrant Story Rémi Lopez,
2024-05-31 Quatriéme grande création du réalisateur et scénariste Yasumi Matsuno, Vagrant Story
conte le périple d’Ashley Riot, agent d’élite envoyé en mission au sein de la cité maudite de Lea
Monde. A I’époque de sa sortie, ce digne représentant de I’dge d’or du RPG japonais a bousculé les
joueurs du monde entier grace a ses graphismes de haute volée, sa mise en scene
cinématographique et son écriture a la saveur shakespearienne. Dans cet ouvrage, Rémi Lopez
étudie ce chef-d’oeuvre de Square en revenant sur les coulisses de son développement et la
profondeur de son script. De la direction artistique au gameplay, en passant par la traduction
anglaise irréprochable d’Alexander O. Smith, il détaille 1’état d’esprit et la volonté des concepteurs,
tout en replacant Vagrant Story dans son époque. Il n’oublie pas d’analyser I’histoire et les
personnages en vue d’'extraire 1’essence de ce joyau vidéoludique.



tactics ogre vs final fantasy tactics: La Légende Final Fantasy XIV - Tome 1 Loic
Delahaye-Hien, 2025-09-08 A sa sortie en 2010, Final Fantasy XIV fut I'un des plus grands naufrages
du jeu vidéo. Quinze ans plus tard, il est devenu I’épisode le plus rentable de la franchise. Ce
mastodonte du MMORPG constitue certes une épopée mémorable et un volet a part dans la saga
Final Fantasy, mais il s’agit surtout d’'un miracle. Comment expliquer un tel retournement de
situation ? Dans cet ouvrage, Loic Delahaye-Hien nous invite a revivre le périple de
sondéveloppement, depuis la disparition de la premiere version du titre jusqu’a sa renaissance avec
A Realm Reborn et ses deux premieres extensions, Heavensward et Stormblood. Il décrypte en détail
son univers prolifique, ses themes forts et I'expérience de jeu offerte par les équipes de Naoki
Yoshida. Ce livre se destine aussi bien aux nouveaux aventuriers d’Eorzéa qu’aux Guerriers de la
Lumiere accomplis.
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