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Next to people, source code is'a
studio's most valuable asset.
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Teams are under pressure to
deliver more with less.
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More studio applications are integrating with
DevOps tools.
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Studios want to keep focus on
their Games.
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Lets look at the key tools.
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Asset versioning Is key.

Source
Code
Management
, Animators
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Developers

a ASSEMBLA



Repeatable build process.
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Think about deployment day 0
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FOCUS On your games.
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Majority of studios have no
expertise on how to
maximize [setup]

their DevOps

workflows.
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What COULD happen 0
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DISASTER RECOVERY SCALABILITY AND PERFORMANCE

f 1

ten does.

COLLABORATION
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Team collaboration is paramount.

Ditch the VPN.
;i

DISASTER RECOVERY SCALABILITY. AND PERFORMANCE COLLABORATION




Integrations.
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A DevOps solution is
about flexibility.
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DevOps relies on Version Control
at Its core.




Version Control compared:

Subversion

Good UE4 integration
Simple use cases
Cannot scale past 500GB
Slow Branching
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Version Control compared:

Subversion

Good UE4 integration
Simple use cases
Cannot scale past 500GB
Slow Branching

Git-LFS

Weakest engine integration

Proven “Pull Requests”

Super powerful branching

Really struggles with large files
Still a work in progress but loads of
community!
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Version Control compared:

Subversion

Good UE4 integration
Simple use cases
Cannot scale past 500GB
Slow Branching

Perforce

UE4/Unity/LY Integration
Gold Standard

10TB+ scaling

Server side shelving

User Access Control

Cloud or On-Prem Flexibility

e ® o

Git-LFS

Weakest engine integration

Proven “Pull Requests”

Super powerful branching

Really struggles with large files
Still a work in progress but loads of
community!
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Let’s not forget about
asset distribution.
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DISTRIBUTION IS SSS AT SCALE TEAM PRODUCTIVITY INTEGRATION WITH
COMPLEX TOOLING
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Studio
lessons learned.
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Building
Gamesis
Complex.
Ensure you
can
collaborate.

Lore, Art Buble etc

. Yromo an

Turmaround Sheet
Grey box test

Considerations for
aNimation

Base mesh
Seét up particles
systems

Hi-res sculpt Subsurface division

Create animation
Hi-res Hi-poly moded friendly rig [ Incorporate final
Detatled animation animated character
breakdown list with particle effects

Nnunrea

Retopologize

f Skinning Blocking out

Low-poly model Test Normal Maps

Animating Blend spaces

Final game modadel
- mplement In
Polish impleme

Unwrapping Diffuse Texturing / Unreal

Complete moded Export for

Normal, Specular, AD Maps with animation sets Unreal
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Consider DevOps methodologies.
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The Best studios manage backlogs.

Pivotal
Tracker
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Use what aligns with your culture
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Tracking all the details matters
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But start simple
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Some Studios
using DevOps solutions.
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“My team is global. What he had in place before was a DIY file transfer
» nightmare. The upload speed was an issue and ultimately having our
own cloud Perforce'solution was not sustainable. We were looking to
have a solution in place on a fairly quick timeline, and our partner
" helped us get up and running quickly.”

.
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SUMO DIGITAL

* Founded in 2003

* Licensed developer across all Microsoft, Sony and Nintendo gaming platforms
* Expertise in developing and growing licensed IP

* Always on the cutting edge
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STUDIOS

e SHEFFIELD « PUNE, INDIA e NOTTINGHAM
* Foundedin 2003 e Foundedin 2007 e Foundedin 2016
300+ Staff 80+ Staff 70+ Staff

NEWCASTLE THE CHINESE ROOM, BRIGHTON

Founded in 2018 Acquired in 2018
35+ Staff



KEY TITLES

Over 60 titles released to date... and many more on the way!
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PERFORCE USAGE STATISTICS

Connection Broker

SERVERS

23 Servers

Server (p4d)
Proxy (p4p)

(p4b)
Windows
Linux
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DEPOTS

e A45TB Total
e 500+ Users
=10 Active Projects
Commit Edge /
Replicas (UK)
Proxies (India)

PROJECT STATS

4.2TB Total Size
e 2.2TB Art
0.16TB Source
0.6T1B Binaries
e (0.6TB Build
0.5TB Characters
0.09TB Documents
0.05TB Audio

61,717,289 lines of
code, in 112,550
source files



Come talk Game Dev

At our Happy hour at 8pm at Amber Seattle.

Come talk to us at Booth

www.assembla.com www.perforce.com
jacek@assembla.com cgehman@perforce.com
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