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http://www.youtube.com/watch?v=7KjTsjaxXAs
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http://www.youtube.com/watch?v=FQkRQyeCg4A

ALL PRODUCTION
WILL START USING
GAME DEVELOPMENT
TECHNIQUES?




HOW DO STUDIOS
DECIDE TO ADAPT TO
NEW TECHNOLOGIES
LIKE GAME ENGINES
OR LED WALLS?




HOW DO YOU
PREVENT BEING
STUCK IN LEGACY
PIPELINES?




HOW DO YOU
APPROACH DRIVING
SOMETHING LIKE THE
MOVIELABS 2030
VISION?
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STUDIOS DRIVE THE
2030 VISION?

WHAT ARE THE
BLOCKERS?




WHAT IS
THE CURRENT
STATE OF PAM?
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WHAT’'S WORKING NOT THE FUTURE
WORKING



ARE DECENTRALIZED
WORKFLOWS
CREATING SECURITY
CHALLENGES?



HOW ARE WE DOING
IN PREPARING OUR
CREATIVE ASSETS




WHAT ELSE ARE WE NOT TALKING
TO BRUNO ABOUT?



ADVICE?




| THINK IT'S ABOUT TIME THAT WE

TALK ABOUT BRUNO ..



THANK YOU



