- Free for all
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- - middleware are now available to games companies.
W o Ora . = 3D World explores the new open-source pipelines,
SpriteBatch; : and meets the studios who are trying

to democratise game development
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Ili-enumerate ! development industry now regularly works with
; budgets in the millions, spending huge sums on
tools, staff and time in a bid to create software |
that will capture the public's imagination. While this has
— provided consumers with a choice of titles boasting
ize ( ) incredibly high production values, it's also helped foster a
very different, indie-level style of game development.

By reducing development costs and taking advantage of
the various cheaper publishing opportunities now available
(ranging from budget and self-publishing to digital
distribution via services like Steam and Xbox Live Arcade),
smaller development teams have fewer professional and
creative restrictions and are able to work efficiently on
projects closer to their own hearts - and to those of a
substantial number of gamers looking for an alternative
to those big-buck epics. And when it comes to reducing
development costs, there are few solutions more effective
than making use of tools and code that don't cost a cent.

@ A world of possibilities: game development When it comes to the development workflow, there
with free and open-source tools ranges from

titles like Project Apricot (main image), created is open-source software (0SS) and freeware available to

entirely with open-source software, to free handle just about every task, from version control right
development frameworks released by major P o P -

R through to scripting and compiling (see ‘The open-source

XNA Game Studio (overlaid code) pipeline’ overleaf). Artists are particularly well catered for. >
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