Breaking into the Games Industry
with Open Source Software
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Sony Computer Entertainment Europe



MAKING AAA GAMES



The need to be agile
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It's very easy to break stuff




It's done! Where is my fame and success?

i\

1
s
S
B)

4 b

Pl '

{1y
¥

)




How?






WHAT GAMES COMPANIES LOOK FOR



Let’s check online
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i Excellent « BSC
_C++ skills  3D.maths

* Efficiency

* Debugging

* Reading code

e Communication
 Consoles
e APls







HOW TO GET THE SKILLS



Don't limit yourself to this while at University v
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Extreme game development

"Weiobal e Jam
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Compohub.net



-~ [ — = = ¥, :
‘» R 2 ‘ , s ~p
A - g ‘. " ™ 4 -~
~- o L3 T —
14 —

aI'_i'ncoI 'University Can Jam 2013







@b
4
qe)
&
-
o
>
4+
qe)
i -
=
4
-
o
O
qe)




David Saltares
siondream

Nottingham, United Kingdom
david.saltares@gmail.com
http://siondream.com

Joined on Jan 18, 2011
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Contributions
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Popular repositories
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freegemas-gdx
Freegemas libGDX is an Android and Jav

glapse

Take desktop screenshots and glue them

sioncore
Small game engine built on top of Libgdx

ashley

A Java entity system inspired by Ash & Art

urbanrace
Time attack racing game written in C# usi

Your Contributions

74 Total

Year of Contributions

A Public Activity #' Edit Your Profile

Repositories contributed to

Sk L libgdx/libgdx

Desktop/Android/HTML5/iOS Java game

ik Ll stbachmann/ashley P
A Java entity system inspired by Ash & Art

o Put your code
* somewhere visible

ommits. Learn more Less HE ore
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7 days 0 days

Longest Streak Current Streak






LibGLXX

Desktop/Android/BlackBerry/iOS/HTML5 Java game development framework

Work on a big open source project
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games NOW!

Get Started
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@;, Cross Platform gh' Open Source fig Feature Packed
Publish your games on Windows, Mac, Linux, libgdx is licensed under Apache 2.0 and Comes with batteries included. Write 2D or 3D
Android, i0S, BlackBerry and HTMLS, all with maintained by the community. Contribute today! games, let libgdx worry about low-level details.
the same code base.
Contribute Features
Super Fast Documentation ) Community Support
Heavy emphasis on avoiding garbage collection Learn libgdx inside out on the Wiki, study the Get great support from a big and growing

for Dalvik/JavaScript by careful API design and Javadocs, or read a third-party tutorial. Learn community of game and application developers.



Contact info
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Questions?



