OctaveEnginé is an interactive
reality enginebrand these producs are the
resuls of improvements made by Promete
Software, Inc. to simulation and comput
graphics technologies developed at
University of Tokyo.

It currently condins

OctaveEnginéAE Nature:
A naturalenvironment engine

OctaveEnginéAE Casuat
A 2D multi-physics engine

OctaveEnginé:: Hongo:
A 3D multi-physics engine

Prometech Software, Inc.

Support:oe@prometech.co.jp

Product Sitehttp://www.octaveengine.co
Corporate Site: http://www.prometech.co.jp

Address:
Entrepreneur Plaza, 3R3#1, Hongo,
Bunkyo-ku, Tokyo, 113003 Japan

Tel: +81-3-58424727
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OctaveEnginé" Nature

OctaveEnginB” Nature isa fiNaturalEnvironmentEngine
for PC and nexgeneration game consol#stis designed
to create extremely realistic natural environment in ga
scenes. The engine is also designed to coordinate
Multiprocessor, GPU and next generation ga
consoles(PS3,SPU) to dramatically iewse the speed of
simulations and reality in representing naturs
environmens. The enginehas three essential features

1. Water enginelt enableghe dynamic representation ¢
water far surpassing the curremtater movemenin
games Moreover, ouengine can generate a variety
waterrelated phenomena, such as splashes, sp
foaming, water flows that take into account submer
topography, objects floating on the surface of the wa
drifting objectsin water,etc..

Sand ad snow enginett depicts building and leveling
sandand snowmound. It can also simulate real ti
influence of other environmental elements, such
wind ripple or water erosion, and this makes multi
complicated renderings possible.

Sky engine: Ilfprovides seamlesspresentations of the
sky over time(dawn, during the day, and at sunse
These calculations ta& atmospheric scattering i
account.

OctaveEngind" Casual

OctaveEnginB" Casual is a 2Bbased multphysics engine for casual games.

This engineuses a partickased physics nael that hadew restrictions|It can calculat@almost any type objects,

not only solid materials whicBD engines normally deal with, but also elastic body, plastic body, doitlgas.
You can create various shapes of objects with these particles and interactive actions of objects such as

fragmenting, combining, aretasng. Even whileperforming such actions, physical properties of objects can bg

instantaneouslyl@nged from solids to liquids tasticsto breakable jelliesor even tcsticky materials likerice-

cake You can also map any texturethese object{OctaveEnginE" Casuais now under development.)

OctaveEngind" Hongo

OctaveEngin&" Hongo is garticlebasedhysics engine not only for gardevelopers, but also designers and
Computed Aided Design engineetblongd' is designed to run on multiple GPUs and archiwgprecedented
performanceln this GDC, you can see "Hongo" realiziad,000,000 particles suhation in realtime on 4 GPUs.
Theperformance of "Hongo" is a break through to gapdesigns and CAE simulation.

Our engineenrichesyour game contenendaccelerates yor physics simulation contents

(OctaveEnginE" Hongo is now under developmearidwill be releasedn the summer 2008




